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Filip Jankowski*

(Post)pandemic academia,
or rising from the ashes

we live in interesting times. The COVID-19 pandemic struck academic life hard,
especiallywhenitcomesto conferencesand personal meetingsbetween researchers.
Two important game conferences had to be postponed: the 2020 DiGRA
conference in Guadalajara, Mexico, and the 2021 Central and Eastern European
Game Studies (CEEGS) Conference in Tallinn, Estonia. Fortunately, despite the
ongoing risks, it was possible to hold both overdue conferences in 2022 (though
DiGRA was moved to Krakow, Poland). Not that there were no illnesses at both
events; even during DiGRA itself, some participants tested positive for COVID-19.
However, the conference life must go on.

At DiGRA 2022, several researchers attempted to demonstrate how the
COVID-19 pandemic affected our lives. For example, in their talk Playing A|part
Together in Animal Crossing: New Horizons During the COVID-19 Pandemic,
Gabrielle Trépanier-Jobin and Pierre Gabriel Dumoulin showed how Nintendo’s
game helped the players sustain mutual elementary social relations. Similar
conclusions can be drawn from the presentation Digital Gaming During the
Early COVID-19 Pandemic: Healthy Escapism and Social Connectedness by Timo
Partala. Based on the sample of 146 games, Partala argued that staying home and
playing digital games promoted the so-called healthy escapism, that is: “managing
boredom and loneliness, coping with stress, seeking mental distraction, and
fulfilling the need for social connectedness.” Far from being solely an alienating
medium, digital games helped people cope with the forced lockdown.

A connection can be drawn between the forced lockdown and Magdalena
Zdrodowska’s keynote talk in disability studies. Zdrodowska, whose work is deeply
rooted in cinema and media studies, argued for the term “dis/cinema,” that is,
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cinema for people who cannot experience it multimodally due to sightlessness or
deafness. Dis/cinema challenges the normative and repressive norms of experiencing
cinema that exclude disabled people. The introduction of sound cinema in the
1920s and 1930s would serve as an example; it meant the sudden disappearance of
dialogue subtitles, which excluded deaf persons from participating in visual culture.
One might note that many more people experienced a somewhat similar exclusion
in the lockdown, though only from some cultural forms and only temporarily. And
as a digression, I would say that dis/cinema manifests itself in a French-developed
digital game A Blind Legend (2015), dedicated to blind players, which undermines
the common belief that digital games must be video games.

Speaking of the “game/not-game” division, what I found to be one of the most
exciting presentations at DIGRA was Olli Tapio Leino’s The Tragedy of the Art
Game. The “tragedy” results from inconclusive attempts to reconcile the author/
player stances, especially seen in the so-called art games. While the author wants
to express themselves, the player desires, in turn, a suitable environment to play,
thus trying to avoid the author’s persuasion. Different conclusions can be drawn
from Braxton Soderman’s talk The Playful Attitude and the Critical Attitude.
There, the researcher argued against the fetishistic appraisal of game-specific
values dominating in game studies (influenced by Mihaly Csikszentmihalyi’s
concept of flow) over the actual ideological content and meaning of games.

The “what is a game?” question returned in Sonia Fizek’s talk at the CEEGS
2022 conference, revolving around her recent book Playing at a Distance.
Fizek’s account of idle games that do not require the player’s constant attention
concluded in a reappraisal of interpassivity: watching instead of participating
in a game. Fizek concluded her talk with the statement that “we play games
as much as games play us,” reversing the standard view of digital games as
interactive media. Games shape our knowledge of the world, just like we shape
their meaning. Hence, the player’s activity meets the game’s activity.

The COVID-19 pandemic was referenced in Jonne Arjoranta’s presentation
during the CEEGS 2022 workshop about political activism, Playing the Socialist:
Solution to the Climate Crisis. Within the workshop, Arjoranta presented his
JavaScript game Half-Earth, which simulated the political fiction scenario:
asocialist revolution in 2022 aiming to solve the climate crisis. After the revolution,
the player needs to balance between different factions, prevent climate catastrophe,
and not get overthrown by political enemies. However, Arjoranta admitted that
regardless of the player’s attempts, playthroughs might still lead to catastrophic
events such as wildfires and flooding. He suggested that in the game, the climate
issue may be solved only by degrowth and depopulation. In other words, the Earth
may avoid the environmental catastrophe if the player allows for industrial
decline and (what is even more controversial) significant population loss during
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the recurring pandemics. Yet, the ultimate solution may need forward-looking
planning, and thus Half-Earth advocates for a change of mentality, opposing the
dogma of economic growth.

Beatriz Blanco referred to the pandemic as well. Her talk during the same
workshops, Punhos de Repudio - A Ludic Revenge Against Pandemic Negationists,
described some games made by Brazilian designers infuriated by the politics of
the far-right president Jair Bolsonaro and the fanaticism of his supporters. For
example, progressive designers in Brazilia created Punhos de Repudio, where the
main objective is to fight Bolsonaro’s voters (including COVID-19 deniers), with
mechanics inspired by brawler games like Double Dragon. However, Blanco stated
that Punhos de Repudio mainly responds to Brazilian mainstream political games,
whose right-wing developers called for lynchings of opposition politicians. Thus,
Punhos de Repudio constitutes a reaction against the actual reaction in Brazil.

Politics also caught the attention of Hanna Wirman, the last keynote at CEEGS
2022. A researcher of Hong Kong gaming history, Wirman said in her talk, Games
and (Inter)national Politics, that the resistance against China’s violation of human
rights during the Hong Kong protests was tremendous. Moreover, it affected
numerous tactical games aimed against the continental Chinese repression. Yet,
Wirman also stressed that games in the region — even board ones - had been
involved in politics since their beginnings, which challenges the common view of
gaming as an escapist form of entertainment. One example is the 1909 board game
Pank-a-Squith about the suffragette movement.

Digital games can also be indirectly involved in political discourses, and this was
discussed with regard to Poland and Czechia. In their two talks (Polish Ghost in
American Shell, The Invention of Leshy), Tomasz Majkowski, Aleksandra Prokopek,
and Magdalena Kozyra indicated the local roots of the seemingly cosmopolitan
productions The Witcher 3: Wild Hunt and Cyberpunk 2077. Thelast game, while making
use of an American-licensed universe, references the Polish systemic transformation
in the 1990s. It includes the audiovisual cues typical for that period (advertisements on
every surface, failed infrastructure, omnipresent poverty, and organized crime). Tereza
Fousek Krobovd, Justyna Janik, and Jaroslav Svelch made a similar effort in their
talk Haunted Spaces of Post-Soviet Horror Games. They presented a comparative
study of two games: Czech-developed Someday You’ll Return and Polish-developed
The Medium, both firmly rooted in the local landscapes and history.

The current global crisis is being addressed at game studies conferences, and also
in game studies journals. A special issue of the Arts and Cultural Studies Review,
“Playing While the World Burns: Games in a Time of Crisis,” will soon appear,
edited by Justyna Janik and Daniel Vella. Just as games are still interested in politics
(at least some of them), research has not missed another important phenomenon of
collective life: pandemics.
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Monika Paleczna*

Computer games as a subject
of psychological research - negative
and positive aspects of gaming’

Abstract

Computer gamesarean interactive form of entertainment thatis popular with younger
and younger players. Therefore researchers are actively seeking information on the
consequences of pursuing this type of pastime. At the beginning, the researchers’
attention was focused mainly on the negative aspects of gaming. Nowadays, more
and more benefits related to this activity are being indicated. In 2014, Granic,
Lobel and Engels published an article on the benefits of playing computer games.
The researchers focused on four areas: cognitive, motivational, emotional, and
social. They wanted to inspire new research on mental health benefits of gaming by
pointing to various research reports they selected. This paper aims to present the
research directions explored in recent years by researchers who strive to describe
the positive and negative consequences of gaming. I present the main directions and
examples of research in these areas, highlighting the ambiguity of the current results.
Problematic areas related to gaming include aggression and violence, addiction,
weakening of social relations, experiencing undesirable emotions, sexualization,
racial prejudice, and racial discrimination. The indicated opportunities and benefits
are the strengthening of cognitive, motor, emotional, and social competences.

Keywords: computer games, video games, player, negative and positive aspects,

advantages and disadvantages
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The provision of entertainment is the primary function of computer games
(Ritterfeld & Weber 2006; Halim, Fazal-ur-Rehman & Baig, 2010), and their
audience is made up of users of all ages. Increasingly younger children are
turning to computer games. In the UK, children aged 3-4 years spend around
6 hours and 12 minutes per week on gaming, while adolescents aged 12-15 years
spend around 13 hours 45 minutes on this activity (Ofcom 2018). Sélceanu (2014)
established that half of the Romanian parents surveyed allowed their children to
spend 1-2 hours a day playing games, while 28% of these parents agreed to 3—4 hours.
Almost one in three teenagers in Poland plays computer games four times a week or
more frequently (Bojko, Dzielska, Mazur & Oblacinska, 2019). Given the fact that
computer games are an important form of leisure activity for increasingly younger
individuals, researchers are actively seeking information on the consequences of
pursuing this type of pastime. In the late 1980s and early 1990s, their focus was on
the detrimental consequences of gaming, especially in the context of children and
adolescents. Nowadays, the positive aspects of gaming are being highlighted more
and more often (Granic, Lobel & Engels, 2014). This paper aims to demonstrate
both the negative and positive aspects of the activity of gaming.

Negative phenomena associated with gaming

Aggression and violence

One of the most frequently described negative phenomena is the occurrence of
aggression and violence in some computer games. These games are regularly called
violent games by researchers (e.g., Barlett et al., 2009; Arriaga, Monteiro & Esteves,
2011; Burkhardt & Lenhard, 2022), but the term might be unclear. It refers to the
violent content of these games, specifically to the fact that the players are exposed
to that content (and, as a result, engage in violent acts themselves). The results
of a series of studies confirm the hypothesis that playing computer games which
feature violence is associated with the presence of aggression in players. Violent
games aggravate violent behavior (Greitemeyer & Miigge, 2014) while increasing
physiological arousal and aggression-related thoughts and emotions (Anderson
& Bushman, 2001). Enthusiasts of violent computer games are prone to inflicting
heavier punishment (Bartholow & Anderson, 2002) and display higher levels
of hostility (Arriaga, Esteves, Carneiro & Monteiro, 2006) and higher levels of
emotional desensitization (Arriaga, Monteiro & Esteves, 2011). Bluemke, Friedrich
and Zumbach (2010) found that those who played a violent game for five minutes
exhibited higher levels of aggressiveness than those who played a peaceful game
for the same period of time. The researchers emphasized that both types of games
elicited similar levels of arousal, although they varied in content. Therefore, in
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their view, it was the element of violence that was the explanatory factor for these
changes. Burkhardt and Lenhard (2022) conducted a meta-analysis of 30 effect
sizes from 21 studies and discovered a positive effect of violent video games on
aggressive behavior. Similar conclusions were reached by Addo, Fang, Kulbo
etal. (2021), who collected data from over 3,000 young adults. Other studies suggest
that not only playing but also watching someone else play can lead to an increase in
aggressive thoughts and behaviors. The researchers, however, have opposing views
on which of these two activities produces the greater effect. Cooper and Mackie
(1986) and Silvern and Williamson (1987) identified comparable increases in
aggression in both players and observers. In contrast, Zhang, Cao and Tian (2021)
indicated that it was active gaming that gave rise to greater levels of aggression.
Mathur and VanderWeele (2019) found that most studies confirmed a statistically
significant relationship between gaming violence and violent player behavior, but
the effects were usually small.

Therefore, the correlation between violent games and aggressive behaviors,
thoughts, and emotions is quite problematic. Firstly, not all scientific findings
support the hypothesis under analysis. For instance, Winkel, Novak, and Hopson
(1987) and Hawk and Ridge (2021) stated that game content did not affect the
aggressive behavior of study participants, while Fleming and Rickwood (2001)
failed to identify a connection between playing violent games and the players’
aggressive mood. Tear and Nielsen (2013) also failed to support the hypothesis
that playing violent games diminished prosocial behavior. The researchers
focused on three games which in a pilot study received similar ratings in terms
of interest, frustration, and arousal. The games varied only in their content: one
game contained violence, one displayed prosocial behavior, and the third game
featured neither. No differences in prosocial behavior, however, were noted by
the researchers when the experimenter accidentally dropped a pen. Secondly,
some researchers point to the potential role of other factors. Having analyzed more
than 400 scientific articles, Bushman and Huesmann (2006) concluded that the
short-term effects that were observed in studies on violence in the media resulted
from encoded scripts, schemas, or beliefs, rather than from direct exposure to
the media. Zheng and Zhang (2016) additionally pointed to the crucial role of
gender and trait aggressiveness. The strength of interdependence between violent
games and aggressiveness is also related to the identification process — the stronger
it is, the more the player identifies with a violent character (Konijn, Nije Bijvank
& Bushman, 2007). More recent research also does not confirm a direct effect of
games on aggression. Ferguson and Wang (2019) determined that a player would
need to play 27 hours a day to produce significant changes in aggression. The lack
of such a relationship was also indicated by Przybylski and Weinstein (2019), who
analyzed data from over a thousand British adolescents.
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Although the number of results available is large, their interpretation and
generalization is hampered by the fact that very different games are used in the
studies. Combs (2010) found, however, that the genre of the game was directly
related to violent acts and words, the number of weapons, and total violent content.
Aleissa, Alenezi, Saleheen et al. (2022) analyzed the relationship between the type
of computer games played and aggressive behavior in adolescents. Adolescents who
preferred action games had higher levels of verbal and physical aggression. Playing
adventure gameswasassociated with higher physicalaggression, anger, hostility,and
verbal aggression scores. Adolescents who chose simulation games had higher levels
of verbal aggressiveness, and those who played sports games had higher levels of
anger and physical aggression. Strategy/puzzle games were associated with higher
levels of anger, hostility, and verbal aggression. Although this study showed some
relationships between the type of games and aggressive behavior in players, it did
not answer the question about the impact of game types on the aggression level
of the study participants. In another study, Dickmeis and Roe (2019) showed that
self-reported physical aggression correlated positively with fighting and online
shooter games (both characterized as high-violence and high-competitiveness)
and negatively with simulation games (characterized as low-violence and low-
competitiveness). Therefore, it seems reasonable to assume that the game genre
should be an important variable considered by researchers of the relationship
between aggression in the game and aggressive behavior of players.

A particular type of aggression that players are exposed to is aggression from
other playersin multiplayer games. For example, Fortim and de Moura Grando (2013)
found that 16% of female players in their study experienced some sort of aggressive
sexual behavior. Similarly, Callou, Bezerra, dos Santos Moreira et al. (2021) found
that women experienced verbal aggression, insults, and humiliation in games.
This data comes from interviews with 13 female players. Due to the small number
of respondents, it is not possible to generalize these conclusions, but they can be
the basis for generating new hypotheses. Additionally, there is not much data on
how players (mainly women) react to different types of aggression. This is a gap
that should be filled by further research. However, it should be emphasized that
aggression or violence on part of another player is a different phenomenon than
the violent content of the game (as aggression by players can be independent of the
game content).

To sum up, the results regarding the impact of aggression in computer games
on player aggression are ambiguous. Many studies have been carried out in this
area, which demonstrate both the existence and non-existence of such an effect.
Several meta-analyses have been conducted, but sometimes they take into account
completely different studies, so it is difficult to compare their conclusions. It
seems that the answer to the question about the impact of aggression in computer
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games on the player’s aggression requires further, even more thorough research,
for example, taking into account the game genre or choosing even more precise
criteria for meta-analysis.

Addiction to computer games

Another negative phenomenon associated with playing computer games is the
excessively frequent indulgence in this activity. The DSM-5 (APA 2013) diagnosis of
the Internet gaming disorder (IGD) qualifies it as a disorder that deserves further
analysis. This means that this phenomenon necessitates further theoretical and
empiricalresearch. Atpresent, DSM-5describesthefollowingsymptoms: preoccupation
with video games, withdrawal symptoms when gaming is not possible, increased
level of tolerance (there is a need to spend increasingly more time playing games to
satisfy the gaming urge), inability to or unsuccessful attempts to quit gaming, loss of
interest in other activities, continuing to play games despite negative consequences,
deceiving others about the amount of time spent on gaming, using gaming to cope
with low moods, entertaining the risk of damaging one’s relationship or the risk of
losing one’s job due to gaming. The World Health Organization, which has developed
the latest International Statistical Classification of Diseases and Health Problems
- ICD 11 (World Health Organization 2018), also defines the gaming disorder. It is
characterized as a pattern of persistent or recurrent behavior linked to playing online
and offline games where the player has impaired control over gaming (for example, its
frequency and intensity), gives higher priority to gaming rather than to other interests
and daily activities, and continues to play or escalates gaming despite the occurrence
of negative consequences. Although DSM-5 does not yet include the gaming disorder
in the main section of the manual, and the WHO introduced this disorder only
several years ago, the results of the research conducted so far support the premise that
the problem of addiction also applies to computer players.

Some researchers determined that the gaming disorder was a serious issue.
For example, Griisser, Thalemann and Griffiths (2006) collected data from over
seven thousand players and discovered that over ten percent of their respondents
met three or more criteria for addiction. Symptoms of video game addiction were
also highlighted by Chappell, Eatough, Davies and Griffiths (2006) as well as
by Van Den Eijnden, Koning, Doornwaard Van Gurp and Ter Bogt (2018). The
first team of researchers noted withdrawal symptoms and mood changes, while
the second team identified decreased psychosocial wellbeing and deteriorating
academic performance in adolescents. However, it is difficult to compare
these results, especially since researchers adopted different game addiction
operationalizations and methodologies (online questionnaire; interpretative
phenomenological analysis: IPA; IGD scale). Researchers are also looking for factors
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that are associated with addiction. By way of example, Green, Delfabbro, and King
(2020) noted that poor self-concept among players was a risk factor, especially for
games that facilitated role-playing and identity formation. Wang, Ho, Chan and
Tse (2015) focused on the role of personality, linking gaming addiction with low
conscientiousness and low openness to experience.

Some researchers link the gaming disorder with loot boxes, the keys to which
players collect or (more often) purchase (though without money being directly
involved; Yokomitsu et al., 2021). These are boxes with valuable, but unknown,
random items that enhance gameplay (Macey & Hamari, 2022). Due to the payment
for keys and the randomness of items, some researchers identify loot boxes as
a form of gambling (King, 2018; Macey & Hamari, 2022). This use of simulated
(non-financial) gambling elements is called gamblification. The term means the
introduction of gambling mechanics to the digital world, including computer games
(Hing, Russell, King et al., 2023). While researchers do not deny the possibility that
gamblification can lead to positive effects (e.g., promoting certain behaviors), they
tend to focus on the negative consequences (Macey & Hamari, 2022). It should also
be noted that through loot boxes game developers generate profits from released
(often) free games (King, 2018).

It should be emphasized, however, that despite efforts to describe computer
game addiction and the gaming disorder, many issues remain imprecise. Aarseth
et al. (2017) argued that the gaming disorder included in the ICD-11 should be
removed until the basic matters were resolved, such as: low quality of gaming
disorder research, poor operationalization referring too much to the substance use
and gambling criteria, or the lack of consistent criteria for the disorder. Similarly,
Kuss, Griffiths and Pontes (2017) pointed to the weaknesses of the Internet gaming
disorder criteria described in the DSM-5 (e.g., the possibility to diagnose IGD
based on offline games), but they maintained that problematic gaming existed and
could be considered as an example of disordered gaming (Griffiths, Kuss, Lopez-
Fernandez & Pontes, 2017). Despite the growing number of studies on gaming
addiction, van Rooij, Ferguson, Colder Carras et al. (2018) emphasized that there
were still too few of them to talk about a formal diagnosis. The researchers agreed
that there were people whose life problems were related to gaming, but this was
not enough to talk about a formal gaming disorder. According to them, further
research evidence was needed. Due to the controversy surrounding the gaming
disorder, the research presented above should be interpreted with caution.

To sum up, the problem of addiction to computer games is extremely complex.
Not all researchers agree that the gaming disorder really exists, and those who
study it define and measure it in different ways. These researchers who study
the gaming disorder indicate that players experience negative effects from
excessive gaming and require clinical intervention.
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Weakening of social relations

Impaired social relations are also considered to be the adverse consequences of
gaming. Both players and those around them point to this particular aspect. The
players’ perspective became the topic of a paper published by Kowert, Domahidi,
Festl and Quandt (2014). The researchers established that those who often played
online games had a smaller circle of friends and the relations they had with these
friends were of worse quality. The perspective of individuals who form social
relationships with players was analyzed by Van Schie and Wiegman (1997). Their
studies confirmed that children who played computer games frequently were rated
as socially inactive by their peers. The reduction in the number of relationships and
the deterioration of social relations are particularly evident in computer game
addicts (Zamani, Kheradmand, Cheshmi, Abedi & Hedayati, 2010).

The number of studies on the negative impact of computer games on social
relations is small. Given the importance of social relationships in life, research in
this area should be developed.

Experiencing undesirable emotions

Experiencing undesirable emotions is yet another detrimental aspect of gaming.
Computer games provide players with a wide range of feelings. Bringula, Lugtu
and Aviles (2015) established that these included happiness, excitement, and
delight, but also anxiety, irritation, and stress. Such a wide range of emotions can
be elicited by both a variety of in-game experiences (Van Reekum, Johnstone,
Banse et al., 2004) and the game design itself, such as the colors used (Joosten,
Van Lankveld & Spronck, 2010). Anger and fear are mentioned by players as some
of the undesirable emotions experienced. They are related to a diversity of factors.
One such factor is the duration and frequency of gaming. The longer and the more
often people play, the greater the anger (Demirok, Ozdamli, Hursen et al., 2012) and
fear (Shokouhi-Moghaddam, Khezri-Moghadam, Javanmard et al., 2013), as well as
anxiety and stress (Bringula, Lugtu & Aviles, 2015) they feel. Another factor linked
to playing computer games is their content, and primarily their violent storylines.
Baldaro, Tuozzi, Codispoti et al. (2004) observed a significant increase in anxiety
in respondents who played a violent game. The researchers, however, pointed to
a vital limitation of their research, which was the varying levels of intellectual
stimulation, competitiveness, or excitement in the game. There is also a sense of
hostility in enthusiasts of violent games, as confirmed by Arriaga, Esteves, Carneira
and Monteiro (2006) and by Hasan, Begue, Scharkow and Bushman (2013). Such
feelings of hostility during a game may be more powerful than during face-to-
face contact with another person (Williams & Clippinger, 2002). Frustration is yet
another feeling experienced by players. It results from having to wait for the game
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to load, the need to pause the game mid-play, or from losing and having to start
from the beginning (Colwell, 2007).

Several studies have shown that players may experience undesirable emotions,
and their source may be both the design of the game and its content or gameplay-
related factors. In order to confirm or deny such a relationship, it is necessary to
conduct more research that will be free of existing limitations, such as different
levels of intellectual stimulation in games.

Avatar sexualization

One of the negative phenomena linked to the creation of one’s own character
in a game is the sexualization of avatars. The Task Force on the Sexualization
of Girls of the American Psychological Association (2010) points to four
phenomena when defining sexualization: treating sexual attractiveness as the
sole determinant of a person’s worth; equating physical attractiveness with being
sexy; taking away an individual’s ability to make decisions and treating them
only as an object that can be sexually exploited; sexuality being inappropriately
imposed upon an individual.

The sexualization of avatars and its consequences have been discussed in
numerous research papers. In Behm-Morawitz and Mastro’s (2009) study,
both female and male students played a game with either a sexualized or non-
sexualized protagonist. Based on the data obtained, the researchers put forward
a hypothesis that playing a sexualized female character affected people’s
beliefs about women in the real world. Moreover, female study participants
playing such an avatar had a lower sense of self-efficacy. An even higher degree
of sexualization - hypersexualism - was the subject of a study conducted by
Reinhard (2009). The researcher tested the reactions of men and women to female
avatars represented in a hypersexualized manner. Such avatars had large breasts,
a narrow waist, and long legs. Only female participants in the study (not the male
participants) were more engaged in the game when they used hypersexualized
avatars.

One of the identified consequences of sexualization may be self-objectification
- perceiving oneself through the lens of physical appearance while ignoring
personality traits (Fredrickson & Roberts, 1997). Vandenbosch, Driesmans,
Trekels, and Eggermont (2017) put forward a conjecture that adolescents who
chose a sexualized avatar manifested a higher level of self-objectification than
those whose characters were not sexualized. The researchers established that
sexualized avatars displayed a link with self-objectification in both young girls
and boys, regardless of whether they used a male or female character. Similar
results were obtained by Fox, Bailenson and Tricase (2013). In their study, virtual
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reality goggles were used to immerse women in a virtual world. Women choosing
sexualized avatars presented more body-related thoughts than women who used
non-sexualized avatars. In the opinion of the authors, these results supported
the hypothesis that sexualized avatars led to objectification. Moreover, women
who were presented with sexualized avatars, especially ones with faces, showed
greater acceptance of myths related to rape, such as the one which lays the blame
for rape on women. As it was unfeasible to generalize these results because of the
very specific and complex technique used, too different from the virtual worlds
available to average users, other researchers made an attempt to replicate these
results in a less immersive virtual environment — Second Life (Fox, Ralston,
Cooper & Jones, 2015). In this study contact with a sexualized avatar was indeed
associated with the feeling of self-objectification, irrespective of whether the
character was watched or controlled. Additionally the authors confirmed the
impact of self-objectification on the correlation between avatar sexualization
and the acceptance of a rape myth. Comparable conclusions were reached by
Beck, Boys, Rose, and Beck (2012) as well as by Driesmans, Vandenbosch and
Eggermont (2015). The first team established that exposure to female sexual
objectification and violence against women led to increased acceptance of rape
myths in men. The second team noted that teenagers who played a sexualized
character showed greater tolerance of sexual harassment and greater acceptance
of rape myths.

Another damaging effect of sexualization is the experience of unwanted
behavior online. Behm-Morawitz and Schipper (2016) searched for a link
connecting avatar gender with sexualization and cyber-harassment. They noted
that female avatar owners were more likely to experience sexual harassment
than male avatar owners. No differences were identified between women with
more and less sexualized avatars in relation to cyber-harassment on the whole;
however, its specific form - sexual harassment — was found to be considerably
more frequent in the case of female avatar owners. The latter were also more
likely to receive obscene comments. No correlations were found for male avatars.
A link between sexualized avatars and sexual harassment was also demonstrated
by Burnay, Bushman and Lareio (2019). After the game was over, subjects were
presented with two jokes each — two sexist jokes first, followed by one sexist
joke and one non-sexist joke — and they were asked to specify which one they
would send to their partner. Men using a sexualized avatar sent more sexist text
messages to women.

In conclusion, sexualization is still present in computer games, even if it is
less marked today than it was several decades ago. Both male and female players
experience it. Sexualization leads to such negative effects as self-objectification
and acceptance of the rape myth.
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Racial prejudice and racial discrimination

Racial prejudice is an antipathetic attitude towards people belonging to
a particular racial group, based upon a faulty and inflexible generalization
(Allport, 1954). Racial prejudice may lead to racial discrimination, which stands
for the unequal treatment of people because of the racial group they belong to
(Pettigrew & Taylor, 2000). Yang, Gibson, Lueke, Huesmann and Bushman (2014)
conducted two experiments in which they tested the effects of playing a White
or Black avatar in a violent game on players’ racial stereotypes and aggression.
The researchers concluded that playing a Black avatar causes greater aggression
than playing a White avatar. Moreover, this also reinforces stereotypes that
Black people are aggressive. The relationship between racial prejudice and
discrimination and computer games is not often analyzed by researchers, and it
requires additional attention.

Positive aspects of playing computer games

Cognitive processes

Computer games can serve to improve human cognitive functioning. With a view
of determining their potential, scientists analyze various aspects of games and
the gaming process itself. One such aspect is the type of games. According to
Zelinski and Reyes (2009), shooter games improve visual attention and response
speed, while strategy and role-playing games train working memory and long-
term memory retrieval. Another type of games — action games — was described
by Bediou, Adams, Mayer et al. (2018). The researchers performed a meta-analysis
of the results presented between 2000 and 2015. They demonstrated the impact of
action games on attention processes, spatial cognition, and player’s perception
(although for the latter, these are only preliminary results). However, the researchers
pointed out that further analyses were necessary — ones that would involve more
subjects, more experimental studies, and longer training times. Another team of
scientists analyzed simulation games. Pillay, Brownlee and Wilss (1999) carried out
a test of a flight simulator in the game entitled Pilot Wings. They concluded that
completing all the tasks required players to activate complex cognitive processes
such as inductive reasoning, data analysis, problem-solving, and interpretation of
explicit and implicit information. A slightly different approach was presented by
Barlett, Vowels, Shanteau, Crow and Miller (2009). They did not look at the type of
the game but its content. They established that both violent and non-violent games
increased cognitive competence in the subjects. At the same time, they emphasized
that the games differed in terms of the amount of action, the required level of
focus, and their appeal.
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Another perspective on data analysis concerns the positioning of respondents
on the player/non-player continuum. Researchers compare the results of those who
say they play computer games (with some frequency) with the results of those
who say they do not play games at all. By way of example, Boot, Kramer, Simons,
Fabiani and Gratton (2008) demonstrated differences between players and non-
players in their attention and perception sKkills, their memory, task-switching, and
mental rotation ability. Players achieved better results in all these areas. A similar
pattern was observed by Colzato, van den Wildenberg, Zmigrod and Hommel
(2013) with respect to working memory. It was the computer game players who
were faster and more accurate in monitoring and updating information.

Another method of data analysis is linked to the number of cognitive abilities
subject to research. Many of the studies discussed above focused on the correlation
of computer games and various cognitive abilities. In contrast, the results of studies
concerning single abilities will be presented below, these abilities being attention,
mental rotation, thinking and reasoning, mathematical skills, and reading and
writing. Learning processes and motivation will also be considered.

Attention

Attention is one of the fundamental cognitive competences. Dye, Green and
Bavelier (2009) indicated that players had enhanced attention skills, allowing them
to react faster during gameplay and enabling them to better allocate their attention
for other tasks. However, differences between cognitive abilities in this particular
area in players and non-players were also present outside the context of computer
games. Donohue, Woldorff and Mitroff (2010) determined that players were better
than non-players in processing information arriving simultaneously in different
modalities, such as visual and auditory. The advantage of the players was evident
both in the correctness of their answers and in their faster reaction time. By way of
illustration, Green and Bavelier (2006) demonstrated that players achieved better
results than non-players in tasks employing flankers (Eriksen & Eriksen, 1974).
The tasks required the respondents to indicate which shape appeared in one of six
circles visible on the screen. The procedure required ignoring shapes that appeared
elsewhere. Players achieved better scores when the figures were presented both
centrally and peripherally. In a study by Castel, Pratt, and Drummond (2005),
players and non-players achieved similar results in regard to inhibitory processes,
but their reaction times were different. Although both groups achieved similar
correctness rates, the players had faster reaction times. The advantage of players
over non-players in their attention skills was also demonstrated by Yuji (1996).
The children participating in the study had to decide whether the second image
was the same as the first by pressing an appropriate button. Children who played



22 Monika Paleczna

computer games made fewer mistakes and had quicker reaction times than non-
playing children.

Such promising results concerning the attention mechanism in players
constitute a starting point for training suggested by researchers. On the one
hand, this type of training develops attention processes in a healthy population.
A training program of this type was developed by Larose, Gagnon, Ferland and
Pépin (1989). This twelve-hour program, developed for children with attention
difficulties, was based on playing computer games. The scientists confirmed its
effectiveness — they noted an improvement in searching through a visual field in
members of the experimental group (compared to the control group). At the same
time, similar tools are used in the clinical field. The findings of Green and Bavelier
(2007) and Achtman, Green, and Bavelier (2008) support the argument for the role
of computer games in visual rehabilitation.

Mental rotation

Another aspect that is of interest to researchers is mental rotation (Shepard
& Metzler, 1971). The ability to create a mental representation of a specific object
and manipulate it in space is related to the graphics used in games: in 2D or 3D
form. Gecu and Cagiltay (2015) determined that players of 3D games were more
successful at making mental rotations than 2D game players and non-players.
However, both types of games were found to improve this particular skill. Cherney
(2008) established that both 2D and 3D games could be an effective training tool
when learning how to make mental rotations. In her study, participants played
a 3D racing game or a 2D version of Tetris. The control group was assigned with
solving paper versions of puzzles such as sudoku. Members of the experimental
group improved their effectiveness of mental rotations when compared to the
control group. Also, De Lisi and Wolford (2002) corroborated the role of computer
games in improving this specific ability in children. The young respondents
participated in eleven sessions that lasted 30 minutes each, which they described
as enjoyable.

Thinking and reasoning

Thinking and reasoning is yet another process that is the subject of research of
cognitive psychologists. One study showed that players and non-players assumed
diverse problem-solving strategies. The former were more likely to use thinking
by analogy, while the latter chose the trial-and-error method (Hong & Liu,
2003). Moreover, the results of many studies support the hypothesis that playing
computer games improves the respondents’ competences in different styles of
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thinking. Chakravarti and Chakravarti (2015) noted greater improvements in
logical thinking and critical analysis skills in those subjects who played computer
games (compared to those who did not). Another type of thinking — computational
thinking — became the focus of studies carried out by Zhao and Shute (2019). The
researchers used the game Penguin Go, whose story is based on the breeding
behavior of emperor penguins. The players were tasked with guiding a penguin
through a particular area by programming its subsequent steps. The program was
developed based on a selection of specific commands, such as “move forward”,
“turn around”, “waddle”, and deciding on the correct order of these commands.
In order to achieve the objective of the game, the study participants had to use
their skills linked to algorithmic thinking, conditional logic, and debugging. The
researchers observed that the game had a positive effect on the study participants’
computational thinking. Bottino, Ferlino, Ott and Tavella (2007) focused on
the relationship between playing computer games and strategic thinking. The
participants in the study, aged 7-8 and 9-10, were divided into three groups: with
excellent, average, and poor academic achievements. Each group was assigned
computer games with the appropriate cognitive load. The researchers noted that
pupils from classes participating in the experiment scored better in strategic
thinking than those from the remaining classes.

Analyzing the positive consequences of playing computer games, researchers
focused the most on the improvement of cognitive skills. Their results are very
promising, although researchers are aware of the limitations of their research.
It seems that the relationship between computer games and the improvement
of cognitive functions is one of the best documented positive consequences of
gaming.

Mathematical skills, reading and writing

Knowledge of mathematics is one of the core competences acquired by children
in school. Mathematical education can be more attractive and also more effective
thanks to computer games. This premise was confirmed by Kebritchi, Hirumi and
Bai (2010). Teenagers assigned to an experimental group participated in lessons
that were enhanced with mathematical computer games. In the control group,
lessons were conducted in a conventional manner. The researchers observed
a significant improvement in the performance of students from the experimental
group (compared to the control group). In post-study interviews, students
explained that they found the games appealing because of the combination of
mathematics, problem-solving, and shooting. The potential for exploration and
the adventurous character of the game were defined as positive aspects of this
form of learning. Teachers, in turn, emphasized that the process of moving away
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from the traditional “paper-pencil” form of education changed the way students
viewed mathematics.

Computer games are also considered a tool that can make it possible to equalize
educational opportunities. The first group that can benefit from this form of edu-
cation are children of low socioeconomic status. Aunio and Mononenn (2018)
used games to improve numeracy (and reading in the other group). 33 children
were assigned to an intervention group and two control groups. Children with low
socioeconomic status improved their counting ability, but the differences between
groups were not statistically significant. The second group which can benefit from
this type of support are children with difficulties in learning maths. Risénen,
Salminen, Wilson, Aunio and Dehaene (2009) compared the performance of
children who found it difficult to learn how to count and took part in training
using computer games with the performance of children who had average results
in mathematics. It was established that students in the first group ultimately
performed better than those in the second group.

The learning of reading and writing is yet another vital area of education. As
in the case of mathematics, computer games can support conventional forms
of education also in this regard. Schmitt, Hurwitz, Duel and Linebarger (2018)
carried out a literacy assessment in two groups of preschool children. Some of these
children played computer games which aimed to improve their reading and writing
abilities. During that time, the other half played computer games that focused on
problem-solving skills. The researchers determined that children from the first
group scored better on lowercase letter identification, letter-sound awareness,
letter-sound fluency, letter sequencing, alliteration and phonics (linking letters to
sounds), vocabulary, and overall literacy. The potential of computer games can also
be used at higher levels of education. Franceschini, Bertoni, Ronconi et al. (2015)
posited that by improving cognitive processes (including auditory, visual, and
visuospatial attention) through action games, it was possible to improve reading
skills in children with dyslexia.

In summary, several studies have explored the potential role of computer games
in learning math, reading and writing. Firm conclusions cannot be drawn because
the number of these studies is too small, and because too few children particip-
ated in most studies. However, a hypothesis indicating the potential of computer
games in acquiring these skills can be put forward.

Learning processes and motivation

Learning processes and motivation should also be listed as another area of interest
to researchers. O’Neil, Wainess, and Baker (2005) emphasized that although the
potential role of games in education was undeniable, the available empirical evidence
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supporting this thesis was still insufficient. At the same time, the use of computer
games in the educational process might lead to more effective learning than in the
case of traditional lessons. The two studies conducted in this area were linked to
history and geography lessons. Huizenga, Admiraal, Akkerman, and ten Dam (2007)
used the game entitled Frequency 1550 to teach children about medieval Amsterdam.
The researchers divided twenty elementary school classrooms into two groups. The
first group played a game and the second group learned the history of the city in
a conventional way. The game-playing students achieved higher grades in tests than
the control group. A similar research premise was employed by Tiiziin, Yilmaz-Soylu,
Karakus, Inal and Kizilkaya (2009) when testing the acquisition of knowledge about
continents. Students played a computer game for a period of three weeks. Their task
was to return children lost in Turkey to their countries of origin. The game included
information on seven continents and twenty countries. The researchers noted an
increase in the knowledge of children after the study was completed; however, they
emphasized that the study was conducted on a small sample (n = 17).

Computer games can also be used as a tool to motivate pupils. On the one
hand, researchers highlight the motivation of pupils to attend classes. Rosas,
Nussbaum, Cumsille et al. (2003) demonstrated that computer games could
be used as a motivator to encourage better attendance and punctuality. They
based their conclusions on the results of over 1,200 students. On the other hand,
computer games provide a tool that can motivate pupils to study. Tiiziin, Yilmaz-
Soylu, Karakus, et al. (2009) noted that the use of computer games in education
increased intrinsic motivation and decreased extrinsic motivation in school kids.
Papastergiou (2009) decided to test the motivation of pupils to learn by means
of a game. Two applications were developed for the project. The LearnMema
application was a game in which students encountered rooms arranged in the
shape of a labyrinth, and in LearnMemz2 the player gained the same knowledge,
but it was presented in thematic blocks and practised using an interactive quiz.
Pupils agreed that the application with the game gave them greater motivation to
learn than the one without the game.

In conclusion, some researchers discuss the use of computer games to strengthen
motivation and improve learning in students. Preliminary conclusions point to
the positive role of games in this respect, but it needs to be investigated in a more
thorough way (for example by increasing the number of study participants).

Motor skills

Another aspect on which computer game researchers like to focus is motor skills.
The first area of research concerns a healthy population of players and non-players.
Borecki, Tolstych,and Pokorski (2012) compared motor skillsin 30 players of Counter
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Strike (where they take on the role of soldiers on the battlefield) and 30 individuals
who never played computer games. Players were shown to have much more accurate
hand movements than non-players. They performed motor tasks faster and made
fewer errors. The second area of research involves clinical populations (people who
have some degree of mental or physical conditions). Some researchers focus on
stimulating motor development in those children in whom it has been observed
to be delayed or impaired. Page, Barrington, Edwards, and Barnett (2017) and
Hickman, Popescu, Manzanares et al. (2017) carried out a review of the literature
on this topic. The first team of researchers noted that the use of computer games
led to significant improvements in most of the studies described. The conclusions
made by the other team also attested to the effectiveness of this training method.
The researchers underlined, however, that the samples under analysis were limited,
and additionally there was a problem with therapy individualization. Patients with
Parkinson’s disease are another example of a clinical population. In this case,
gaming consoles are used more often than computers. This results from the fact that
they are fitted with a motion sensor, making it possible to recognize the patient’s
movements. This function was used by Grunert, Krause, Feig et al. (2019), who
developed a game centered around basketball. The player is required to accurately
throw the ball into the basket, which forces the player to maintain a specific body
posture. Thanks to motion sensors, the body posture is registered, and the player
receives feedback on whether it is correct. The game was tested in a pilot study by
15 patients, who assessed it as a positive support tool in rehabilitation.

In summary, the results of research on the positive impact of games on
motor skills are promising, but the methodology of further research should be
substantially improved (primarily through a larger number of study participants)
in order to enable more precise and accurate conclusions.

Emotional competence

Emotional competence is next on the list of phenomena connected to gaming.
In one study players tended to turn to games after having experienced a stressful
situation, and the relief felt was a vital element of the gaming experience (Reinecke,
2009). The correlation between computer games and emotional competence
was observed at both the neural and behavioral levels. Pallavicini, Ferrari and
Mantovani (2018) performed a meta-analysis of data in this area. The researchers
identified five research articles which concluded that playing computer games
induced changes in the brain related to facial expression processing (Bailey & West,
2013), influenced positive emotional responses (Naugle, Naugle & Wikstrom,
2014), and could support stress management training (Bouchard, Bernier, Boivin,
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Morin & Robillard, 2012; Dennis & O’Toole, 2014; Dennis-Tiwary, Egan, Babkirk
& Denefrio, 2016).

In conclusion, a few studies have been devoted to the relationship between
computer games and emotional competence. They show that games have the
potential to improve this competence in players, but further research is needed in
this area.

Social competence

The study of the relationship between games and social competence encompasses
an entire tradition of researching prosocial behaviors. Many such analyses
support a hypothesis about the correlation between prosocial games and prosocial
behaviors. Greitemeyer and Osswald (2010) conducted four experiments in
which subjects played a game with prosocial, violent, or neutral behaviors. It was
confirmed that players from the first group (playing the prosocial game) were more
willing to help the experimenter pick up his scattered pencils, keener to participate
in another (unpaid) experiment, and more likely to help the experimenter who
was being harassed. Between 36 and 54 subjects participated in these studies.
Greitemeyer and Miigge (2014) came to similar conclusions. The researchers
analyzed 98 studies and found that prosocial games influenced people to take
prosocial actions. According to Saleem, Anderson and Gentile (2012), prosocial
games are not only linked to prosocial behaviors but also to a decreased likelihood
of aggressive behavior. However, according to Ferguson and Garza (2011), the
occurrence of prosocial behaviors only takes place online. Their deduction is based
on their observations of over a thousand adolescent players eagerly helping other
players in a game but being less willing to help within their communities.

In MMORPGs (massively multiplayer online role-playing games), players learn
how to meet people and how to build relationships and satisfying collaborations
with those they meet (Ducheneaut & Moore, 2005). Seniors use such games as places
where they can seek and maintain social connections (Zhang & Kaufman, 2016).
Trepte, Reinecke and Juechems (2012) used an online survey and demonstrated
that online games could be a source of strong social ties if they are continued in
both online and offline worlds. However, this task is challenging when it comes
to seniors (Zhang & Kaufman, 2017). Based on online survey data from over four
hundred MMORPG players, Utz, Jonas, and Tonkens (2012) found that time spent
playing games was positively correlated with the number and quality of online
relationships, but it was negatively correlated with the number and quality of
offline relationships.

Computer games can also be used to shape social competence in people who
display its shortage. Based on testimonies posted by players on the blog created in
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2011 by Ashly Burch, Lorentz (2014) emphasized that computer games provided
a space suitable for social experimentation. This is particularly important for
children on the autism spectrum (Piper, O’Brien, Morris & Winograd, 2006).
Thanks to computer games, they can learn such primary skills as recognizing
faces (Tanaka, Wolf, Klaiman, et al., 2010) and people (Rias & Dehkordi, 2013), or
maintaining eye contact (Bartolome, Zorrilla & Zapirain, 2013). However, these
conclusions are based on small populations [e.g., 6 people in the study by Rias
& Dehkordi (2013)] or predictions (Bartolome, Zorrilla & Zapirain, 2013).

In conclusion, the researchers argue that computer games can develop social
skills. They pay particular attention to multiplayer games. Many of the presented
results have been obtained through online surveys. It is therefore necessary to
plan further research using actual computer games to assess their effectiveness
in developing social competences. Researchers also see the potential of computer
games in developing social skills in children with autism spectrum disorders,
but there is too little research in this area and the data come from only a few
children.

Conclusion

Computer games are an increasingly popular form of entertainment. Initially,
researches focused mainly on the negative consequences of gaming. The most
frequently quoted effect was the increase in aggression and violence levels in players.
There is evidence which links aggressive thoughts and behaviors to the experience
in playing violent games. Nonetheless, the majority of studies on aggression are
correlationalin character, so they donot provideabasis for causalinference. Another
detrimental consequence - addiction to computer games — has begun to receive
more attention only in recent years. This results from the fact that an increasing
number of players are showing symptoms of addiction. Still, this disorder requires
a more detailed analysis in order to provide its suitable framework definition. The
sexualization of avatars is yet another negative phenomenon connected to gaming.
It can lead to self-objectification or exposure to sexual harassment. Less attention
has been paid to reduced emotional and social competence, also a feature typical
for players of computer games. However, preliminary research shows that players
experience unwanted emotions and display worsening quantity and quality of
relations with other people

Despite numerous criticisms directed towards computer games, researchers
are increasingly discussing them in a positive light. Players seem to have a certain
advantage over non-players in terms of primarily cognitive, but also motor,
emotional, and social functioning, and the process of playing itself is associated
with the improvement of these competences. However, the studies so far have
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not clearly demonstrated whether people with higher abilities (e.g., motor skills)
become players more willingly or whether they develop these abilities through
games. For example, if people who are more emotionally competent play more
games than people less emotionally competent, the influence of computer games
on this competence may be overestimated. More research is needed to evaluate
the impact of computer games on various competencies, not just the differences
between players and non-players.

Research on the positive influence of computer games on players is conducted
on healthy and clinical populations. The promising results of the research are the
basis for the development of diverse programs and training projects, for example,
ones aimed at improving cognitive processes, enhancing motor skills in patients
with Parkinson’s disease, or developing social skills in children on the autism
spectrum. It should be highlighted, however, that in light of current research it is
the potential of computer games that is discussed rather than their proven role.
Most of the studies described are correlational in character and were conducted on
small populations. Much richer data comes from research on the negative effects
of computer games. This can be explained by the fact that researchers have been
analyzing them much longer than positive consequences.
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Abstrakt

Artykut porusza zagadnienia ukazujace powigzania postmodernistycznych kate-
gorii pastiszu i parodii w odniesieniu do gier paragrafowych. Pierwsza czes$¢ tekstu
stanowi przekrdj najwazniejszych kwestii teoretycznych dla pozniejszej analizy pa-
ragraféwki, zaczynajac od przedstawienia jej definicji, najpopularniejszych gatun-
kow, a takze podstawowego podziatu gier. W zwigzku z problematyka gamebookéw
zwracam rowniez uwage na zwiekszajacg sie intermedialno$¢ wspolczesnych utwo-
row, a takze znaczenie drugoosobowej narracji. Wspominam réwniez o gatun-
ku gier artystycznych (art games) oraz krotko przytaczam tworczos¢ jednej z ich
przedstawicielek - Anny Anthropy. Nastepnie omawiam postmodernistyczne ka-
tegorie pastiszu i parodii wraz z ich znaczeniem w zestawieniu z relacja przeszlos¢-
-terazniejszo$¢. W kontekscie parodii wspominam réwniez o podziale Gérarda
Genette’a na transtekstualne odniesienia miedzy utworami. Wszystkie wymienio-
ne zagadnienia znajda odniesienie podczas analizy gry paragrafowej stanowigcej
»poloficjalng” kontynuacje Mickiewiczowskich Dziadéw laczacych parodystycznie
ujetg kulture ludowg ze wspdtczesnymi elementami nowych mediow.
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Umberto Eco w dopiskach na marginesie Imienia rozy napisal: ,ksigzki zawsze
moéwig o innych ksigzkach i wszelka opowie$¢ snuje historie juz opowiedziang”
(Eco 1987, s. 469). Stwierdzenie to jest niewatpliwie wazne w kontekscie moich nad-
chodzacych rozwazan dotyczgcych relacji miedzy historig juz przedstawiona, a ta,
ktdra do niej bezposrednio nawigzuje. Wspomniany przez Eco element powtarzal-
nosci czy tez powielania tresci wynika m.in. z kwestii, ktérg Fredric Jameson na-
zywa ,$miercig podmiotu” badz, szerzej méwiac, ,koncem indywidualizmu jako
takiego” (1998, s. 5). Schylek, o ktérym pisze badacz, zwigzany jest z ,,przejsciem”
od klasycznie rozumianego modernizmu (osobisty, niepowtarzalny i indywidual-
ny styl) do postmodernizmu. Jest on ukierunkowany przede wszystkim jako od-
powiedz na ustalone formy ,,wysokiego modernizmu” podbijajacego uniwersytety,
muzea czy galerie sztuki (Jameson 1998, s. 2). Twierdzi on, ze cecha charaktery-
styczng nowego okresu jest ptaskos¢ i brak glebi, szczegdlnie w zwigzku z relacja
z przeszto$cig. Postmodernistyczna proba odzyskania odrzuca ,tradycyjne formy
rozumienia (narracje, historie, itd...)” (Felluga 2019), co doprowadza, wedtug Ja-
mesona, do wspomnianej pustki i braku glebi, czyli jako$ciowej powierzchniowo-
$ci. Postmodernisci tkwig w terazniejszosci, co sprawia, ze ,kultura zamienia si¢
w komore echa wypelniong naszymi prywatnymi, aktualnymi pogladami na te-
mat tego, co powinno stanowi¢ prawde” (Godwin 2019, s. 6).

Mimo ze Fredric Jameson wyraznie zaznacza w swoich tekstach negatywny sto-
sunek do wspomnianego zagadnienia, warto podkresli¢, ze nie wszyscy badacze
podzielajg jego opinie. Linda Hutcheon jawnie nie zgadza si¢ ze stwierdzeniami
teoretyka jakoby postmodernizm byl ahistoryczny i plaski. Teoretyczka w wielu
swoich tekstach nie tylko podkresla jego historyczny aspekt, ale i powiazuje go
z kategorig autoreflekcyjnosci i tzw. ,parodystyczng intertekstualno$cig” (1991,
s. 216). Termin ten podkresla powigzanie ironii zaznaczajacej réznice w stosun-
ku do przeszlosci, jednak poprzez jej intertekstualny charakter ,réwnocze$nie
potwierdza - tekstualnie i hermeneutycznie - zwigzek z przeszloscia” (Hutcheon
1991, s. 219). Tym sposobem badaczka poprzez zaznaczenie relacji miedzy tekstami
ktadzie nacisk na historyczny i parodystyczny charakter postmodernizmu.

Oprocz przedstawionych rozwazan, elementem charakterystycznym dla wspo-
mnianego okresu jest ,,erozja starszego rozréznienia miedzy kulturg wysoka a tak
zwang kulturg masowa lub popularng” (Jameson 1998, s. 2). Kwestia ta jest niezwy-
kle znaczaca, poniewaz kultura i sztuka niemalze od samych swoich poczatkdw,
powiazane byly z kwestig kategoryzacji — przede wszystkim wzgledem klasycznie
przyjetej jakosci i renomie danej sztuki/kultury. W rozwazaniach dotyczacych ka-
tegoryzacji podkreslana jest rowniez znaczaca dla postmodernizmu kwestia hi-
storycznosci dziel. ,Podzial na sztuke wysoka i niska wynika raczej z historycznej
réznicy miedzy starymi, nobliwymi sztukami (...) a mlodszymi sztukami, ktd-
re narodzity si¢ w XIX i XX wieku, w epoce industrialnej” (Dziamski 2017, s. 19).
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W postmodernizmie z kolei nastepuje zwrot ku intertekstualnosci, co doprowadza
do tego, ze przywolywane dzieta niezaleznie od swojego wczesniejszego statusu s
wlaczane do nowej formy artystycznej ,,do tego stopnia, ze granica miedzy sztuka
wysoka a formami komercyjnymi wydaje sie coraz trudniejsza do wyznaczenia”
(Jameson 1998, s. 2). Warto réwniez zaznaczy¢, ze samo rozrdznienie na kultury
wyzsze i nizsze jest przez wielu badaczy negatywnie oceniane. Pierre Bourdieu
w zwigzku ze swoimi koncepcjami habitusu i dystynkcji wspomina o dominacji
klas uprzywilejowanych, a takze wyraza swoja nieche¢ wobec arcydziel jako ,,gestej
sieci falszywych do$wiadczen, wzajemnie sobie odpowiadajacych i wzmagajacych
sie” (2005, s. 69-75). Kategoryzacja w dalszym ciagu jest czesto rozumiana przez
ramy klasowosci, gdzie sztuka wysoka miala charakter uniwersalny, a ta nowsza
(popularna, masowa, medialna) sprowadzana byta do prostej rozrywki popularnej
wsrod wiekszej grupy ludzi. Postmodernistyczny zwrot ku sztukom nizszym skta-
nia badaczy takze do rozwazan na temat odbiorcéw artystycznych dziatalnosci.
Bowiem wspolczesnie ,,dostrzezemy wiele podobienstw miedzy fanem kultury po-
pularnej, »koneseremx« literatury i muzyki klasycznej, kolekcjonerem sztuki (...),
a nawet uczonym prowadzacym badania naukowe” (de Kloet, van Zoonen 2007,
s. 322). Ten krotki wstep przyblizajacy podstawowe obszary wymienionych przeze
mnie zagadnien powigzany jest oczywiscie z tematem tejze pracy, czyli analizg gry
paragrafowej Dziady czes¢ V. Dziady, ktére nie spieprzajg autorstwa Mikolaja Ko-
tyszki. Zanim jednak przejde do omawiania wybranej przeze mnie tresci, chciata-
bym przyblizy¢ kilka terminologicznych kwestii waznych dla pdzniejszej analizy,
zaczynajac od samej gry paragrafowej.

Gamebooki juz od kilku dekad rozwijajg si¢ i proponujg coraz to nowsze roz-
wigzania, co niewatpliwie zwigzane jest ze znaczacym zwrotem ku interaktyw-
nosci, ktéra ma wplyw réowniez na sztuke we wspodtczesnych mediach. Kwestia
wspoloddziatywania i reagowania rzutuje takze na odbiorcow, ktérym ,zaczyna
zaleze¢ na odgrywaniu roli, jak réwniez na posiadaniu realnego wplywu na fabu-
te, budowaniu relacji z innymi postaciami, niebanalnej narracji, niesztampowo-
$ci” (Bernacki 2017, s. 176). WigzZe si¢ to m.in. z zastapieniem linearnych sposobow
opowiadania narracjami hipertekstowymi, ktére kreuja wielo$¢ potencjalnych
rozwigzan fabularnych. Mimo ze poprzez swoje decyzje odbiorca w dalszym cia-
gu eksploruje histori¢ liniowo — wybiera tylko jedna $ciezke opowiesci - to czy-
telnik poprzez wielokrotny wybdr okreslonych drog eksploruje historie w sposéb
unikalny i mato prawdopodobny do odtworzenia przez inne osoby (Costikyan
2007, s. 7). W tym sensie gamebook jest ,,ergodyczny”, co oznacza, Ze ,nietrywial-
ny wysitek jest wymagany, by pozwoli¢ czytelnikowi na poruszanie si¢ po tekscie”
(Wake 2016, s. 194).

Wymienione wyzej elementy, a takze kwestia opowiadania hipertekstowe-
go, niemal idealnie wpasowujg si¢ w esencje gier paragrafowych, poniewaz tam
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»zadaniem czytelnika-gracza jest wcielenie si¢ w posta¢ gtéwnego bohatera i doko-
nywanie wyboréw majacych wplyw na fabute opowiesci” (Jaworski 2015, s. 80-81).
W tym miejscu warto zaznaczy¢ roznice pomiedzy gamebookiem a hiperfikcja
(hypertext fiction) oraz fikcjq interaktywna (interactive fiction). Mimo ze cechy hi-
perfikeji w wiekszo$ci utozsamiajg si¢ z cechami charakterystycznymi dla gier pa-
ragrafowych (,przeczytaj fragment”, ,wybierz link/paragraf”, ,,przeczytaj kolejny
fragment”) to wazne jest, by podkresli¢, Ze powszechnie uwaza sie ,,hipertekst jako
domenge literatow, a gamebooki sg postrzegane jako zdegradowana hackwork” (Co-
stikyan 2007, s. 7). Z kolei fikcje interaktywna charakteryzuje fakt, ze ,,stala si¢ ona
mozliwa dopiero wraz z pojawieniem si¢ szybkich komputeréw cyfrowych, ktére
sa zdolne do obstugi stéw”, poniewaz stanowia one ,,forme cyfrowej narracji i gry
komputerowej” (Wake 2016, s. 199). Badacze podkreslaja jednak znaczacg réznice
w obrebie medium wykorzystywanego przez fikcje interaktywng — w komputerze
- iprzez gamebooka — w klasycznie rozumianej ksigzce (Zob. Wake 2016; Hendrix
2011; Salter 2014).

Mimo ze najpowszechniejszymi gatunkami, w ktdrych realizowane sg paragra-
fowki, sa fantasy i science-fiction (zwykle osadzone w postapokaliptycznym $wie-
cie), to wraz z rozwojem gamebookow zaczeto siegaé rowniez po inne kategorie,
tj. horror, tematyke historyczng, obyczajows, detektywistyczng, a nawet erotyczna
(Jaworski 2015, s. 82). Jaworski za Michealem J]. Trescg wyrdznia trzy zasadnicze
odmiany gier paragrafowych: labiryntowe, fabularne i gry mieszane. Pierwsze
z nich, zwane klasycznymi, najczesciej rozgrywaja si¢ w ,,»tajemniczym labiryn-
cie«, »nieprzebytym lesie« etc., a zadanie gracza podczas zabawy sprowadza sie
do odtworzenia «mapy labiryntu« (za pomocg otéwka i kartki papieru) oraz wal-
ki z zamieszkujacymi tajemniczy $wiat przeciwnikami” (Jaworski 2015, s. 81-82).
O zwyciestwie w walce najczesciej decyduje element losowy — rzut kostka, moneta
itp. ijest on zwykle zalezny od parametréw bohatera, w ktorego wciela sie odbiorca
(j. zreczno$¢, odpornose, szczescie itp.), zapisywanych w danej karcie postaci. Gra
konczy sie wraz z osiagnieciem okreslonego celu np. zdobycia skarbu czy odkrycia
tajemnicy. W drugiej z odmian paragraféwek, fabularnej, najwazniejsza kwestia
jest historia — ,,gracz dokonuje wyboru odpowiednich fragmentéw tekstu, podaza
okreslong »$ciezka fabularng«, tworzgc za kazdym razem odmienng opowies¢, jego
uwaga nie skupia si¢ na »walce«, gre tego typu charakteryzuje brak czynnika loso-
wego” (Jaworski 2015, s. 82). Gra konczy si¢ poznaniem jednego z alternatywnych
zakonczen, dzigki czemu odbiorca moze ponownie uczestniczy¢ w grze poprzez
wybdr innego bohatera czy tez odmiennej $ciezki fabularnej. Dzieki drugoosobo-
wej narracji, rozbudowanej strukturze dialogowo-narracyjnej i zwigzanymi z nia
opisami historii moze doj$¢ do ,jak najdalej posunietej identyfikacji gracza-czy-
telnika z bohaterem, wytworzenia iluzji »uczestnictwa« w §wiecie przedstawionym
i zatarcia granicy miedzy uczestnikiem-graczem a »autorem opowiesci«” (Jawor-



Gamebook wzbogacony literacka przesztoscia - analiza gry paragrafowej Dziady czesc¢ V... 47

ski 2015, s. 82). Z kolei trzeci typ, tzw. gry mieszane, stanowig ,,potaczenie dwdch
poprzednich modeli rozgrywki, czesto jest nimi hybryda gatunkowa - elementy
gamebooka (fabula) nakladaja sie na »labiryntowa« forme poruszania si¢ po $wie-
cie przedstawionym (np. polaczenie gry ksigzkowej z gra planszowa)” (Jaworski
2015, s. 82). Wazna kwestig dla rozwoju gier paragrafowych oczywiscie okazal si¢
Internet, dzieki ktoremu doszlo do rozpowszechnienia sie gamebookow.

Dzigki technice hipertekstu oraz hiperlaczy odbiorcy moga w nowy sposob do-
$wiadcza paragraféwek. ,Sciezki, jakie wyznacza przed czytelnikiem autor, moga
siega¢ znacznie dalej, historia ma by¢ diuzsza i bardziej rozbudowana, a konse-
kwencje podejmowanych wyboréw donioélejsze. Ramy snutych narracji staja si¢
tym samym bardziej elastyczne, potencjalnie otwarte” (Bernacki 2017, s. 186).
W tym miejscu chciatabym wspomnie¢ o paradoksalnej naturze gamebooka, ktéra
»sytuuje czytelnika w wielu pozycjach jednoczesnie” (Wake 2016, s. 192). Bezpo-
$redni zwrot w narracji drugoosobowej odnosi si¢ zaréwno do czytelnika teks-
tu w czasie rzeczywistym, jak i do postaci, w ktora sie wciela. Doprowadza to do
tego, ze $wiat rzeczywisty oraz fabularny wchodzg ze sobg w interakcje, potegu-
jac tym samym wytwarzajacg si¢ immersje. Intrygujaca w zwigzku z tym wydaje
sie kwestia tozsamosci czytelnika z postacia, ktdrag operuje rozgrywka. Elemen-
tem, ktory sprzyja identyfikacji, jest zastosowanie wspolnej perspektywy, z ktérej
»mozna obserwowac i konstruowac $§wiat zewnetrzny i jego mieszkancow” (Wake
2016, 8. 201). Z jednej strony dzigki temu wytwarzana jest empatyczna wiez miedzy
czytelnikiem a postacig. Wzgledem nich kreuje sie tzw. ,,aktywno$¢ wyobrazenio-
wa”, ktéra na przestrzeni calej interakcji czytelnika z gamebookiem moze zaréwno
ostabia¢ wspomniang relacje, jak i ja umacnia¢. Wiez moze by¢ oslabiona przez
jego paragrafows i hipertekstowa forme - brak przejrzystosci, duza czestotliwos¢
przerywania immersji opowiesci. Jednak réwnoczes$nie przerwy w zanurzeniu
zwigzane sg z wykonaniem czynnosci istotnej dla dalszej gry (rzut kostka, napisa-
nie notatki, tworzenie mapy, wybor $ciezki itp.), co poteguje relacje miedzy czy-
telnikiem a postacig (Wake 2016, s. 207). Ostatecznie jednak wraz z zakonczeniem
rozgrywki dobiega kres identyfikacji zwigzanej ze wspdlnym punktem widzenia.
Gamebooki propaguja wiec identyfikacje czytelnika z postacia poprzez zastosowa-
nie ,podwdjnej perspektywy”. Z jednej strony ,,czytelnik jest zaangazowany w akt
immersyjnej lektury empatycznej”, z drugiej natomiast musi by¢ on ,,$wiadomy
aktu czytania samego w sobie, aktu odpowiadania na liczne wymagania tekstu”
(Wake 2016, s. 207).

Ze wzgledu na swoj rozrywkowy charakter, powszechnie gry paragrafowe
uznawane sg za przyklad sztuki niskiej. Jednak dzigki rozwojowi nowych mediow,
a takze wiekszym skupieniu si¢ na stronie jezykowej opowiesci (odejscie od ,,me-
chaniki gry”: rzuty kostka, karty postaci itp.), gamebooki coraz bardziej zblizaja sie
ku kulturze wysokiej (Jaworski 2015, s. 89). Potwierdzeniem tych stéw moze by¢
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tworczos¢ polskich mlodych autoréw gier paragrafowych - Benjamina Muszyn-
skiego czy Mikotaja Kotyszki, ktorzy traktujg je jako pelnoprawng forme literacka
zdolng do propagowania czytelnictwa oraz doprowadzajacg do rozwoju edukacji.
»Iworzone przez nich prace coraz cze¢éciej bazujg nie tyle na systemie rozgrywki,
ile warstwie jezykowej oraz stawianiu odbiorcy przed trudnymi, moralnymi wy-
borami” (Bernacki 2017, s. 176). Przypominajg one tym samym nurt cyberrozrywki
nazywany art games, gdzie ,to nie szata graficzna ani rozrywkowos¢ odgrywaja
najwazniejsza role, lecz tres$¢ i tworcze wykorzystanie immanentnych mozliwosci
gier komputerowych” (Struzyna 2014, s. 188). Refleksji tutaj podlegaja nie tylko
same gry, ale rowniez przyzwyczajenia graczy, ktore poprzez podejmowanie tema-
tow m.in. spolecznych czy kulturowych - takich jak ple¢, rasa, patriarchat, kolo-
nializm itp. — sklaniaja swoich odbiorcow do przemyslen.

Przyktadem tworczosci zrealizowanej w nurcie art games jest dziatalnos¢ Anny
Anthropy, amerykanskiej autorki gier komputerowych. Programistka w swoich
pracach nie tylko ,,negatywnie ocenia komercyjna scene gier wideo, podkreslajac
ich schematycznos$¢ i uboga warstwe narracyjng”’, ale rowniez krytykuje ,,obecne
w spoleczenstwie postawy i zachowania nietolerancyjne, w tym stereotypy i prze-
moc symboliczng” (Struzyna 2014, s. 190). Za najwazniejsza prace Anthropy uzna-
je si¢ autobiograficzng gre Dysqia (2012), ktdra skupia si¢ na powodach decyzji,
procesie i skutkach podjetej przez autorke terapii hormonalnej. Autorka w grze
zwraca szczegolng uwage na warstwe emocjonalng, empatie oraz poczucie obco$ci
zwigzane z procesem korekty plci. W innych pracach autorka réwniez podejmu-
je tematyke tozsamosci piciowej. W Defend the Land (Anthropy 2011) twérczyni
zwraca uwage na wykluczenie osob identyfikujacych si¢ poza binarng norma plci.
Gracz jest tam bowiem utozsamiany z rola przesladowcy, ktéry poszukuje osoby
»przebranej” za kobiete na festiwalu przeznaczonego wytacznie dla pici zenskie;j.
Art games wedlug Anny Anthropy poprzez podejmowanie tematyki spolecznej
i etycznej staja sie do§wiadczeniem umozliwiajacym rozwoj wiedzy, a takze empa-
tii drugiego czlowieka. Poprzez zmaganie si¢ z nietypowa strukturg i poznawanie
nowych znaczen, gracz moze czerpaé ,odmienne doswiadczenia odbiorcze” za-
checajace ,,odbiorce do refleksji nie tylko nad poruszang tematyka spoteczng, lecz
takze nad kwestig statusu gracza” (Struzyna 2014, s. 196).

Tak jak wspomniatam na poczatku tekstu, Fredric Jameson uwazal, ze wraz
z nastaniem postmodernizmu dochodzi do $mierci podmiotu i konca indywi-
dualizmu. Uwaza on, ze nowa epoka zastepuje ,,zwigzki z przeszloscig fascyna-
cja terazniejszoscia”, co doprowadza do wytworzenia sie tzw. ,kultury pastiszu”,
czyli zjawiska skupiajacego si¢ wokol powierzchownego znaczenia (Godwin 2019,
s. 3). Pastisz okreslany jest jako nasladowanie ,swoistego lub niepowtarzalnego
stylu”, ktory jest praktyka neutralng — ,bez ukrytego motywu (...), bez impulsu
satyrycznego, bez $miechu” (Jameson 1998, s. 5). Badacz okresla pastisz mianem
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»pustej parodii”, poniewaz ,w $wiecie, w ktérym stylistyczna innowacja nie jest juz
mozliwa, pozostaje jedynie nasladowanie martwych styloéw” (1998, s. 7). W swoich
rozwazaniach Jameson wspomina, ze praktyka pastiszu jest charakterystyczna dla
kultury masowej (przykiad filméw nostalgicznych), rzadko natomiast zwigzana
jest z kulturg wysoka (1998, s. 7).

Z kolei kategoria parodii, w odrdznieniu od pastiszu, odnosi si¢ do historii,
proponujac nam ,,model dla procesu zmiany i reorganizacji (...) przeszlosci”, kto-
rego przedmiotem zawsze bedzie inne dzieto sztuki badz ,,inna forma kodowane-
go dyskursu” (Hutcheon 2007, s. 23, 40). Wspdlczesnie pojecie to nie ma na celu
o$mieszenia czy tez zniszczenia dzieta, do ktérego nawiazuje. ,Parodia implikuje
dystans miedzy sparodiowanym tekstem a nowym dzietem, dystans sygnalizowa-
ny zwykle przez ironi¢” (Hutcheon 1978, s. 202). Kazda parodia bowiem sklada
swoj wlasny i oryginalny hold pierwowzorowi, z ktérego czerpie inspiracje. Po-
przez nawigzanie do parodiowanego dzieta dochodzi do sytuacji okreslanej jako
»powtdrzenie z r6znicg”. Bowiem praca powstajaca na podstawie odniesienia do
innego dzieta implikuje ,krytyczny dystans pomiedzy tekstem w tle, ktory jest
parodiowany, a nowym wcielajgcym go dzietem” (Hutcheon 2007, s. 64).

W tym miejscu warto wspomnie¢ o badaniach dotyczacych zaleznosci miedzy
tekstami Gérarda Genette’a, ktory za pomocg kategorii transtekstualnosci, rozu-
mianej jako ,wszystko, co wigze si¢ w sposob widoczny badz ukryty z innymi teks-
tami”, wyréznil pie¢ typow relacji miedzy dzielami (Genette 1982, s. 317). W jed-
nym z nich - hipertekstualnosci - wykorzystywany jest zabieg parodii pojmowany
jako kazdy tekst utworzony z dzieta wczesniejszego przez transformacje lub nasla-
dowanie (1982, s. 326-349). Wazne jest jednak zaznaczenie, Ze tutaj termin ten jest
rozumiany w szerszym zakresie. Bowiem Genette ,,chce ograniczy¢ parodie do tak
kroétkich tekstow jak wiersze, przyslowia, kalambury i tytuly”, co wiaze sie z wy-
facznie ,minimalng transformacjg innego tekstu” (Hutcheon 2007, s. 43). Parodia
bedzie wiec rozumiana jako zabieg przeksztalcajacy dzieta, do ktérych nawigzuje,
w stopniu, ktory znaczaco wplywa na odbior powstalego tworu. ,,Dokonuje ona
syntezy sztuki z terazniejszoscig (...), by tworzy¢ nowg forme — nie obcigzona, lecz
wzbogacong przesztoscia” (Hutcheon 2007, s. 159).

Dziady czes¢ V. Dziady, ktére nie spieprzajg autorstwa docenianego w Polsce
tworcy gier paragrafowych Mikotaja Kotyszki to projekt, ktéry jest istng hybryda
powyzej wymienionych zagadnien. Zanim jednak przejde do ich analizy, chcia-
tabym wspomniec¢ o jego kilku technicznych aspektach. Dziady czes¢ V..., ktore
powstaly w formie ksigzki interaktywnej, jak sama nazwa wskazuje, sa kolejna
czescig znanego przede wszystkim z lektur szkolnych dzieta Adama Mickiewicza.
Zostaly one rowniez wydane w wersji papierowej, dzieki inicjatywie crowdfundin-
gowej. Inicjatywa ta miata miejsce na stronie internetowej wspieram.to, gdzie w za-
leznosci od kwoty wsparcia mozna bylo otrzymac konkretng nagrode. W przypad-
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ku wyzszych kwot osoby wspierajace otrzymywaly gadzety (mape, karty i pod-
stawki postaci), natomiast trzy osoby, ktére zdecydowaly si¢ wptaci¢ najwyzsza
kwote, mialy mozliwo$¢ nazwania jednej z gléwnych postaci swoim imieniem,
a takze mogli dopasowa¢ do niej zestaw konkretnych cech charakterystycznych.
Fabula opiera si¢ na znanej z oryginalu postaci Guslarza, ktéry, mimo ze zostat
zamordowany i pochowany na cmentarzu, jako upior dalej straszy mieszkancow
wsi. W historii odbiorca moze wcieli¢ sie w jedng z czterech postaci, by sprobowa¢
rozwigza¢ zagadke jego $mierci, oraz odkry¢, co (badz tez kto) powoduje strach
wsrod mieszkancow Witkomierza. Podczas rozgrywki gracz moze wcieli¢ sig
w jedng z czterech postaci: Konrado-Gustawa — parodystyczng wersje gtéwnego
bohatera z Mickiewiczowskich Dziadéw; Karoling Zann - wyksztalcong kobiete
z XIX wieku, ktdra nosi imie jednej z patronek projektu; Nowosilcowa — kolejna
posta¢ wzorowang na pierwowzorze; oraz Guslarke — znawczynie ludowej wiedzy
tajemne;j.

Dziady Kotyszki, ze wzgledu na swdj gatunek, posiadajg wszystkie klasyczne ce-
chy gamebookow. Skladaja si¢ one bowiem z pieciuset paragraféw potaczonych ze
sobg za pomoca hiperfacza, w ktorych w wiekszosci przypadkéw uzytkownik staje
przed wyborami majacymi wplyw na dalszg rozgrywke i fabule. Jak juz wspo-
mniatam wczeéniej, odbiorca wciela si¢ w jedng z wymienionych postaci, dzieki
ktdrej na koncu gry dociera do jednego z alternatywnych zakonczen (w Dziadach
czes¢ V... jest ich az kilkanascie). Element interaktywnego wyboru, a takze moz-
liwo$¢ wcielenia si¢ w dang postac (a co za tym idzie, réwniez odbieranie historii
z jej punktu widzenia), sprawiaja, Ze gra paragrafowa zwieksza poczucie immersji
oraz zatarcia granicy pomiedzy graczem a autorem. Wyjatkiem dla tych sytuacji sg
te fragmenty rozgrywki, w ktérych Mikofaj Kolyszko bezposrednio zwraca si¢ do
czytelnika, wyjasniajac najwazniejsze kwestie, czy tez informujac go o nadchodzg-
cym wyborze czy wydarzeniach. Przykladem takiej sytuacji moze by¢ fragment ze
wstepu gry:

Drogi czytelniku, masz teraz jedyna i niepowtarzalng okazje porozmawia¢ bezpo-
$rednio z samym wieszczem. Mozesz zada¢ jedno pytanie, ale nie biore odpowie-
dzialnosci za to, co ci odpowie.
« Co oznacza przedstawiona w trzeciej czesci Dziadow tajemna liczba czterdzie-
$ciicztery? > § 4
o Z czego to spowiadales si¢ w Paryzu, ze ksiagdz musial konsultowac si¢ az z pa-
piezem, by udzieli¢ ci rozgrzeszenia? > § 5
o Na serio musiales tak cisng¢ Stowackiemu po rodzicach w Dziadach? Koles
dopiero po tym ci¢ znienawidzil. Wcze$niej byt fanem! > § 6
o Serio? Naprawde musiale§ napisa¢ Pana Tadeusza trzynastozgloskowcem?
Wiesz, jak to sie teraz czyta!? > § 7 (Kolyszko 2021, 5. 18).
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Warto réowniez wspomnieé, Ze sama tematyka historii przedstawionej w ga-
mebooku nie nalezy do typowych dla gatunku. Bowiem Dziady Kolyszki podejmu-
ja sie zagadnien zwigzanych z kulturg ludowg, ich wierzeniami, a takze legendami
i mistycznymi stowianskimi opowie$ciami. Dlatego tez, wedlug odmiany Trescie-
go, paragraféwke mozna dopasowa¢ do typu gier mieszanych faczacych w sobie
elementy labiryntowe i fabularne. Z kategorii labiryntowych w analizowanym
gamebooku da si¢ wyr6zni¢ m.in. aspekty charakterystyczne dla gier planszowych,
czyli obecno$¢ mapy, kart postaci i zwigzane z nimi parametry majace znacze-
nie w wypadku walki. W przypadku Dziadéw... byly to Punkty Mocy, Asertyw-
nosci, Mendozy, czy tez Przejetej Energii, ktore wykorzystywane byly najczesciej
w celu otrzymania jakiej$ konkretnej informacji, przejscia do odpowiedniego
miejsca, badz walki w ostatecznej rozgrywce. Kwestig bezposrednio powigzana
ze wspomniang bitwa jest element losowy, ktory réwniez jest charakterystyczny
dla paragraféwek labiryntowych — u Kotyszki w przypadku drukowanej ksigzki
konieczne jest zastosowanie rzutu monetg, natomiast w wersji e-bookowej monete
mozna ,,zastapi¢ dowolng aplikacja mobilng emulujaca rzuty kosémi (na przyktad
RPG Simple Dice) i kazdy nieparzysty wynik wirtualnego rzutu traktowac jak orla,
a parzysty jak reszke” (Kotyszko 2021, s. 28). Z kolei elementem klasycznym dla
typu fabularnego gier paragrafowych w Dziadach... jest sama historia rozwia-
zania tajemniczej $mierci Guslarza opierajaca si¢ na decyzjach, ktdre ,,prowadza
opowies¢ do przodu”. W tym przypadku waznym zabiegiem jest rowniez narracja
w drugiej osobie liczby pojedynczej, ktora pozwala graczowi utozsamic si¢ z wy-
brang przez niego postacia podczas dokonywanych przez niego wyboréw. Wzmac-
nia ona takze wspomniang wyzej ,aktywnos¢ wyobrazeniows”, a takze stosowana
w gamebookach ,podwdjna perspektywe”, ktéra w zaleznosci od wykonywanych
czynnosci (np. czytanie, podejmowanie wybordéw, czy tez zapisywanie notatek),
moze wzmacnia¢ lub ostabia¢ angazowanie si¢ odbiorcy w historie.

Jako ze wspolczesna popkultura jest niejako ,odzwierciedleniem potrzeby
»kontynuacji uczestnictwa« w $wiatach przedstawionych” (Perzynska 2013), co
niewatpliwie jest widoczne w znaczacej popularnosci takich zjawisk jak sequel,
prequel, spin-off, crossover, remake, uwazam, ze ze wzgledu na swdj tytut oraz te-
matyke Dziady czes¢ V... réwniez mozna analizowa¢ pod wzgledem cech charak-
terystycznych dla sequelu. W przypadku tego dziela, paragraféwka Kotyszki fak-
tycznie jest reklamowana jako kontynuacja dzieta Mickiewicza - ,Kolejna czes§¢
bestsellerowego dzieta literackiego, ktdre poruszato (lub usypiato) cale pokolenial!
Teraz w nowej epickiej gamebookowej odslonie!” (Kotyszko 2021). Waznym ele-
mentem jest rowniez to Ze, tworca zadbat o kwesti¢ autorstwa dziala, bowiem nie
tylko przypisuje go sobie, ale réwniez graczowi (ktory decyduje o zakonczeniu),
jak i samemu Adamowi Mickiewiczowi, ktérego ,,duch” ukazuje si¢ zza grobu
Kolyszce i zleca napisanie dalszych wydarzen zwiazanych ze $miercig Guslarza.
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Jednak te re paragrafowg trudno jednoznacznie zaklasyfikowac do kategorii ,,kla-
sycznej kontynuacji” Dziadéw, bowiem nie posiada ona wspolnej konwencji z po-
przednimi cze$ciami — Mickiewiczowski dramat zostaje zastgpiony drugoosobo-
Wwa narracyjng proza, a o dalszych losach bohateréw decyduje odbiorca.

Ze wzgledu na swdj historyczno-kulturowy charakter gamebooka Kotyszki
niewatpliwie mozna réwniez zestawi¢ z kategorig pastiszu i parodii. Pigta czes¢
Dziadow jest twdrczoscig opartg na dziele kultury, ktére pozostanie powszechnie
znane, a takze wykorzystuje pewne zabiegi tekstu pierwotnego, takie jak np. po-
stacie (Nowosilcow, Konrado-Gustaw), sceny, charakterystyczne cechy czy relacje;
i dostosowuje je do wlasnych konkretnych potrzeb — usmiercenie Guslarza jako
watek napedzajacy historie i prowokujacy bohateréw do dziatania. Paragraféwka
réwniez nie wplywa na historie stworzona przez Mickiewicza — nie zmieniajg sie
oryginalne wydarzenia. Fabula natomiast skupia sie przede wszystkim na posta-
ciach drugoplanowych z oryginalu i kontynuuje ich losy wedtug uznania autora,
a takze posiadajacego decyzyjny glos odbiorcy. W grze pojawiaja sie nawet sami
autorzy, ktorzy prowadzg ze sobg dialogi, a takze trzy postacie, ktore noszg imio-
na patronow zbidrki projektu Kolyszki. W tym rozumieniu wydaje si¢ do$¢ jasne,
ze omawianemu gamebookowi zdecydowanie jest blizej do kategorii parodii niz
pastiszu. Wynika to przede wszystkim z faktu, Ze w rozumieniu Jamesona pastisz
powiazany jest z zanikiem indywidualizmu, powierzchownoscia, a takze bezre-
fleksyjnym nasladownictwem, co z mojej opinii, nie wystepuje w dziele Kotyszki.
Wrecz przeciwnie, Dziady... charakteryzuje w wiekszym stopniu czerpanie z dobr
literackich Mickiewicza i zestawianiu ich ze wspdtczesnymi realiami. Poprzez za-
stosowany przez autora gamebooka krytyczny dystans oraz wszechobecng ironie¢
w opowiadanej historii wzgledem pierwowzoru wytwarza sie tzw. ,,powtorzenie
z réznicy”. Dzigki czerpaniu z elementéw historycznych (legendy, wierzenia, a tak-
ze sama tworczo$¢ wieszcza) i zestawienie ich z terazniejszymi realiami (kwestia
réwnouprawnienia kobiet, uzywanie inkluzywnego jezyka) ,kolejna cze$¢” Dzia-
déw nabiera nowego znaczenia. Poprzez zmiang formy opowiadania, a takze czer-
panie z dobr literackich Mickiewicza, wspdlczesne dzieto nie tylko oddaje hotd
swojemu pierwowzorowi, ale i zostaje wzbogacone czgscig przesztosci.

Gra paragrafowa Kolyszki poprzez swoje umiejscowienie w dyskursie histo-
rycznym, przy jednoczesnym wykorzystaniu rozpoznawalnej fabuly, posiada
pewne cechy historiograficznej metapowiesci. ,,Jest to rodzaj powaznie ironicznej
parodii, ktéra osigga oba cele: interteksty historii i fikcji przybieraja réwnorzedny
(...) status w parodystycznym przeformowaniu tekstualnej przesziosci zaréwno
»$wiata, jak literatury” (Hutcheon 1991, s. 217). W tym znaczeniu intertekstual-
no$¢ gamebooka ,wymaga od czytelnika nie tylko rozpoznania utekstowionych
sladow literackiej i historycznej przeszlosci, ale takze swiadomosci tego, co dzie-
je sie — wskutek ironii - z tymi §ladami” (Hutcheon 1991, s. 220). Wazna w zwigzku
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z tym jest wiec autorefleksyjnos¢ u czytelnika. Ze wzgledu na aspiracje tworcy do
stworzenia kontynuacji Dziadow, gamebook posiada wiele parodystycznych ele-
mentow, najczesciej o podlozu intertekstualnym. Jednym z nich sg cytaty z wczes-
niejszych czesci cyklu dramatow, czego przykladem moze by¢ scena z poczatku
ksigzki, w ktdrej autor decyduje si¢ na odprawienie rytuatu, by przywota¢ ducha
samego Mickiewicza, wypowiadajac najprawdopodobniej najbardziej rozpozna-
walne stowa z Dziaddw czesci II:

Te pustke dzwickowa przerwatem stowami dobrze znanego, lecz w swoim ukrytym
znaczeniu przerazajacego i nierozumianego przez ogot zaklecia:

- Ciemno wszedzie, glucho wszedzie... - wyszeptalem z trudem przez $cisniete
ze strachu gardlo.

— ... co to bedzie, co to bedzie? — odpowiedziato mi co$ z odlegtej otchtani znaj-
dujacej sie za zwierciadtem (Kotyszko 2021, s. 15).

Intertekstualnym elementem sg réwniez aluzje w paragraféwce dotyczace po-
szczegblnych czesci dziata Mickiewicza, takie jak cheé¢ dokonczenia przez Ko-
tyszke pierwszej czesci Dziadéw (ktéra zostala wydana prawdopodobnie jako
nieukonczona, po $mierci autora), wyraznej niecheci wieszcza do Nowosilcowa
i Stowackiego, czy tez wyjasnienie znaczenia stynnej liczby ,,czterdziesci i cztery”.
Elementami o podlozu paratekstualnym sg z kolei m.in. wspomniany wcze$niej
wstep do ksigzki, w ktérym Kotyszko i Mickiewicz decyduja si¢ napisac czgs¢ pia-
ta, a takze wyjasniaja podstawowe reguly i zasady zwiazane z gra paragrafows, jak
i samg rozgrywka. Warto réwniez dodac, ze sam pelen tytut gry — Dziady czes¢ V.
Dziady, ktore nie spieprzajg — ma charakter paratekstualny, bowiem bezposrednio
odnosi si¢ do pozostalych czesci utworéw Mickiewicza. Natomiast elementy pa-
rodystyczne odnoszace si¢ do krytycznego dyskursu przy uzyciu ironii mozemy
dostrzec u Kotyszki m.in. przy charakterystyce niektdrych postaci. Staba strong
Karoliny Zann jest bowiem bycie , kobieta w dziewigtnastowiecznym Krolestwie
Polskim” oraz ,racjonalistkg (w dobie romantyzmu)”; oraz to, ze Konrado-Gustaw
»ma stabo$¢ do mezatek” (Kotyszko 2021, s. 23). Oprécz tego w dziele dochodzi
réwniez do transformacji stylistycznej (trawestacji), bowiem gamebook nie posiada
typowej dla Mickiewiczowskiego dramatu stylizacji.

W grze paragrafowej, oprocz aluzji i odniesien do samego dziefa pierwotnego,
pojawiajg sie rowniez nawigzania do elementow i tworczosci z kultury wspétczes-
nej (popularnej). W szczegdlnosci te wzmianki majg miejsce w rozmowach autora
z Mickiewiczem, w ktérych to wspominana jest m.in. parodystyczna XIIT Ksigga
Pana Tadeusza napisana przez Aleksandra Fredre. Kotyszko odnosi sie réwniez do
spopularyzowanej we wspolczesnej kulturze rywalizacji miedzy wieszczem a Ju-
liuszem Stowackim. Oprécz tego w jednej ze scen autor wykorzystuje wyszukiwar-
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ke Google w celu znalezienia informacji, a takze realizacja samej gry paragrafowej
w formie e-booka opatrzonego hiperlaczami podkresla wspolczesne przemiany
medialne. Zrealizowanie Dziadow Kolyszki w formie tgczacej wszystkie wymie-
nione wyzej elementy jest mozliwe miedzy innymi dzieki intermedialno$ci, ktéra
okresla zdolnos¢ przekazywania tresci w nowych mediach. Dzigki zastosowanej
literaturze sieci i powigzanym z nig hipertekstem odbiorca nie tylko obcuje z fa-
bulg, ale i jest osoba decyzyjna przy jej przebiegu poprzez interaktywne wybory
w gamebooku. Mozna wigc powiedzie¢, ze intermedialno$¢ pozwala na odkrycie
Dziadéw na nowo we wspoélczesnej kulturze, dzieki parodystycznemu i krytycz-
nemu zestawieniu klasycznego dziela z nowomedialnymi aspektami znanymi
z naszej obecnej codzienno$ci. Dzigki temu paragraféwka Kotyszki udowadnia,
ze postmodernistyczna $mier¢ podmiotu i indywidualno$ci nie ma miejsca w tym
przypadku kazdego tekstu. Autor nie tylko odnosi si¢ do przesztosci w sposdb re-
fleksyjny, ale i zestawia ja z elementami wspdtczesnymi, ktdre kreuja nowoczesna
forme opowiadania wzbogacona o historyczno-literackie kwestie dzigki zastoso-
waniu m.in. ,parodystycznej intertekstualnosci”.
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A gamebook enriched with the literary past - an
analysis of the paragraph game Dziady Czes¢ V.
Dziady, ktére nie spieprzajq by Mikotaj Kotyszko

Abstract

This article addresses issues showing the interconnectedness of the postmodern
categories of pastiche and parody in relation to gamebooks. The first part of the
text is a cross-section of the most important theoretical issues for the subsequent
analysis of the gamebooks, starting with the presentation of their definitions,
the most popular genres, and the basic division of such games. In relation to the
issue of gamebooks, I also draw attention to the increasing intermediality of
the contemporary works, as well as the importance of second-person narration.
I also mention the genre of art games and briefly cite the work of one of their
representatives, Anna Anthropy. I then discuss the postmodern categories of
pastiche and parody and what they mean in relation to the past-present relationship.
In the context of parody, I also mention Gérard Genette’s division of transtextual
references between works. All the above-mentioned issues will be referred to when
analysing the gamebook, which is a ‘semi-official” continuation of Mickiewicz’s
Dziady, combining a parodic take on folk culture with contemporary new media
elements.

Keywords: gamebooks, Dziady, pastiche, parody, Adam Mickiewicz, immersion
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Gry komputerowe jako szczegole zjawisko medialne i kulturowe stanowig powaz-
ne wyzwanie badawcze z trzech co najmniej powoddw. Pierwszym z nich jest fakt,
ze na poziomie najbardziej ogélnym funkcjonujg one zaréwno jako programy
komputerowe, teksty kultury, jak i gry, posiadajace reguly. Przygladanie sie kto-
rejkolwiek z tych warstw w odniesieniu do konkretnego, poddawanego analizie
przypadku uruchamia potencjalnie tradycje badawcze w spektrum ktérego roz-
pieto$¢ wyznaczajg odlegtosci miedzy takimi polami refleksji jak medioznawstwo,
narratologia, kulturowe aspekty gier i zabaw, semiotyka czy kognitywistka, de-
cyzje wiec o wyborze pozytecznej analitycznie ramy teoretycznej wymagaja nie
tylko ogromnych kompetencji, ale takze sporej badawczej odwagi i oryginalnosci
w stawianiu diagnoz, co stanowi drugi istotny powdd, dla ktérego podejmowanie
tego typu refleksji jest zadaniem wyjatkowo trudnym. Trzecim czynnikiem jest
ktopotliwa prawda o grach komputerowych, ktéra moze brzmie¢ nieco banalnie,
ale wydaje si¢ warta podkreslenia, poniewaz to wlasnie ona determinuje wysoki
stopien ryzyka zwigzanego z ich badaniem, a mianowicie to, iZ méwimy o zjawi-
sku zréznicowanym tak bardzo, ze z ogromnym trudem (o ile w ogole) poddaje si¢
ono pragmatycznej procedurze definiowania wlasnych konstytutywnych cech. To
z kolei w konsekwencji prowadzi do watpliwosci na temat mozliwosci méwienia
o samym zjawisku czegokolwiek w sposdb bezdyskusyjny.

Powyzsze uwagi stanowig wstep do rozwazan na temat ksigzki Joanny Pigulak,
ktéra w tomie Gra w film. Z zagadnien relacji miedzy filmem i grami wideo po-
dejmuje si¢ wyzwania polegajacego na tropieniu zaleznosci miedzy wspomniany-
mi w tytule mediami w trybie szeregu zréznicowanych perspektyw badawczych:
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od transmedialnosci poczynajac, poprzez filmoznawczy aparat analizy $rodkow
wyrazu i narratologie po kognistywistyke, groznawstwo i teori¢ VR. Systema-
tycznie poddajac analizie wplyw, jaki estetyka gier komputerowych wywiera
na wspolczesng kinematografie, przygladajac si¢ inkorporacjom dzwigkowych
i wizualnych elementéw jezyka filmu przez gry, podejmujac zagadnienie narra-
cji w aspektach czasowym i przestrzennym i wreszcie wprowadzajac kategorie
immersji jako tryb szczegdlnego przypadku odbioru tekstéw interaktywnych do
swoich rozwazan, Autorka z duza precyzja wskazuje silnie zréznicowane zrédia
ram teoretycznej refleksji, ktora prowadzi przez obszar intersujacych ja zagadnien,
w probie ustalenia charakteru relacji, jakie tworzg si¢ pomiedzy filmem a grami
komputerowymi. Mimo czestego siegania bo bogatych, adekwatnych i poznawczo
inspirujacych zrodet, lektura cato$ci recenzowanej pozycji systematycznie ujawnia
problem, ktdry lokuje sie na najbardziej ogélnym poziomie formatowania podje-
tego w ksigzce zagadnienia. W szerokiej ramie teoretycznej film i gry funkcjonu-
ja jako zrddla estetycznych i semiotycznych rozwigzan, ktdrych transfery sa nie
tylko mozliwe do przesledzenia, ale przede wszystkim mozliwe jest opisanie tych
procesow jako tekstotwdrczych, co samo w sobie nie jest zalozeniem kontrower-
syjnym, aczkolwiek staje nieco si¢ nieco problematyczne ze wzgledu na to, w jaki
sposob autorka postrzega charakter medium takiego jak gry wideo. Sg one miano-
wicie w ksigzce konsekwentnie okreslane jako rzeczywistos¢ wirtualna, przy czym
czasami okreslenie to funkcjonuje jako metafora, a czasami wydaje si¢ definiowac
podstawowe wlasnosci medium, co powoduje nie tylko czytelniczg dezorientacje
ale przede wszystkim jest zrodlem powtarzajacego sie paradoksu, wylaniajacego
sie przy probie konfrontacji teoretycznych zalozen z analityczng praktyka. Zanim
przyblize sposob funkcjonowania owego paradoksu, chciatabym pokrotce omowic¢
problematyczno$¢ utozsamiania gier wideo z rzeczywisto$cia wirtualng na pozio-
mie identyfikowania wlasnosci medium wyrazanych za pomocg poje¢ interaktyw-
nosci i immersji. To ostatnie pojecie, wywodzac si¢ z pola refleksji nad, wyjatko-
wym pod wzgledem statusu reprezentacji, sytuacji semiotycznej i komunikacyjnej,
teoretycznym modelem VR, wydaje si¢ funkcjonowac razem z wpisanym w siebie
zalozeniem, ze stosunek interaktywnosci do immersyjnosci ma charakter wprost
proporcjonalny, innymi stowy: z im bardziej interaktywnym srodowiskiem mamy
do czynienia, tym bardziej percypowana przez uzytkownika reprezentacja bedzie
generowala poczucie rzeczywistosci. Takie zalozenie jest mozliwe do utrzymania
tylko i wylacznie w odniesieniu do teoretycznego modelu rzeczywistosci wirtual-
nej, w ktérym znika ekran, interfejs, kodowanie, medialne srodki wyrazu i kom-
petencje zwigzane z ich odczytywaniem; w teoretycznym modelu VR uzytkownik
reaguje na reprezentacje jak na rzeczywistos¢, poniewaz wyglada i zachowuje si¢
ona jak rzeczywistos¢. Tylko w takiej hipotetycznej sytuacji stopien responsyw-
nosci systemu determinuje jego immersyjnos¢, przy kazdorazowej probie prze-
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szczepienia pojecia immersji na grunt faktycznie istniejacego medium, nalezy
zidentyfikowa¢ czynniki wplywajace na mozliwo$¢ postrzegania go w sposdb
transparenty, to znaczy okresli¢ progowe warunki automatycznego dekodowa-
nia, co autorka czyni na przestrzeni calej ksigzki w sposob bardzo pieczolowity
i przekonujacy, dajac tym samym pierwszy powod do powatpiewania w stuszno$é
okreslania gier mianem rzeczywistosci wirtualnej. O ile jednak ta warstwa para-
doksu ma charakter powierzchowny, to znaczy mozna z niego wybrna¢ uznajac, ze
okreslenie rzeczywisto$¢ wirtualna jest rozumiane metaforycznie, o tyle identyfi-
kacja mozliwoséci podejmowania dziatan w grze z intensyfikacja stanu zanurzenia
w reprezentacji jest nie tylko nieadekwatna w stosunku do specyfiki medialnej gier
komputerowych, ale staje si¢ przyczyng czytelniczej dezorientacji, poniewaz bar-
dzo kompetentne analizy poszczegdlnych gier, pojawiajace w kazdym rozdziale
ksigzki i stanowigce niewatpliwie najbardziej warto$ciowe jej fragmenty, nie wy-
trzymuja juz tego zalozenia, ujawniajac faktyczne wlasnosci omawianych przy-
padkow to znaczy fakt, ze mowa jest o grach, ktorych zasadniczg cechg jest to,
ze posiadajg reguly. Narracyjny czy fikcyjny poziom gier jest, jak twierdzi Jesper
Juul, jednym z dwoch kompatybilnie istniejacych w grach systeméw ttumacza-
cych doswiadczenie gracza i jego relacje z interaktywnym tekstem kultury. Dru-
gim oczywiscie sg reguly (Juul 2005). Badacz twierdzi takze, Ze mozna postrzegac
interaktywne reprezentacje jako fikcyjne $wiaty z zastrzezeniem jednak, ze gry
w wyjatkowy sposdb przejawiaja tendencje do prezentowania $wiatow, ktore nie
sg spdjne. To, ze reguly stanowig konstytutywny i jedyny chyba bezdyskusyjny
element gier (takze gier komputerowych) powoduje, zdaniem Juula, ze jako gracze
mozemy zaréwno wierzy¢ w fikcje, jak i w nig nie wierzy¢, przy czym 6w akt nie-
wiary nie pozostawia gracza w pustce zwatpienia, lecz moze wynikac¢ z ,,przekiero-
wania” jego uwagi na poziom regut (Juul 2005). Dziatania podejmowane w oparciu
o reguly nie przekltadajg si¢ na rozumienie ich rezultatow w trybie symbolicznym,
znajdujagcym swoje narracyjne uzasadnienie na poziomie reprezentacji, a zatem
nie przyczyniaja sie do zaistnienia immersji — wrecz przeciwnie kieruja uwage na
warstwe ludyczng cyfrowego obiektu. Oznacza to nie tylko, ze gracz §wiadom jest
ontologicznego statusu artefaktu, w ktéorym wchodzi w interakcje, ale takze wias-
nej pelnionej wzgledem niego funkcji decyzyjnego operatora, ktdry nie projektuje
wlasnej tozsamos$ci w reprezentowany $wiat, poniewaz dokonuje na nim mozli-
wych wewnatrz regut operacji, determinowanych celowoscig rozgrywki.

Autorka wykazuje wysoka $wiadomos¢ tych proceséw oraz charakteru rela-
cji, jakie wytwarzaja si¢ miedzy interaktywnym tekstem a jego uzytkownikiem
na poziomie tekstowej analizy, jak dzieje sie to na przyklad w opisie retrospekcji
interaktywnej w grze WiedZmin 3: Dziki Gon, kiedy to, jak pisze Pigulak: ,,Uzyt-
kownik przejmuje kontrole nad Ciri — staje si¢ ona jego alternatywnym awata-
rem podczas trwania retrospekcji (...) uzytkownik musi nauczy¢ si¢ kontrolowaé
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Ciri, a zatem na nowo przyswoi¢ zasady konstytuujace rozgrywke. (...) Dopiero
przyswojenie alternatywnych zasad umozliwia ponowna transgresje — poczucie
niezmediatyzowanego zanurzenia w wirtualng rzeczywisto$¢”. (Pigulak 2002,
s. 203-204). Uwzglednienie tego rodzaju doswiadczen, na ktére Autorka zwraca
uwage w analitycznych partiach ksigzki, jako elementu programowej poetyki wpi-
sanej w charakter medium, nie za$ jako incydentalnych zaburzen immersyjnego
doznania, wywolanego przez ,rzeczywistos¢ wirtualng” medialnej reprezentacji
w teoretycznej ramie calego wywodu podkreslitoby jego spojnos¢ i uczynitoby ar-
gumentacj¢ bardziej konsekwentna.

Przygladanie si¢ grom w perspektywie, by tak rzec, znaczeniotwérczej audio-
wizualno$ci, z pominieciem wlasnosci cyfrowych obiektéw czy preformatywnego
doswiadczenia interaktywnego tekstu nie pozwala w pelni opisa¢ praktyk z nim
zwigzanych oraz sposobéw powolywania go do istnienia, co znakomicie jest wi-
doczne w prezentowanych w ksigzce analizach, cho¢ poniekad stoi w sprzeczno-
$ci z licznymi deklaracjami jej wlasnej celowosci. Na poziomie przygladania sie
kulturowym interfejsom, z jakich korzystaja gry twierdzenie, Ze: ,Badanie gier
wideo wigze si¢ z poszukiwaniem nowych wymiaréw filmowego obrazowania
i tego wszystkiego, co film wytwarza w kulturze” (Pigulak 2022, s. 148), wydaje
sie mato kontrowersyjne, ale z pewnoscia nie jest wystarczajace nawet w odniesie-
niu do warstwy reprezentacji w konkretnej grze. Gry komputerowe, jak wszyst-
kie cyfrowe obiekty nie tylko remediuja wypracowane na gruncie innych mediéw
strategie kodowania, rozwigzania formalne czy estetyczne klisze, nie ogranicza-
jac sie tylko do obszaru kinematografii, ale takze — znéw jest to cecha cyfrowych
obiektow w ogole - remiksuja je w akcie tworzenia wtasnego jezyka. Wewnetrzna
polemiczno$¢ wywodu, ktdra nie jest wypowiedziana wprost, lecz w akcie lektury
calosci jest systematycznie odczuwalna, ujawnia si¢ takze wowczas, gdy z jednej
strony deklarowana teza wyraza sie zdaniem nastepujacym: ,Wydaje si¢ zatem, ze
wykorzystanie metod filmoznawczych w badaniu gier cyfrowych nie tylko moze
pomoc zbadad rozmaite inter- i transmedialne relacje, w ktore gry wideo wchodza
z filmem, ale réwniez okreéli¢, w jaki sposob tworcy stymuluja interakcje uzyt-
kownika z interaktywnym $rodowiskiem czy tez ksztattujg doswiadczenie immer-
sji” (Pigulak 2022, s. 161), z drugiej natomiast najbardziej inspirujace, oryginalne
i trafne jej fragmenty czerpig z refleksji poswieconej szczegolnej specyfice gier
komputerowych lub mediéw cyfrowych w ogéle. Na przyklad podrozdzial roz-
dziatu trzeciego zatytulowany ,,Przestrzen — symulowanie przestrzeni kinemato-
graficznych w grach wideo” nie tylko wprowadza pojecia nawigowalnosci i wirtu-
alnej kamery, ale takze znakomicie demonstruje ich operacyjno$¢, zastanawiagjace
jest jednak dlaczego refleksja ta czyniona jest w niejakiej roztacznosci z rozdzia-
fem drugim poswigconym wizualnym i dZwiekowym srodkom filmowego wyrazu
w grach wideo. Wydaje sie Ze powodem tej stabo uzasadnionej metodologicznie
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rozlacznosci jest brak kompatybilnosci omawianych fragmentéw w wymiarze
retorycznym: rozdzial drugi przekonuje, iz gry korzystaja ze strategii komunika-
cyjnych, wypracowanych na gruncie kina poniewaz tego rodzaju implantacje sa
wysoce skuteczne pod wzgledem narracyjnym, podrozdzial o symulowaniu prze-
strzeni kinematograficznych ukazuje natomiast skale modyfikowalnoséci owych
strategii oraz ich specyficzng dla gier funkcjonalno$¢. Podobnie fragment poswig-
cony horrorowi jako konwencji gatunkowej, wykorzystywanej w grach dobitnie
i przekonujaco ukazuje jak gry w typowy dla siebie, a tym samym odmienny od
tego co obserwujemy na gruncie mediéw, z ktorych zapozyczajg gatunkowe inter-
fejsy kulturowe, sposob generuja odczucie strachu i niepewnosci. Analizy zawarte
w tej czesci wyraznie ukazujg informacyjng gtoéwnie funkcje gatunkowych zapo-
zyczen, zrédlo generowania leku i niepewnosci wyraznie identyfikujac z mechani-
zmami pozbawiania gracza kontroli nad tekstem. Te ostanie uwagi moga postuzy¢
jako pretekst do wyrazenia opinii na temat calosci recenzowanego tekstu, ktory
w wymiarze retorycznym czy perswazyjnym stanowi¢ moze pretekst do polemik
(jak, pojawiajace si¢ w rozdziale pierwszym, omawiajacym wplyw gier wideo na
wspolczesng kinematografie, zdanie: ,,Rezyserzy kinematograficznych adaptacji
gier imitujg kluczowe dla do$wiadczenia rozgrywki wrazenie sprawczos$ci gracza
zarzadzajacego wirtualng przestrzenia, korzystajac z poetyk filmow akeji” (Pigu-
lak 2022, s. 63), natomiast we fragmentach analitycznych stanowi znakomitg eg-
zemplifikacje wyjatkowosci charakteru medialnego gier komputerowych. W kon-
tek$cie wspomnianych zastrzezen i pozytywnych wrazen z lektury ksigzki Joanny
Pigulak mozna wyrazi¢ pewien zal, ze Autorka nie zaufata wlasnej intuicji i talen-
tom analitycznym na tyle, by w oparciu o rzetelnie opisane doswiadczenia teksto-
we wyprowadzi¢ diagnoze uniwersalna, ktora uzyskalaby petnoprawny retoryczny
status, czynigc pozycje niewatpliwie warto$ciowa, cho¢ w wielu miejscach pole-
micznag, propozycja wrecz znakomita.
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Abstract

What is the relationship between computer games and cinema? Why computer
games tend to employ camera movement, shot-selection and framing similar to
that used in the cinema? To what extent, though, is it useful to look at games more
closely in the light of cinema? These are the central organising questions of Joanna
Pigulak’s 2022 monograph Gra w film. Z zagadnie# relacji miedzy filmem i grami
wideo. The book focuses very much on film-like quality of graphics and genres of
computer games and explores the extent to which the tools of film analysis can
be applied to them. The book argues persuasively that likeness between cinema
and games is the reason for calling games virtual reality, what makes the main
framework somewhat debatable. Pigulak’s great strength is in analysing fragments
of computer games and demonstrating how differences between cinema and
games are allowing for defining new qualities of interactive texts even when
fundamentally similar building blocks are involved.
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