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This is not an archive. 
This is not a lab. 
This is a research collection. 
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Research Collection 
the broader deployment of a centuries-old 
scholarly practice for working with 
technological and scientific artifacts 
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Rationale 
‘We don’t have anything that old’ 
 
‘old’ = 2009 
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Game Studies needs more 
Media History. Badly. 
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The Vision Thing 
mapping out the scope and aims of the RMD 
with the aid of another residual media form: 
the blackboard 
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Mission 
collaborative interdisciplinary research into 
the technological, cultural, discursive and 
institutional aspects of material media 
collections 
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Physical Space: 10.701 EV 
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Web: 
residualmedia.net 
Twitter: 
@residualmedia 
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Moving In 
securing space and infrastructural resources 
is only the beginning of a long series of 
ongoing bureaucratic negotiations 
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Research Objects 
early video game consoles (1972-2002), 
complete-in-box, as well as secondary and 
tertiary working examples 
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Holdings 
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Boxed Consoles 
the largest collection of boxed consoles in a Canadian university 

Modded Consoles 
a unique collection of modded consoles. Focus: RGB and HDMI 

Arcade Marquees 
a growing collection of original arcade machine marquees 

Signal Processing Equipment  
the only collection of console-specific signal-processing equipment 
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Boxed Consoles 
the material externalities that are crucial to 
the understanding of how social protocols 
transform technological objects into media 
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Modded Consoles 
examples of the sorts of practices, 
techniques and operations that keep 
residual media in use 
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Signal Processing 
artifacts of complex global cultures of 
micromanufacturing and circulation 
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Arcade Marquees 
material traces of a vanished 
social technology 
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Projects 
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Making Room for Consoles 
theorizing consoles and social space, after Lynn Spigel 

The Cultural Life of Signal Processing 
articulating cultural practice to RGB console modding 

Making As An Interdisciplinary Hinge 
a range of disciplinary ideas about an ostensibly common practice 

THE LAB BOOK 
examining the role of spatial practice in media studies  
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Room for Consoles 
expanding Lynn Spigel’s arguments about 
TV to consider consoles and social space 
via box art, cord length, woodgrain 
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Signal Processing 
making sense of signal processing 
techniques by articulating them to cultural 
practices (e.g. upscaling, scanlining) 
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THE LAB BOOK 
an international research project on 
media labs in the Arts and Humanities 
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Making as Hinge 
How do video game studies, media 
archaeology and educational technology 
articulate their relationship to making? 
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Pedagogy 
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Media Archaeology 
a subfield of media history that scrutinizes 
contemporary media culture through 
investigations of past media technologies and 
creative media practices 
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Summer 2016 
with Stephanie Boluk & Patrick LeMieux 
(authors, Metagaming) 
project: NES cartridge hacking 
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Critical Making 
theorizing, soldering and desoldering, ROM 
dumping, hacking, EPROM burning, and 
playing modded games … in one day 
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Transformative Use 
dynamic fair dealing in the classroom: 
faculty and students playing student- 
modded games 
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Summer 2017 
with Jussi Parikka & Lori Emerson 
(co-authors, The Lab Book) 
project: IKEA arcade cocktail table 
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Cultural Technique 
next-generation media theory 
reconciles cultural studies and 
the materialities of communication 
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Interdisciplinarity 
graduate students from arts, humanities 
and social sciences combining theories, 
objects and methods across faculties 
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The Research Collection 
regardless of their role in the establishment of 
many disciplines, the history, structure and 
function of university research and teaching 
collections remains under-theorized and poorly 
understood 
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Fall 2017 (new!) 
with Raiford Guins & Henry Lowood 
(co-authors, Debugging Game History) 
project: TBA 
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Partnerships 
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