Contents
Introduction 5

“You Must Gather Your Party Before Venturing Forth”: Why Did

Computer Games From Around 2000 Become So Important in Po-
land? 9
Stanislaw Krawczyk

Grotesque Realism and Carnality:Bakhtinian Inspirations in Video
Game Studies 27
Tomasz Z. Majkowski

The Cluster Worlds of Imagination: The Analysis of Collage Tech-
nique in Games by Amanita Design 45
Justyna Janik

Negotiating a Glitch: Identifying and Using Glitches in Video Games

with Microtransactions 55
Jan Svelch

Potential of Games in the Field of Urban Planning 71
Eszter Toth

Tetris and Gamification in Marketing Communication 91

Zdenko Mago

Narratives of spectatorship: E-sports in Poland 109
Mateusz Felczak



