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Introduction

	The rise of digital streaming has transformed the entertainment industry, from how media is created to how it is consumed.  During our lifetime, we have seen physical media hit its peak in the early 2000s, when renting VHS and DVD tapes, and even video games, from Blockbuster on a Friday night was how you chose what to watch. You went shopping for new music at HMV or a big-box store; as technology evolved, our ways of consuming music changed to suit our convenience. You no longer needed CDs on hand; you could download music onto an MP3 or iPod. Cable providers offered services to rent movies and shows, and videogame cartridges became smaller and more compact. These steps all seemed so logical, making it more convenient and enjoyable to consume media while saving space. Until we reached where we are now in 2026, streaming services are the norm for movies, shows, sports, games and music. While digital streaming has transformed entertainment through convenience, physical media remains essential because it guarantees consumer ownership, preserves cultural works for future generations, and provides reliable access independent of internet connections or corporate licensing agreements. By using streaming services over physical media, you are not only paying a premium for the services monthly or yearly, but you also no longer own what you purchase, whether physically or digitally; you are given access to the media through licenses. " (Marinotti, 2025) 
  
Argument One

	When it comes to our current reality of consuming media through streaming services and licenses, it is easy to forget that just because we currently have access to the media we purchased, we do not own it. For example, in October 2025, the digital marketplace surrounding Counterstrike 2 experienced a dramatic decline after game developer Valve introduced an update that changed how players could obtain rare cosmetic items, known as "skins." Before the update, these virtual items were considered scarce, and some sold for hundreds of thousands of dollars or even over a million, leading many players to view them as financial investments rather than simple in-game cosmetics. When Valve expanded its item trading system, the supply of rare skins increased significantly, causing their market value to collapse and wiping out billions of dollars in virtual asset value. Because players do not legally own these digital items, those who lost money had little legal recourse. The incident demonstrates how companies that control digital marketplaces can make unilateral decisions that dramatically affect the value of virtual goods. It also highlights the lack of consumer protections and legal regulations governing digital ownership, leaving users vulnerable when corporations change the rules of their platforms.  (Marinotti, 2025). Unfortunately, Valve is not the first company to do so and will likely not be the last. This is why, although digital media may be more convenient in some ways, physical media is essential to guarantee consumer ownership, preserve and maintain cultural works for future generations, and provide reliable access that does not rely on internet connections or major companies to deliver the purchased product.

Argument Two

	Preserving media is not thought about until it is too late. Preservation of media is not only having a physical copy of the product in hand but also being able to use it as intended when released. This calls into question society's mass consumption of media and technology. Canada's proposed solution to these issues is right-to-repair legislation, which aims to strengthen consumer ownership rights by allowing individuals to repair their own electronic devices or choose independent repair services rather than relying solely on manufacturers. This gives consumers back the power over their purchases and ownership of the products they buy. To make this possible, manufacturers would be legally required to provide repair manuals, diagnostic tools, software, and replacement parts at reasonable prices. The current restrictions imposed by companies, often through software licensing agreements and copyright law, give manufacturers excessive control over products even after purchase, limiting consumer choice and discouraging independent repair. Expanding the right to repair would provide benefits beyond consumer convenience. It would increase competition by supporting independent repair businesses, reduce costs for consumers, extend the lifespan of electronic devices, and decrease electronic waste by encouraging repair instead of replacement. The movement also challenges practices such as planned obsolescence, in which manufacturers limit a product's usable life by restricting software updates or repair access. Overall, right-to-repair policies seek to reinforce the idea that purchasing a product should include the freedom to maintain, repair, and continue using it without unnecessary corporate restriction (Tusikov, 2023). "Although most do not think questions of who can repair products and under what circumstances are fundamental to the nature of ownership and control"(Tusikov, 2023). Companies no longer want you to repair a product you already own from them, as it is less profitable. It is far more profitable and in their best interest for you to purchase another similar but updated and upgraded product from them as it makes them more money and offers them more control over the product. Especially as most media is consumed digitally, they keep the ownership of the product while granting the consumer temporary access, which most mistake for ownership. "Questions of who can repair products and under what circumstances may seem esoteric. But these questions are fundamental to the nature of ownership and control" (Tusikov, 2023). We can all take that power back by implementing and demanding change; right-to-repair laws and policies are a way to preserve physical media we already have, as they guarantee ownership, preserve cultural media works for future generations, and provide reliable access to media independent of an internet connection or licensing agreements.

Argument Three

	Streaming services are constantly changing their catalogues; most platforms rotate the content accessible to them based on exclusive licensing agreements. It makes it exceptionally challenging to know where to watch a popular upcoming show or movie. Popular shows or movies are no longer exclusive to the movie theatre for premieres. Although it increases availability and convenience, it is hidden behind a paywall or a monthly subscription, sometimes both, and that still does not grant you ownership of the media you purchased. "Once we lose access to a certain album or TV show on streaming platforms, we seem to lose it forever."(3) As these companies are not responsible for maintaining access to certain digital products passed a certain point, physical media lovers that have experienced and seen physical media disappear some have taken initiative to preserve, collect and help maintain outdates physical media that is being discontinued and disregarded simply because companies want consumers to spend more money upgrading to new more expensive products that also contain and control the ownership of the media on the device sold. Companies, having discovered this pattern among their customers, have shortened the period between required upgrades by intentionally selling consumers lower-quality products that break and are not repairable. This never-ending cycle is pushing entertainment toward digital, view-only content. The companies are forcing our hand; if you wish to consume current and upcoming media, you have no choice but to purchase the products that are exclusively locked to the media through licensing agreements with the company that produced it. ("Saving Physical Media," 2024)

Conclusion

 Media of various forms have evolved with technology to prioritize convenience, portability and innovation. "Digital media is often far more fragile than we like to think." (Ramsay, 2022). After years of learning what consumers want and need, media companies have realized how easy it is to control consumers through digital products rather than physical ones. It is far more profitable to sell updated technology that can only access and use media with digital licences and subscriptions, and that only works for a limited time, leaving consumers unaware that, one day, their digital purchases will likely become inaccessible. Consumers are forced to update products if they want to watch or enjoy anything current. As our society slowly swapped our game cartridges for download codes or physical DVD collection for a monthly subscription the companies pushing the products and services realizes they benefit greatly from shifting to a digital model of media consumption as they gain more control over the media we consume and the methods we consume them, we need to consume media through physical means, This is why physical media is especially important as it guarantees consumer ownership of their purchases, preserves media for future generations to come and allows consumers to access media without relying on internet connection, subscriptions or access codes. The only way we can change how these big corporations choose to produce and sell media is by collectively pushing back on their current practices. We do not have to consume all our media online, through subscriptions or access codes. We still have some control over how we consume. We are still able to purchase, share and try to preserve physical media types that, if we are not careful, will no longer exist.  By going back to physical media, we regain a small quantity of control.  
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