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Ideological Role of  Entertainment
Entertainment always occupies an ideological place within media structures 
(Frith, 1999, p.160), and here, the role of entertainment is investigated to 
show how entertainment deprives a ‘regular’ form of consumption; 
all consumption and experience of life takes the form of entertainment 
(Postman, 1986). As well as its infinite capacity for incorporation (Han, 
2019), and indoctritainment (Sun, 2002).

Entertainment
(Adorno, Han, Frith, Sun, 
Postman...)

Political Economy
A political-economic approach in communication, a framework suited 
for systemic analysis of circuits of production, distribution, and 
consumption (Mosco, 2009). 

Political 
Economy
(Mosco, Fuchs, Srnicek, 
Smythe, Herman & 
Chomsky,  Harvey…)



Methodology 
Research Questions

The Walkthrough Method of Light, Burgess & Duguay (2018)

1.Platform
How do Stake and Kick coexist 
and negotiate in their convergence 
of a gambling-livestreaming 
platform? What differentiates 
Kick as a unique digital milieu of 
ideological fervor in the pursuit of 
profit in the historical 
development of digital 
entertainment platforms? How is 
this embedded into the platform 
through advertising/platform 
design?

2.Creators / Live Streamers
To what extent and how do content 
creators on Kick negotiate their own 
content and profit pursuit with the 
embedded influences of the gambling 
infrastructure on the platform? What 
is their role as producers of content 
on Kick? Are they closer to 
producers, or just the most 
hypervisible consumers? To what 
extent are they instrumentalized by 
the platform?

3. Audiences / Users
What role do users/audiences 
play in the circuit of production, 
consumption, and circulation? To 
what extent is the consumption 
of a vicarious or hateful nature? 
What are the shared communal 
practices that distinguish Kick’s 
audiences?



Profitable Addictainment

- The Ideal User of Kick
• The haze of a limbo-like consumptive boredom
• Consumption and Punishment

• Users consume and interact with content in a modern mediatization of Foucault’s 
Chain Gang

• Kick as a form of patronage, historical notions of patron & artists
• A financed permission to degenerate into the addictive. Addiction as work.

• Transparency, Irony, and the Self-Awareness of Hopelessness
• Mosco’s Pay-per Society
• Alienation, Radicalization, and Hate Speech

Addictainment is the mediatization of addictive content into a 
palatable overstimulating consumable form.


