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turies. Even mobile video episodes had their precursors in the nineteenth-century
portable slide projectors known as Magic Lanterns. Perhaps what is more likely is that
by embracing new digital technologies, children and adults alike can act mature whiie
remaining immersed in a world of gameplay. People can engage in more game-playing
while on the move, and, as with SMS, people will explore new ways of expressing
themselves and interacting with each other, complementing physical communities
(Katz and Rice 2(02). Thus, despite some of the social and artistic experiments to the
contrary, and the pleasure of pushing limits of technology, mobile games and video re­
ally do more of the same in terms of their social functionality. They have not yet pro­
duced profound social transformations, and are unlikely to do so anytime soon. They
are, however, another element in the realm of the moral and normative order, giving
opportunities for people to express themselves and attain status and solidarity in a
"public realm," even while the main moral economy continues to operate along the
lines of families, friends, and colleagues.
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