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Foreword

Warm-Up: “Football Is Life”

John Markoff

Should there be any doubt about how deeply the FIFA video game is woven into global culture, it is only necessary to watch Daniil Medvedev celebrate his victory in the 2021 US Open tennis tournament by performing the “Dead Fish.”

A gesture largely lost on the assembled tennis fans, as Medvedev noted later during his victory press conference, it was greeted by the “super chill” young athletes in the tournament locker room as “legendary.”

They understood completely.

And as any hard-core FIFA aficionado can tell you, the Dead Fish is a signature celebration certain to annoy your opponent after scoring a goal. It is also an indication of how life on the screen is increasingly blurring with our lives in the physical world. We may have not as yet completely crossed over into the Matrix, but for a growing portion of the world’s population, screen life is increasingly indistinguishable from life in general.

The blurring of that line is something that is captured in detail in the following eleven essays. From FIFA’s largely male orientation (possibly now diminishing) to a variety of portraits of a passionate subculture ranging from describing what it feels like to play in a virtual world to the politics of the interactions between players and developers, Feeling the Game offers a depiction as powerful as anything that might be produced by new journalism writers such as Tom Wolfe or Joan Didion.

My own journey into the world of FIFA has been episodic, but for more than a quarter of a century it has remained an important personal benchmark highlighting both the state of computing technology as well as how it is transforming the world. As a former (American) college soccer player, I first discovered the game several decades after my aging knees had taken the physical game I had loved while I was growing up away from me.

There was a time when I came to believe that I was a pretty good FIFA player. That conceit vanished abruptly, however, during a press tour organized by the game’s publisher Electronic Arts sometime in the mid-1990s. Shortly after adding motion capture—a computer-based technique which employed the three-dimensional digital video capture of a professional football player to build graphical libraries of realistic human movement to embed in FIFA—the company invited reporters to one of its studios in Vancouver, Canada to show off the then new technology. An impromptu tournament for reporters quickly and brutally revealed that my carefully honed FIFA skills were strictly amateur level.

Defeat did little to lesson FIFA’s magnetism, however. Even before I was able to play online against remote opponents there was something in FIFA that recalled the fluid grace and emotional power of football. But there was something else as well—as soon as the franchise began to evolve, each new version of the game added a bit of incremental realism. FIFA has long provided a metric for tracking the progression across the “Uncanny Valley,” the idea that as computer graphics become ever more realistic there remains this uncomfortable middle ground of not quite realistic simulation.

One of the first video games, Space War!, had been written by an MIT computer hacker in 1962, and began being freely shared by computer research laboratories. I discovered the first commercial coin-op version, known as Galaxy Game out of concern over campus opposition to the Vietnam War, in the fall of 1971 in the Stanford Tresidder Student Union Building. Built by two young Stanford hackers, Bill Pitts and Hugh Tuck, the game at Tresidder proved an epiphany for me. It was immediately apparent that that world would soon move beyond the one-way control of broadcast television. Computer graphics would offer interactivity and the world would never be the same.

For years, however, I would continue to accept the marketing slogan of Infocom, a maker of text adventure games in the early 1980s: “The Best Graphics are in Your Head.” That remained true until sometime after the introduction of Sony’s PlayStation 4 video game machine, when it became clear that I was seeing things on the screen that I could simply never imagine.

But what was happening in the world of imagining the surreal was simultaneously taking place in a world of simulated reality. Unlike much of the video game world, FIFA clearly isn’t an attempt to transform the world so much as simulate it with ever more exacting precision. In doing so I think it has become one of the best ways to foretell the yet-to-arrive world of augmented reality—that next wave of technology which will be provided by computerized glasses or perhaps holographic projections, in which the worlds on either side of the screen will seamlessly blend. Already the consequence of the success of these evolving computer graphics technologies is that the program which has sold more than 325 million copies and has achieved a loyal fan base in 18 languages and 51 countries continues to create an experience that I have come to think of as the FIFA era.

That era remains clear evidence of what is palpably visible in striker Dani Rojas’s emotional and infectious entry onto the stage of the popular Apple TV series Ted Lasso—his pronouncement that, “football is life.” And by that same token it should also be apparent that FIFA as well, is life.

–John Markoff



Introduction

Pre-Match Commentary

Raiford Guins, Henry Lowood, and Carlin Wing

Why EA Sports FIFA?

If there is anything close to a global game, it is association football.1 Also known as soccer, football, fussball, fútbol, fotball, fitba, and futebol, the game is played in well-manicured and wealthy parks of gleaming metropolises and on patches of asphalt, grass, or dirt commandeered by players in cities and towns around the world. At any given moment, someone is kicking a soccer ball down a field somewhere, fueled by and fueling a multibillion dollar industry that promises entertainment and drama pass after pass, goal after goal. In the decades since the first soccer ball bounced across a graphical user display and into the terrain of video games, the impact on both the sport and game industries, as well as their cultures and players has proved to be profound. Of the many soccer video games that have come and gone over the years, there is one that has commandeered the most hours, hearts, and money of millions of players year after year over the course of almost three decades. What we are talking about here is Electronic Art’s series, FIFA.

Electronic Arts launched its soccer simulation game series as FIFA International Soccer in December, 1993 (Figure 0.1). EA licensed rights to use of the name FIFA from the Fédération Internationale de Football Association, soccer’s primary and famously corrupt international governing body which was first established in 1904.2 The title of the second game in that series, FIFA Soccer 95, is the one that stuck (with the word “soccer” dropped from the game’s title in 1997). Most players simply call it FIFA.3 In practice, modern FIFA is a fleet of games hosted across multiple platforms, essentially games within games. It combines a simulation of “the game” that can be played online and offline, in single player or multiplayer modes. It is also a football manager simulator, a narrative game, and a street version (“Volta football”). There is a free-to-play version that is quickly becoming one of the most popular sports games for mobile phones. And EA, as well as domestic leagues including the Premier League, Major League Soccer, and Bundesliga, regularly run FIFA esports competitions including an annual FIFA eWorld Cup.
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Figure 0.1 FIFA International Soccer 96. Courtesy Henry Lowood.


Throughout its development history, FIFA has managed to adapt to and adopt almost all video game industry trends, becoming an assemblage of game types and technologies that serve as a multi-faceted probe of both the medium’s and the sport’s history and culture. Taking FIFA as its object, EA Sports FIFA: Feeling the Game is, in turn, an assemblage of individual chapters, each focusing on a different aspect of the FIFA world. Taken together, the chapters in this volume address the outsized impact this single game series has had on video games writ large, the specific genre of sports video games it belongs to, and the beautiful game and media spectacle that it simulates.

Writing the following words as game historians may seem like an act of surrender, but nevertheless—FIFA was inevitable. Soccer was already the world’s most popular sport, and the increased international visibility of the sport via cable and satellite providers in the early 1990s set the stage for EA’s game. In the wake of the enormous popularity of Italia ’90, the game reached an even higher level of media and marketing prominence through the establishment of new league structures such as England’s Premier League and Japan’s J1 league in 1992 along with the reinvigoration of the European Cup as the Champion’s League. Importantly for a North American game company, the United States, a country with historically uneven enthusiasm for the game, was selected to host the 1994 Men’s World Cup. Aggressive marketing campaigns of football clubs such as Manchester United promoted their brands beyond their home countries especially in emerging markets like Asia; the rising star and celebrity status of footballers such as David Beckham, Ronaldo, and Lothar Matthäus in the men’s game, and Mia Hamm, Sun Wen, and Sissi in the women’s game—all contributed to raising the profile of the sport.

When FIFA debuted in 1993, EA had already been publishing sports games for a decade, beginning with Doctor J and Larry Bird Go One on One (1983). The company established the “EA Sports” (originally: EA Sports Network) line in the early 1990s as part of its shift from publishing games made by external groups to developing its games in-house. It would become EA’s most reliably profitable brand. With titles like Madden Football (1989–), and PGA Tour Golf (1990–), licensing the right to use the likeness of a league, team or star player had become a familiar aspect of marketing a game inspired by professional sports.4 Games based on broadcast sports were good business and soccer was on its way to becoming the most dominant broadcast sport globally. The time was ripe for EA’s soccer game.

Sports games generally follow series formats that reflect the annual progression of “seasons” in professional sports. Annual seasonal calendars may vary around the world, but the FIFA schedule has settled into a predictable (pandemics notwithstanding) schedule of fall releases in the year prior to the title on the box cover. Thus, FIFA 20 was released in September, 2019. This timing corresponds to the annual cycle of the major European soccer leagues. It reinforces the expectation that FIFA is a game that simulates, or parallels, real-life soccer.

Predictable repetition set the table for a long-running series. FIFA 22 is the twenty-ninth title, with special and platform-specific variants raising the count to more than 130 different game releases (Figure 0.2). Sales of FIFA bring in between 10 percent to 15 percent of EA’s annual net revenue, which stood at $5.53 billion in the 2019–20 fiscal year.5 In addition to the substantial chunk of revenue coming from game sales, sales of extra content within the Ultimate Team Mode—the mode which allows users of EA’s sports games to build personalized teams by collecting professional players—represents between 20 percent to 30 percent of the company’s annual net revenue, a significant portion of which derives from FIFA Ultimate Team (FUT).6 Across April 2020 to March 2021, the company reports making $1.6 billion from all game sales with more than 25 million people playing FIFA on consoles and personal computers.7 FIFA has been a cornerstone for EA on its road to becoming one of the largest and most profitable video game companies in the world.
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Figure 0.2 FIFA 22.


Both FIFA and FIFA have global reach, but this does not mean that their paths to global dominance have been parallel or that the forms of play, game, sport, and spectacle that each promotes are equally or evenly distributed around the world. This opens up the question of who plays FIFA. In 2013, Abe Stein, Mia Consalvo, and Konstantin Mitgutsh conducted an online survey of 1,300 players of sports video games, and, among other things, found that 98.4 percent of respondents identified as male while 1.6 percent of respondents identified as female, and that both white and Asian players were overrepresented as compared with the populations’ proportions in the United States.8 While there may well have been some shift in the demographics of FIFA players since 2013, their findings taken together with the fact that the primary markets for sales of FIFA continues to be North America and Western Europe give a strong indication that those 25 million players of FIFA in the last year, and the hundreds of millions of players over the last decades, are









































































1 After some debate, and despite personal preference for the term football on the part of two of the editors, we have settled on using “soccer” throughout this introduction to reflect that we, and the majority of the authors in this volume, are writing from the United States where that name persists and the more common, more logical, name risks confusion with North American football. Having a debate over what name to use emphasizes the fact that it is the game itself, as our colleague Stephanie Boluk pointed out to us, not any one of its names, that operates as a lingua franca around the world. So, although in this introduction we have generally used “soccer” to adhere to North American usage, we gave each contributor license to select the term that fits best with their subject, geographical location, or affiliation with the sport and FIFA game play. Hence, you will find the words “soccer” and “football” throughout the book.

2 As Wing and her collaborator John Dieterich have explained elsewhere: “Founded in 1904 in Paris, FIFA (the International Federation of Association Football) held its first men’s World Cup competition in Uruguay in 1930. Over the course of the twentieth century, it was not uncommon for national football associations to join FIFA before their country joined the United Nations, as if trying on the nation-state form for size in the suspended, half-reality of game space before risking full commitment to political actuality. Today FIFA has more member states than the UN and recognizes twenty-three non-sovereign entities including the United Kingdom’s “home nations” (England, Wales, Scotland, and Northern Ireland), Hong Kong, and Palestine. The first unofficial Women’s World Cup was held in Mexico in 1971, despite FIFA’s efforts to undermine the event. It was another two decades before the first FIFA Women’s World Cup competition took place in China in 1991. Today the FIFA World Cup is one of the great broadcast media spectacles, accounting for six of the top fifteen most watched television broadcasts of all time (the other nine are the Olympics). The 2015 FIFA Women’s World Cup final between the United States and Japan was the most-watched soccer match in US history.” Carlin Wing and John Dieterich, “Playing Along,” Interactive Storytelling for the Screen, eds. Sylke Meyer and Gustavo Aldana (London: Routledge, 2021), 196.

3 As we write this introduction in October 2021, it appears that FIFA will be discontinuing its exclusive license with Electronic Arts, so that the current version of the game, FIFA 22, may well be the last in the series with this title.

4 For an in-depth discussion of the intersection of sports video games, student athletes, and the multibillion dollar licensing industry that walks through several of the suits brought against EA over the years, see Nina Huntemann, “Likeness Licensing Litigation,” in Sports Videogames, eds. Mia Consalvo, Konstantin Mitgutsch, and Abe Stein (London: Routledge, 2013), 175–95.

5 Electronic Arts, “Electronic Arts Inc. Fiscal Year 2020 Proxy Statement and Annual Report,” 2020. Available online: https://www.annualreports.com/HostedData/AnnualReports/PDF/NASDAQ_EA_2020.pdf.

6 “Electronic Arts Inc. Fiscal Year 2020 Proxy Statement and Annual Report,” 2020.

7 Ronan Murphy, “How Much Money Does EA Sports Make from FIFA & Ultimate Team?” Goal, June 10, 2021. Available online: https://www.goal.com/en/news/how-much-money-does-ea-sports-make-from-fifa-ultimate-team/r1tbutqcbjhx19gkz54rtrp68.

8 Abe Stein, Konstantin Mitgutsch, and Mia Consalvo, “Who Are Sports Gamers? A Large Scale Study of Sports Video Game Players,” Convergence: The International Journal of Research into New Media Technologies 19, no. 3 (2013): 345–63.

9 Robert Kidd, “As FIFA Game Passes Sales Milestone, EA Sports Seeks New Markets and To Clear Up Image Rights ‘Misunderstanding,’ ” Forbes, February 2, 2021. Available online: https://www.forbes.com/sites/robertkidd/2021/02/02/as-fifa-game-passes-sales-milestone-ea-sports-seeks-new-markets-and-to-clear-up-image-rights-misunderstanding/?sh=4e8871cd12bc.

10 Emma Witkowski, “Eventful Masculinities,” in Sports Videogames, eds. Mia Consalvo, Konstantin Mitgutsch, and Abe Stein (New York: Routledge, 2013), 217–35.

11 See: Mia Consalvo, “Women, Sports, and Videogames,” in Sports Videogames, eds. Mia Consalvo, Konstantin Mitgutsch, and Abe Stein (New York: Routledge, 2013) and Witkowski, “Eventful Masculinities,” 87–112, 217–35. Additionally see: Amanda Phillips, Gamer Trouble: Feminist Confrontations in Digital Culture (New York: New York University Press, 2020); Feminism in Play, eds. Kishonna L. Gray, Gerald Voorhees, and Emma Vossen (Cham: Palgrave Macmillan, 2018); Jennifer Doyle, From a Left Wing: Soccer, Sports Polemics (http://fromaleftwing.blogspot.com/) and The Sports Spectacle (https://thesportspectacle.com/). The volume’s heavy emphasis on gender and less direct address of race is due in part to the fact that FIFA, like many sports games, chose to import the hard gender binary from professional soccer along with that reproduced the historic exclusion of women in sport by not including them in the game until 2016. The conceptualization of the volume coincided with the addition of women’s national teams to the game in 2016. That said, given that Black athletes and other athletes of color are a hyperphysical and hypervisible population in sports games as Kishonna Gray points out, the lesser attention given to race in these chapters is a weakness of this volume. Our own and our contributors’ subjectivities, identities, and research interests have to some degree reproduced the default framing that the game series, and society more broadly, supports. See Kishonna L. Gray, Intersectional Tech: Black Users in Digital Gaming (Baton Rouge: Louisiana State University Press, 2020), 20.

12 Sports studies scholars have long discussed the ways sport operates as a simulation, metaphor, or symbolic field for culture. Sport spectacles in particular turn games into entertainment, intertwining pursuits of status and wealth and becoming a form of what Clifford Geertz, elaborating on Jeremey Bentham, calls “deep play,” that is “deliberately … made to be a simulation of the social matrix.” In the context of video games, simulations are procedural representations or “playable models,” to use Noah Wardrip-Fruin’s term, that (like sports) unfold within tightly scripted structures and produce unique performances every time. See Clifford Geertz, The Interpretation of Cultures (New York: Basic Books, 1973), 436 and Noah Wardrip-Fruin, “Gravity in Computer Space,” ROMchip: A Journal of Game Histories 2, no. 1 (2019). See J. A. Mangan’s edited collection, Militarism, Sport, Europe: War Without Weapons (London: Frank Cass, 2003) and Robert Perinbanayagam, Varieties of the Gaming Experience (London: Routledge, 2014), as just two of many examples of sports studies scholarship on this subject.

13 Take for instance representation: Adrienne Shaw’s discussion of the tyranny of realism in historical games which incorporates Alexander Galloway’s distinction between realisticness and realist games and Andrew J. Salvati and Jonathan M. Bullinger’s notion of “selective authenticity” can be usefully brought to bear on games like FIFA that aim to represent the present. Adrienne Shaw, “The Tyranny of Realism: Historical Accuracy and Politics of Representation in Assassin’s Creed II,” Loading… 9, no. 14 (2015): 4–24; Alexander Galloway, Gaming: Essays on Algorithmic Culture (Minneapolis: University of Minnesota Press, 2006). Andrew J. Salvati and Jonathan M. Bullinger, “Selective Authenticity and the Playable Past,” in Playing with the Past: Digital Games and the Simulation of History, eds. Matthew Wilhelm Kappell and Andrew B. R. Elliott (New York: Bloomsbury, 2013), 153–67.

14 Abe Stein, “Playing the Game on Television,” in Sports Videogames, eds. Mia Consalvo, Konstantin Mitgutsch, and Abe Stein (New York: Routledge, 2013), 115–37.

15 David Parlett, Oxford History of Board Games (Oxford: Oxford University Press, 1999), 348–9. Parlett is also a game designer and translator.

16 Along these lines: Fares Kayali and Peter Purgathofer, “Two Halves of Play: Simulation Versus Abstraction and Transformation in Sports Videogames Design,” Eludamos 2, no. 1 (2008): 105–27.

17 Adrian Seville, Vintage Board Games: History and Entertainment from the Late 18th to the Beginning of the 20th Century (Milan: White Star, 2019), 130.

18 A few random examples from Vintage Board Games: The Steeple-Chase Game (Paris, c. 1880); Wieler Sport-Spel [Cycle Sport Game] (Amsterdam, 1891); and Wheeling (London, 1900), which depicts cycling at a specific venue, the “Anchor” at Ripley, England.

19 Paul Booth, Board Games as Media (New York: Bloomsbury Academic, 2021), 106–10. On the fascinations of sports spectatorship, see Hans Ulrich Gumbrecht, In Praise of Athletic Beauty (Cambridge, MA: Harvard University Press, 2006), 150–3.

20 For much of the account that follows: John Bloom, “Baseball Cards,” in Boyhood in America: An Encyclopedia, eds. J. S. Reinier, P. Clement, and P. Ferguson (Santa Barbara, CA: ABC-CLIO, 2001), 73–7. See also John Bloom, A House of Cards: Baseball Card Collecting and Popular Culture (Minneapolis: University of Minnesota Press, 1997).

21 Brian L. Frye, “The Athlete’s Two Bodies Reflections on the Ontology of Celebrity,” INCITE 7, no. 8 (2016–17): 50–65. We are informed here by Wing’s student, Devon Ma’s thinking on Frye’s argument: Devon Ma, “Avatars as Vehicles for Racial and Gendered Embodiment,” (unpublished term paper, Scripps College, 2021). See again Huntemann for an address of EA’s history with licensing: Huntemann, “Likeness Licensing Litigation,” 175–95.

22 Bloom, A House of Cards, 4.

23 This fits well with Henry Jenkins’s discussion of boyhood and games in “Complete Freedom of Movement,” in From Barbie to Mortal Kombat: Gender in Computer Games, eds. Justine Cassell and Henry Jenkins (Cambridge, MA: MIT Press, 2000), 262–95.

24 Wembley (Ariel, 1952). Advertisement in Goal magazine, 1970. Available online: https://boardgamegeek.com/image/1191687/Wembley.

25 The exact origins of game play with rods attached to little wooden figures known as “table football” or “foosball” are unclear. Some reports locate foosball’s beginning as a parlor game in late nineteenth-century Europe while others seek to identify specific patents. For instance, the first patent for an “apparatus for playing a game of table football” was granted by the UK patent office to Harold Searles Thornton on November 1, 1921. Upon a visit to London, Harold’s uncle, Louise P. Thornton, brought the idea back to his home in Portland, Oregon to eventually patent it in the United States in 1927 (though the game would not gain traction in the United States until later in the twentieth century).

26 In Germany, Tipp-Kick was patented by Karl Mayer in 1921, then manufactured by Edwin Mieg beginning in 1924, after acquiring the rights from Mayer. Newfooty was patented by William Lane Keeling, Subbuteo by William Adoph, and Futbolin by Alejandro Finisterre. Derek Workman, “The Murky History of Foosball,” Smithsonian Magazine, January 4, 2013. Available online: https://www.smithsonianmag.com/history/the-murky-history-of-foosball-314668/; Michael Eaude, “Alejandro Finisterre,” The Guardian, February 24, 2007. Available online: https://www.theguardian.com/news/2007/feb/24/guardianobituaries.spain. Katrin Höfer and Peter Hesse, Das große Tipp-Kick-Buch: Geschichte & Regeln, Technik & Zubehör, Prominente & Anekdoten (Hannover: Humboldt, 2008).

27 See: Nick Dyer-Witheford and Greig de Peuter, Games of Empire: Global Capitalism and Video Games (Minneapolis: University of Minnesota Press, 2009); C. L. R. James, Beyond a Boundary (Durham, NC: Duke University Press [1963] 2013); J. A. Mangan, The Games Ethic and Imperialism (Oxfordshire: Routledge, 1998).

28 Robert Alan Brookey and Thomas P. Oates, eds., Playing to Win: Sports, Video Games, and the Culture of Play (Bloomington: Indiana University Press, 2015), 2.

29 Stephanie Boluk, personal correspondence to the editors, November 20, 2021.

30 Bernard Suits, The Grasshopper: Games, Life, and Utopia (Toronto: University of Toronto Press, 1978), 41.

31 Sport here may refer to a physical competition such as tennis, an intellectual contest such as chess, or an electronic (e-) sport such as League of Legends.

32 As fan studies scholar, Elizabeth Affuso pointed out to us, personal correspondence with Wing, October 15, 2021.

33 Stephanie Boluk and Patrick Lemieux, Metagaming: Playing, Competing, Spectating, Cheating, Trading, Making, and Breaking Videogames (Minneapolis: University of Minnesota Press, 2017), 8.

34 Sport shows up in the figure of the training ground in a similar articulation that Kishonna L. Gray, Gerald Voorhees, and Emma Vossen offer in their introduction to Feminism in Play: “Games provide both training grounds for the consumption of narratives and stereotypes and opportunities to become instruments of hegemony,” eds. Kishonna L. Gray, Gerald Voorhees, and Emma Vossen, Feminism in Play (Cham: Palgrave Macmillan, 2018), 3.

35 Mia Consalvo, Konstantin Mitgutsch, and Abe Stein, eds., Sports Videogames (London: Routledge, 2013); Thomas P. Oates, ed., Playing to Win: Sports, Video Games, and the Culture of Play (Bloomington: Indiana University Press, 2015); T. L. Taylor, Raising the Stakes: E-Sports and the Professionalization of Computer Gaming (Cambridge, MA: MIT Press, 2015) along with her more recent, Watch Me Play: Twitch and the Rise of Game Live Streaming (Princeton, NJ: Princeton University Press, 2018).

36 A few examples of article length studies devoted to sports games include: Emma Witkowski, “On the Digital Playing Field: How We ‘Do Sport’ With Networked Computer Games,” Games and Culture 7, no. 5 (2012): 349–74; Garry Crawford, “Is it in the Game? Reconsidering Play Spaces, Game Definitions, Theming, and Sports Videogames,” Games and Culture 10, no. 6 (2015): 571–92; Piotr Siuda, “Sports Gamers Practices as a Form of Subversiveness—The Example of the FIFA Ultimate Team,” Critical Studies in Media Communication 38, no. 1 (2021): 75–89.

37 It is interesting to note that “fandom” as a subject in Game Studies does not seem to consider sports fandom. Neither Melanie Swalwell, et al., Fans and Videogames Histories, Fandom, Archives (New York: Routledge, 2017), nor James Newman, Playing with Videogames (London: Routledge, 2008) touches upon the subject. This raises the question whether sports fans are not connected to the subject of videogame fandom in general and may continue to require their own subject-specific outlets.

38 Such areas of emphasis are addressed across the following: Ellis Cashmore and Kevin Dixon, eds., Studying Football (London: Routledge, 2016); Christian Brandt et al., Football Fans, Rivalry, and Cooperation (London: Routledge, 2017); Kevin Dixon, Consuming Football in Late Modern Life (London: Routledge, 2013); Cornell Sandvoss, A Game of Two Halves: Football fandom, Television and Globalization (London: Routledge, 2004); Adam Brown, ed., Fanatics: Power, Identity and Fandom in Football (London: Routledge, 1998); Richard Giulianotti and John Williams, eds., Games Without Frontiers: Football, Identity and Modernity (Aldershot: Arena, 1994); Steve Redhead, Football and Accelerated Culture: This Modern Sporting Life (London: Routledge, 2015); and his earlier collection, Steve Redhead, ed., The Passion and the Fashion: Football Fandom in the New Europe (Aldershot: Arena, 1994). Such works generally look at sports through the lenses of sociology, social theory, leisure studies, criminology, communication studies, and cultural studies of sport.

39 Jonathan Ervine, “Football Videogames: Re-shaping Football and Re-defining Fandom in a Postmodern Era,” in Digital Football Cultures: Fandom, Identities and Resistance, eds. Stefan Lawrence and Garry Crawford (New York: Routledge, 2019), 150.

40 See Vicente Rodríguez Ortega, “Online Soccer Fandom: From Social Networking to Gaming,” Soccer and Society 21, no. 7 (2020): 2104–21; Jeffrey W. Kassing, “Overcoming American Exceptionalism and Media Antipathy via the Digital Pitch: Soccer, Attitudinal Change, and Video Game Play,” Soccer in Society 21, no. 7 (2020): 778–87; Andrei S. Markovits and Adam I. Green, “FIFA, the Video Game: A Major Vehicle for Soccer’s Popularization in the United States,” Sport in Society 20, nos. 5–6 (2017): 716–34.
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