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Studium pocitacovych her je mlada disciplina, ktera stale hleda svoji indentitu a metodologii a v
souvislosti s tim 1 odpovéd’ na otazku, ¢im jsou hry odlisné od ostatnich médii a v ¢em se jim
podobaji. Piednaska se na pocitacové hry zaméti z mnoha pohledd, jako jsou napt. formalni
analyza, herni design, literarni teorie, ludologie, kulturalni studia, medidlni teorie, politicka
ekonomie aj. Budeme postupovat od toho, jak hry funguji a nefunguji, k tomu, jaka je jejich pozice
v nasem zivot¢ a v nasi kultute. Pfiklady budou zahrnovat v§e od Pongu pfes ZX Spectrum a Amigu
az po Wii a World of Warcratft.

Ackoli se zminime o strategiich herniho designu, nejedné se o predmét, kde se studenti nauci
navrhovat hry, ackoli znalost média dobrému designu jist¢ napomuze. Jedna se o prufezovy
ptfedmét, proto budeme moci kazdému tématu vénovat pouze omezeny ¢as. Studenti ale dostanou
dostatek odkazii na literaturu a hry, aby se mohli hloubéji vénovat tomu, co je z hernich studii
zajima. Zakladnim orienta¢nim textem je brozura Pocitacové hry jako nové médium
(http://publication.fsv.cuni.cz/attachments/267_009%20-%20Svelch.pdf).

Vyuka bude probihat zhruba ve dvanacti devadesatiminutovych nebo $esti tithodinovych blocich (v
ptipadé vyuky ob tyden). Pfednaskova ¢ast se bude vénovat hram z urcité teoretické perspektivy.
Seminaf bude sestavat s diskuse, ukazek her a ptipadné projekce filmi (King Of Kong).

Jedna se o humanitni predmét, a proto od studentli nevyzaduji technické znalosti. Podminkou je
ovSem schopnost Cist teoretické texty v anglictin€, nebot’ to je jazyk hernich studii. Pro spésné
ukonceni pfedmétu se od studentd o¢ekava aktivni ucast, a vzhledem k tomu, ze budeme hovofit o
interaktivnim médiu, o¢ekava se interakce. Kdo ma pocitac-notebook ¢i GameBoy nebo Nintendo
DS/Sony PSP, necht’ je nosi s sebou. Na kazdou hodinu by si studenti m¢li pre€ist zadané materialy,
které budou k dispozici on-line (15-30 str.).

Kazdy/a student/ka splni tii tkoly:

1. anotaci historické hry, 2. kratkou analyzu (2-3 str.) jedné ze zadanych her, 3. esej na herni téma
(cca 8 str.) na zaklad¢é probirané literatury. Vysledné hodnoceni se zaklada predevsim na kvalité
eseje, s piihlédnutim ke kvalité dvou kratSich tkolu.

Nasleduje orientacni program pfedmétu a obsah jednotlivych blokd, véetné literatury.

1. Historie pocita¢ovych her a jejich studia

Kdo a jak piSe d&jiny pocitacovych her? Jaké jsou dominantni a “okrajové” ptibéhy hernich d¢jin?
Jak se 1i8i v riiznych zemich? Kdo vytvofil prvni hru? Jak se vyvijely herni Zanry, jak se vyvijela
technologie?

Kdy se zacali o hry zajimat akademici? “Temna doba” studia G¢inki. Odstfedivé tendence Espena
Aarsetha. Spor mezi ludology a naratology.

Donovan, T. 2010. Replay: The History of Video Games. Lewes: Yellow Ant.

Gettler, J. The First Video Game? <online: http://www.bnl.gov/bnlweb/history/higinbotham4.asp>

Williams, D. 2006. A Brief Social History Of Gameplay. In in Vorderer, P. — Bryant, J. (eds.)
Playing Video Games: Motives, Responses, and Consequences. New Jersey: Lawrence Erlbaum.
dmitriwilliams.com/WilliamsSocHist.doc

Levy, S. 1984. Hackers. New York: Double Day.


http://publication.fsv.cuni.cz/attachments/267_009%20-%20Svelch.pdf
http://www.bnl.gov/bnlweb/history/higinbotham4.asp

Poole, S. 2004. Trigger Happy. London: Fourth Estate.
Bogost, I. 2006. Comparative Video Game Criticism. In Games And Culture 2006 1:41.

Frasca, G. 2003. Ludologists love stories, too: notes from a debate that never took place. <online:
http://www.ludology.org/articles/Frasca_LevelUp2003.pdf, cit. 6. 8. 2007>

Hry: Spacewar!, Pong, Zork, Knight Lore, Super Mario Bros, 3D Death Chase, Doom, RuneScape,
Rom Check Fail.

2.Coje hra?

Hra jako aktivita a hra jako text. Klasické antropologické a psychologické studie Huizingy a
Cailloise. Magicky kruh. Dva ptistupy k tomu, jak vysvétlit, jak hry funguji. Teorie kybertextu.
Oddé¢leni pravidel a obsahu — soucasné paradigma hernich studii. Progrese versus emergence. Hra
jako transmedialni fenomén. Vztah k tradi¢énim médiim. Hra a narativita. Vlozeny versus vyvérajici
piib¢h. Temporalni charakteristika her.

Huizinga, J. 2000. Homo ludens: o puvodu kultury ve hie. Praha: Dauphin.

Caillois, R. 1998. Hry a lidé. Praha: Nakladatelstvi studia Ypsilon.

Bogost, I. 2009. Videogames Are A Mess.
http://www.bogost.com/writing/videogames are a mess.shtml

Juul, J. 2005. Half-Real: Video Games Between Real Rules and Fictional Worlds. Cambridge: The
MIT Press.

Aarseth, E. 1997. Cybertext: Perspectives on Ergodic Literature. Baltimore: The Johns Hopkins
University Press.

Jenkins, H. 2004. Game Design as Narrative Architecture in Wardrip-Fruin, N. — Pat Harrigan
(eds.) First Person: New Media as Story, Performance, Game. Cambridge: MIT Press.
http://web.mit.edu/cms/People/henry3/games&narrative.html.

Newman, J. 2004. Video Games. London: Routledge.

Hry: SimCity, Dwarf Fortress, Minecraft, Gun Mute, Loom, Rara Racer, Achievement Unlocked,
Rom Check Fail, Afterland, The \Void.

3. Herni mechanika a jeji interpretace

Jak analyzovat hry? Oddé€leni diegetické a extradiegetické vrstvy. Rizné pfistupy: model MDA
(mechanics — dynamics — aesthetics). Zanrové konvence. Ian Bogost a jeho “jednotkové operace” a
proceduralni rétorika. Ludické elementy a jejich motivace. Urovné interpretace her. Mimesis a

metafory v hernim designu. Vliv technologie na herni mechaniku.

Hunicke, M. et al. MDA: A Formal Approach to Game Design and Game Research (k dispozici
elektronicky).

Bogost, 1. 2006. Unit Operations. Cambridge: MIT Press.


http://www.bogost.com/writing/videogames_are_a_mess.shtml

Bogost, I. 2008. Persuasive Games. Cambridge: MIT Press.

Eskelinen, M. 2001. The Gaming Situation, in Game Studies 01/2001.
www.gamestudies.org/0101/eskelinen.

Lakoff, G. - Johnson, M. 2002. Metafory, kterymi Zijeme. Brno: Host.

Juul, J. 2007. A Certain Level of Abstraction. In Situated Play: DiIGRA 2007 Conference
Proceedings, Baba, A., ed. DiGRA Japan.

Friedman, T. 1999. Semiotics of Sim City.
http://www.firstmonday.org/issues/issue4 4/friedman/index.html

Sicart, M. 2008. Defining Game Mechanics in Game studies vol. 8, issue 2.
http://gamestudies.org/0802/articles/sicart

Benmergui, D.: Diskuse o tom, co to je experimentalni hrani na Ludomancy.com

Hry: Katamari Damacy, Princess Maker 2, Pong Out, Portal, Cursor*10, Deus Ex Machina, Police
Brutality, Scribblenauts, Shift.

4. Herni zazitek: vnoreni, avatary, interface
Teorie “vnofeni” (immersion): Janet Murray a jeji holopaluba, Tolkienovy nazory na fantastiku a
vnoteni do “sekundérnich svétl”. Interface jako zprosttedkovatel zaZitku a naraznik mezi hrd¢em a

hrou. Agence — pocit sily ovliviiovat stav herniho svéta. Co to je avatar a jaky jeho vztah k hraci.

Murray, J. 1999. Hamlet on the Holodeck: The Future of Narrative in Cyberspace. Cambridge: MIT
Press.

Tolkien, J.R.R. On fairy stories. http://brainstorm-services.com/wcu-2004/fairystories-tolkien.html
Csikszentmihalyi, M. 1991. Flow: The Psychology of Optimal Experience. Harper.
Fernandéz-Vara, C. 2008. Shaping Players Experience in Adventure Games. (nepublikovano)
Calleja, G. 2011. In-Game: From Immersion to Incorporation. Cambridge, MA: MIT Press.

Klevjer, R. 2008. Avatar. (disertace).
http://folk.uib.no/smkrk/docs/RuneKlevjer What%20is%20the%20Avatar finalprint.pdf

Hry: Wii Boxing, Drawn To Life, Typing Of The Dead, System Shock, Another World, Loom.
5. Hraci a tvarci

Ptistupy k hrani her. Bartlova typologie hract. Hard core (pafanstvi) a pfileZitostné hrani.
Podvadéni, pouzivani navodil. Performance a machinima.

Historie produkce her. Soucasné paradigma AAA titulii a indie her. Politicka ekonomie
pocitacovych her. Vztah herni technologie a obsahu. Enginy, licencovani, fran¢izy. Kontrola trhu.
Kdo jsou tvlirci videoher. Velké postavy a anonymni tymy. MMORPGs.



Bartle, R. 1996. Hearts, clubs, diamonds, spades: players who suit MUDs. Online:
http://www.mud.co.uk/richard/hcds.htm

Clanek o Everquest: http://news.bbc.co.uk/2/hi/science/nature/1899420.stm

Juul, J. 2009. A Casual Revolution. Cambridge: MIT Press.

Consalvo, M. 2009. Cheating: Gaining Advantage in Video Games. Cambridge: MIT Press.

Lowood, H. 2005. High Performance Play: The Making Of Machinima in Clarke, A. — Mitchell, G.
(eds.). Videogames and Art. Bristol: Intellect.

Chaplin, H. — Ruby, A. 2006. Smartbomb: The Quest for Art, Entertainment, and Big Bucks in the
Videogame Revolution. New York: Algonquin Books.

Kerr, A. 2006. The Business And Culture of Digital Games. London: Sage.

Film: King Of Kong: A Fistful Of Quarters.

6. Herni estetika, hry jako uméni, herni kultura

Estetika pocitacovych her. Ikonografie: svét z pixell. Realismus, iluze a spektakl. Remediace a
vzajemné ovliviiovani her a filmu. MiZe byt hra uméni? Diskuse Rogera Eberta a Clive Barkera.

Ambice hry jako média. Reprezentace, ideologie. Herni kultura v riiznych regionech svéta.

Lamoureux, M. 8-Bit Primitive: A Hommage to Atari 2600 in Compton, S. (ed.) 2004. Gamers.
New York: Soft Skull Press.

Tale of Tales. Overgames. http://www.tale-of-tales.com/tales/OverGames.html

Galloway, A. R. 2006. Gaming: Essays On Algorithmic Culture. Minneapolis: University Of
Minnesota Press.

Ebert, R. Game vs. Art.
http://rogerebert.suntimes.com/apps/pbcs.dll/article? AlD=/20070721/COMMENTARY/70721001

Rossignol, J. 2008. This Gaming Life. Digital Culture Books.

Kennedy, H. 2002. Lara Croft: Feminist Icon or Cyberbimbo. On the Limits of Textual Analysis, in
Game Studies 02/2002. http://www.gamestudies.org/0202/kennedy/ (k dispozici je i ¢esky pieklad)

Hry: Braid, Okami, Passage, Bioshock, Love, Today I Die.
Video: The Game Over Project. http://www.notsonoisy.com/gameover/index.html

7. Psychologie, u¢inky, kontroverze. Sociologie her, virtualni svéty a MMORPG.

Co s nami hry délaji? Neuspéch studia negativnich G€inkti nasilnych her. James Paul Gee, jeho
teorie sémiotickych domén a hra jako vzdélavaci zazitek.

Uryvky z knihy Grand Theft Childhood:
http://www.grandtheftchildhood.com/GTC/Excerpts/Excerpts.html



http://www.mud.co.uk/richard/hcds.htm
http://news.bbc.co.uk/2/hi/science/nature/1899420.stm
http://rogerebert.suntimes.com/apps/pbcs.dll/article?AID=/20070721/COMMENTARY/70721001
http://www.gamestudies.org/0202/kennedy/
http://www.notsonoisy.com/gameover/index.html
http://www.grandtheftchildhood.com/GTC/Excerpts/Excerpts.html

Gee, J. P. 2005. Why video games are good for your soul: pleasure and learning. Altona: Common
Ground Publishing.

Jenkins, H. Reality Bytes: Eight Myths About Video Games Debunked.
http://www.pbs.org/kcts/videogamerevolution/impact/myths.html

Lee, K. M. — Peng, W. 2006. What Do We Know About Social and Psychological Effects of
Computer Games? A Comprehensive Review of the Current Literature in Vorderer, P. — Jennings, B.
(eds.) 2006) Playing Video Games: Motives, Responses and Consequences. New Jersey: Laurence
Erlbaum.

Zajimavé Clanky z oblasti psychologického vyzkumu her:

http://www.theonion.com/content/video/are violent video games

Video Games Conditioning For Real Life. http://www.newscientist.com/article/dn16493-video-
game-conditioning-spills-over-into-real-life.html

Humans think diferent when told they are playing against a human.
http://arstechnica.com/science/news/2009/02/humans-think-different-when-told-theyre-playing-a-
human.ars

Film: Spencer Halpin's Moral Kombat. Klip World of World of Warcraft z theonion.com.

Hry: Super Columbine Massacre RPG, Dungeoneer, Doom, Quarantine, Grand Theft Auto IV,
Noggin Knockers 2.

Dalsi informacni zdroje:
Kotaku.com
RockPaperShotgun.com
Gamasutra
GameStudies.org
DiGRA

eLudamos

TIGSource
Ludomancy.com
casopis Edge

Game Design Advance
Zero Punctuation (série videorecenzi na hry)

Dalsi zajimavé ¢lanky:

Debaty o délce
http://www.rockpapershotgun.com/2010/08/18/size-doesnt-matter-day/#more-36276

James L a jeho pojem ,, breakspace *
http://gamedesignadvance.com/?p=1997
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