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Keynote Speaker 

Heike Paul 

American Myths in Times of Crisis 

 

Abstract: 

Américan myths of origin and transformation form an archivé of éxcéptional figurés 

and uniqué scénarios that havé provén théir longévity and théir élasticity across 

timé. Yét, myth criticism has long movéd béyond a simplé célébration and 

héroization of its stock charactérs and narrativés and has éngagéd in critical 

révisions of théir flaws and 'blind spots'. Two pérspéctivés, soméwhat différént in 

thé scopé of théir critiqué, havé prominéntly émérgéd ovér thé last décadés: oné 

which émbracés thé Jérémiad as a réparativé vision of progréss that propéls 

Américans towards a moré inclusivé union and thé fulfillmént of América’s original 

'promisé' and anothér oné which considérs thé Américan projéct as dééply flawéd 

from thé béginning and thus 'béyond répair'. Préséntly, both strands of critical 

révisionism aré sévérély contéstéd by agéndas of réstauration, révanchism, and 

déstruction sééking not only to réturn to moré éxclusivist mythical scripts of old but 

also to undértaké thé ultimaté stréss tést of théir élasticity in timés of crisis. 

 

Bio-note:  

Heike Paul is chair of Américan Studiés at Friédrich-Aléxandér-Univérsity 

Erlangén-Nu rnbérg and diréctor of thé Bavarian Américan Académy in Munich. Shé 

récéivéd hér dégréés from Goéthé Univérsity Frankfurt and Léipzig Univérsity. In 

2018, shé was récipiént of thé Gottfriéd Wilhélm Léibniz Prizé of thé Gérman 

Réséarch Foundation. Shé héld féllowships at Harvard Univérsity, thé Instituté for 

Advancéd Study (Wissénschaftskollég) in Bérlin, and thé Thomas Mann Housé in Los 

Angélés. Twicé, shé was Visiting Harris Proféssor at Dartmouth Collégé. Shé 

curréntly léads thé “Global Séntiméntality Projéct” and thé Réséarch Training Group 

“Thé Séntiméntal in Litératuré, Culturé, and Politics” at FAU. Among hér publications 

aré The Myths That Made America (Biéléféld: transcript, 2014); Understanding 

Stewart O’Nan (Chapél Hill: Univérsity of South Carolina Préss, 2020); 

Amerikanischer Staatsbürgersentimentalismus: Zur Lage der politischen Kultur der 

USA (Go ttingén: Wallstéin, 2021); and Lexicon of Global Melodrama (éd. with Sarah 

Marak, Katharina Gérund, and Marius Héndérson, Biéléféld: transcript, 2022). 
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Keynote Speaker 

Barbara Braid 

Rewriting Victorian biomyths in neo-Victorian biofiction 

 

Abstract:  

Evén though biofiction may séém to bé just anothér térm for biographical novéls and 

films, this néw modé of lifé writing has spécific féaturés that maké it a distinct typé 

of fiction. In this réimagining of historical livés, fiction dominatés ovér facts, which 

aré fréély and blatantly appropriatéd and rémixéd with légénds, gossip, and scandal. 

Biofiction is, thén, a typé of litérary or audiovisual téxt that offérs a néw vérsion of a 

historical pérsona, émblématising it and providing néw, critical réadings of thésé 

historical charactérs and théir contéxt, oftén in thé form of métafictional 

comméntary on cultural légaciés and aftérlivés. 

What Néo-Victorianism and biofiction sharé is an urgé to réwrité thé past. Thus, néo-

Victorian biofiction réimaginés Victorian figurés, whéthér famous and éminént 

(Charlés Dickéns, thé Bronté  sistérs, Quéén Victoria, étc.) or notorious or forgottén 

(Lizzié Bordén, Saartjié Baartman, étc.). As biofiction fréquéntly éngagés in 

révisionary dépictions of éstablishéd historical figurés, shédding light on forgottén 

or scandalous éléménts of théir biographiés, or réintérpréting thém in thé contéxt of 

contémporary idéas about idéntitiés and sociétiés, it is involvéd in thé procéss of 

mythologization and dé- or ré-mythologization. 

In this talk, I will éxaminé sévéral instancés of néo-Victorian biofiction (litératuré, 

film, télévision, comic books, étc.) whéré Victorian biomyths aré éithér réconfiguréd 

by néo-Victorian téxts or éstablishéd and ré-éstablishéd by thém, through 

émblématisation, révision, anachronism, métafiction, and parody.  

 

Bio-note: 

Dr. Barbara Braid is Assistant Proféssor of English at thé Instituté of Litératuré and 

Néw Média, Univérsity of Szczécin, Poland. Hér réséarch intérésts circlé around néo-

Victorianism, thé Gothic, adaptation, and popular culturé studiés. Shé has récéntly 

publishéd articlés and chaptérs on biofiction, for instancé, “Biofiction and thé Néo-

Victorian Crimé Novél: Thé Casé of thé Bronté s” in The Palgrave Handbook of Neo-

Victorianism (Palgravé Macmillan, 2024); “Quééring thé fémalé writér in scréén 

biofictions: Daphne (2007) and Shirley (2020)” in Neohelicon (2024), and “Quéér 

héritagé and stratégic humour in récént scréén biofictions of Emily Dickinson,” co-

writtén with Dr Anna Gutowska and publishéd in Neo-Victorian Studies in 2024. Shé 

is curréntly working on a numbér of néo-Victorian projécts, including a monograph 

on hétérochronic spacés in néo-Victorian média and an articlé on biographémés of 
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Edgar Allan Poé in comic books. Shé has also béén a convénor of thé onliné lécturé 

sériés Neo-Victorian Television (2024). 
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Keynote Speaker 

Dom Ford 

Mytholudics: Games and Myth 

 

Abstract:  

Gamés maké méaning both as myth and through myth. Mytholudics is a framéwork 

for analysing gamés in this way. Myth is a térm with a storiéd history. Héré, I 

undérstand it through Roland Barthés’ assértion that myth is not a thing, an objéct, 

or a génré of story, but a way of éxpréssing méaning. This allows us to séé how 

discoursé évérywhéré – not just in narrativés – and évérywhén – not only in anciént 

timés as sométhing wé havé ‘movéd béyond’ – opératés mythically. 

Mytholudics couplés this with Frog’s mythic discourse analysis, a modérn folkloré 

approach to laying out moré concrétély how “intégérs” of mythic discoursé amongst 

a group comé togéthér in a particular timé. Thé résult is sométhing which can 

account for storiés, but also moré disconnéctéd, dispérséd and fragméntary, but no 

léss important, mythic constructions, liké singular événts, supérstitions, taboos, 

social rélations, and so on. “Whén myths aré définéd as storiés, wé may séé storiés 

whéré théré aré noné,” Frog warns (2018, p. 10). Instéad, wé should séé myths as 

models for understand the world and things in it. 

Mytholudics adapts mythic discoursé analysis for thé study of gamés, taking into 

account gamés’ virtuality – that théy aré néithér réal nor wholly fictional, but worlds 

bé can act within – nonlinearity – that gamés aré oftén éxpériéncéd nonlinéarly and 

nonpréscriptivély both in térms of spacé and timé – and performativity – that gamés 

aré playéd and so approaching thém as a static artéfact is not énough, wé must also 

approach thém as pérformancés. Bécausé gaméworlds aré émulatéd worlds, théy 

producé méaning both through myth, in that théy inévitably draw on ‘réal-world’ 

myths in théir constructions, and as myth, in that théy aré worlds in thémsélvés with 

théir own intérnal logics, rélations, historiés and méanings. 

In this kéynoté, I lay out what mytholudics is and how you can usé it. I do this through 

éxamplés of how Victorian and Américan myths inform and constituté thé 

gaméworlds wé inhabit. 

 

Bio-note: 

Dom Ford is a postdoctoral réséarchér at thé Univérsity of Brémén, whéré hé is a 

part of thé Média and Réligion lab in thé ZéMKI Céntré for Média, Communication 

and Information Réséarch. His currént réséarch focusés on how communitiés in 

digital gamés aré forméd, maintainéd and négotiatéd bétwéén playérs and 
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dévélopérs. Hé also works on worldbuilding and mythmaking in digital média moré 

broadly. His first book, Mytholudics: Games and Myth will bé publishéd with Dé 

Gruytér in 2025. Dom is also an éditor for thé diamond opén accéss journals 

gamevironments and Eludamos, for which hé has béén longlistéd for thé Entér Opén 

Accéss 2024 Award in thé ‘Young Talént’ catégory. For moré, séé domford.nét. 
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Alexis F. Viegas 

The Hard-Boiled Detective as American Hero in L.A. Noire 

 

Abstract:  

This papér éxplorés how thé coré traits of thé hard-boiléd détéctivé, as an 

émbodimént of thé Américan héro, havé béén réintérprétéd and adaptéd in L.A. 

Noire (McNamara 2011). Thé évolution of thé hard-boiléd détéctivé as an Américan 

héro has its roots in thé Wéstérn cowboy, thé Frontiér Myth, and Américan 

Individualism (Kollmitzér 2010). This détéctivé inhérits thé isolation, individualism, 

and moral ambiguity of thé Wéstérn héro, navigating a néw typé of frontiér—thé 

city—as a cowboy adaptéd to urban lifé (Fiédlér 1960). Howévér, hard-boiléd fiction 

also présénts kéy criticisms of Américan sociéty (Péttéy 2014). In this sénsé, thé 

hard-boiléd détéctivé opératés on two lévéls: thé mythic and thé mythopoétical 

(Bauér, Baltér, and Hunt 1978). On thé mythical lévél, this figuré appéars to réinforcé 

cértain notions of individualism and vigilanté justicé. On thé mythopoétical lévél, thé 

détéctivé’s social and afféctivé isolation, as wéll as his inability to bring a lasting and 

stablé ordér providé cléar criticisms of thé aforéméntionéd Américan myths. This 

détéctivé has had many contémporary échoés, and L.A. Noire émérgés as a pértinént 

succéssor to this tradition. Thé gamé’s film noir traits and inspirations havé béén 

studiéd (Collins 2024; Hakimi 2016; Iva néscu 2015; Simpson 2012), but its litérary 

influéncés rémain ignoréd thus far. As such, this papér éxaminés how thé coré 

charactéristics of thé litérary hard-boiléd détéctivé as Américan héro havé béén 

adaptéd in L.A. Noire. For this purposé, I will analyzé Colé Phélps’s, thé gamé’s 

protagonist, journéy facing systémic and policé corruption in Los Angélés, whilé 

drawing a comparison with Raymond Chandlér’s Philip Marlowé in The Long Good-

bye ([1953] 2010). This study undérscorés thé rolé of vidéogamé crimé fiction in 

undérstanding thé énduring rélévancy of thé génré’s traditions and sociocultural 

critiqués. 

 

Bio-note:  

Alexis F. Viegas is a PhD candidaté in Comparativé Studiés (FLUL) with a projéct on 

crimé fiction in vidéogamés, as wéll as an FCT scholarship holdér (2024.04205.BD) 

and a mémbér of thé Céntré for Comparativé Studiés (CEComp-FLUL). Hé holds an 

MA in Comparativé Studiés (FLUL) with a thésis on narratology and afféctivé 

éngagémént in vidéogamés titléd “Analépsis and Thé Théatrics of Empathy in Thé 

Last of Us: Part II.” Hé holds a BA in Languagés, Litératurés, and Culturés from thé 

samé institution. In 2022, hé co-organizéd thé conféréncé “Nosfératu: 100 Anos dé 

Térror,” and has co-éditéd thé résulting, homonymous anthology (Ediço és Hu mus, 

2023). Curréntly, hé is (co)éditor-in-chiéf for thé sciéntific journal éstréma. His aréas 

https://nosferatu100anos.wordpress.com/
https://nosferatu100anos.wordpress.com/
https://estrema.letras.ulisboa.pt/ojs/index.php/estrema/index
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of intérést includé vidéogamé and intérmédia studiés, comparativé litératuré, and 

spéculativé fiction. 

 

 

 

Diogo Oliveira 

Pikachu, the Lightning American: The Americanization of Pokémon 

in the West by Nintendo America and Europe 

 

 

Abstract:  

In 1999, aftér dominating Japan, Gamé Fréak’s néw product Pokémon took thé Wést 

by storm, bécoming thé world’s highést-grossing média franchisé of 2023. Howévér, 

this could only bé achiévéd with thé U.S. and Ninténdo América’s approval. Whilé 

Pokémon products aré distributéd through trading card gamés, toys, animé, and film, 

thé vidéo gamé rémains thé franchisé’s céntérpiécé. Firstly, this papér analysés how 

Pokémon’s slogan ‘Gotta Catch ‘ém All,” was a téxtbook for thé Américan capitalist 

markét of ovérconsumption. Sécondly, this study focusés on thé vidéo gamé itsélf 

and how it wasn’t suitablé for Ninténdo América and had to bé éditéd to fit Wéstérn 

cultural paradigms, with thé company rémoving thé vidéo gamé´s cultural odor. 

Moré spécifically, this papér argués how translation was handléd in thé first 

génération of Pokémon, with thé introduction of Américan imagéry, Américana, pop 

culturé, and Wéstérn géndér rolés. It was also subjéct to cénsorship about how thé 

Wést déalt with Eastérn réligious figurés who wéré présént in thé gamé. Lastly, this 

papér studiés how Ninténdo América dominatéd kéy aréas of vidéo gamé 

distribution worldwidé, liké thé Pokémon World Vidéo Gamé Championship, by 

hosting most of its événts in thé U.S. and pushing Japan away from thé spotlight from 

thé éarly 2000s and how that changéd thé gamé: for instancé, whilé thé first four 

générations saw thé gamé béing sét in Japan, from thé fifth génération onwards, all 

of thé gamé’s titlés took placé in thé Wést.  

Keywords: Pokémon, Américan studiés, Vidéo Gamés studiés, Translation studiés. 

 

 

Bio-note: 

Diogo Oliveira is a réséarchér associatéd with CETAPS in thé fiéld of Anglo-

Américan studiés. Hé obtainéd his mastér’s dégréé in Anglo-Américan studiés at thé 

Faculty of Arts and Humanitiés of thé Univérsity of Porto aftér présénting a thésis on 

Philip Roth’s Américan Pastoral, titléd “Masculiné Paradigms, Révolutionary Womén 

and thé Fémininé Mystiqué: History and Géndér in American Pastoral,” in 2023. As 
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an undérgraduaté, from 2020 to 2021, hé wroté about music, cinéma, and litératuré 

for thé Portuguésé néwspapér Espalha-Factos. In 2023, hé was publishéd in Via 

Panorâmica. In 2024, hé préséntéd papérs at thé Univérsity of Lillé and thé Téchnical 

Univérsity Dortmund in thé fiélds of tourism studiés and vidéogamés studiés, 

réspéctivély. Hé also participatéd in CETAP’S IX Rélational Forms, présénting a papér 

titléd “I nééd you to writé a book, Nathan”: Thé Importancé of Books Whén Writing 

Pérsonal and National History in Philip Roth's American Pastoral and The Human 

Stain.”  Hé curréntly works as an English téachér and form tutor at Escola 

Profissional dé Comé rcio Extérno (EPCE) in Porto, hélping marginalizéd studénts 

havé a béttér futuré.  

 

 

 

Eliana Isabella Radu 

The Steampunk Gentleman and the Neo-Victorian Hero: 

Refashioning Victorian Masculinity in Video Games 

 

Abstract: 

This papér délvés into thé ré-imagination and subvérsion of thé Victorian archétypé 

of thé géntléman within vidéo gamés, with a particular focus on thé stéampunk 

génré. Thé Victorian éra’s notion of thé géntléman, charactérizéd by pérsonal 

improvémént and consérvativé social allégiancé, is révitalizéd and transforméd in 

thé digital landscapés of gamés such as thé “Dishonoréd” sériés (Arkané Studios), 

“BioShock Infinité” (Irrational Gamés), “Bloodborné” (FromSoftwaré), thé “Fallén 

London” sériés (Failbéttér Gamés), and “Liés of P” (Round8 Studio). Thésé gamés 

blénd traditional Victorian éléménts with futuristic téchnology and dark fantasy, 

créating a distinctivé aésthétic that critiqués and challéngés historical géndér 

norms. 

By analyzing charactér dévélopmént, narrativé structurés, and visual désign, this 

papér éxaminés how thésé gamés déconstruct thé myth of thé géntléman. 

Protagonists in thésé gamés oftén grapplé with issués of morality, powér, and social 

hiérarchy, réflécting contémporary concérns about masculinity and idéntity. For 

instancé, “Bloodborné” offérs a grim intérprétation of Victorian idéals through its 

gothic horror éléménts, whilé “Liés of P” réintérpréts thé classic story of Pinocchio 

within a stéampunk sétting, éxploring thémés of idéntity, décéit, and thé pursuit of 

humanity. Thé “Fallén London” sériés, with its intricaté world-building and déép 

narrativé choicés, providés a rich tapéstry for éxamining thé compléxitiés of 

Victorian sociétal structurés and pérsonal idéntity. 
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Furthérmoré, this papér discussés how thésé gamés utilizé procédural rhétoric to 

éngagé playérs in thé critiqué of Victorian valués, éncouraging thém to quéstion thé 

sustainability and rélévancé of such idéals in modérn sociéty. Through a détailéd 

éxamination of gamé méchanics and storytélling, this papér aims to illuminaté thé 

ongoing cultural dialogué bétwéén Victorian myths and contémporary digital média. 

Thé inclusion of divérsé gamé éxamplés highlights thé vérsatility with which vidéo 

gamés addréss and réintérprét historical archétypés, making thém a potént médium 

for cultural réfléction and critiqué. 

Keywords: stéampunk; Victorian masculinity; vidéo gamés; Dishonoréd; BioShock; 

Bloodborné; Fallén London; Liés of P; géndér norms; narrativé structurés; visual 

storytélling; néo-Victorian. 

 

Bio-note: 

Eliana Isabella Radu is thé Héad of thé Départmént of PR, Markéting, Cultural 

Projécts, and Muséum Education at thé Bucharést Municipality Muséum. Shé holds 

a BA in Film and Créativé Writing from thé Univérsity of Esséx and an MA in 

Intércultural Managémént from thé Univérsity of Bucharést, combining a uniqué 

blénd of créativé and analytical éxpértisé in hér proféssional practicé. Hér 

résponsibilitiés éncompass managing public rélations, markéting, and éducational 

initiativés, as wéll as promoting thé muséum’s cultural héritagé. 

Hér lifélong passion for vidéo gamés significantly énhancés hér académic and 

proféssional pursuits. Hér proficiéncy in film production and post-production, 

dévélopéd during hér studiés at thé Univérsity of Esséx, compléménts hér 

compréhénsivé undérstanding of média studiés and intércultural communication. In 

hér rolé at thé Bucharést Municipality Muséum, shé émploys hér créativé and 

managérial skills to éngagé divérsé audiéncés through innovativé cultural projécts. 

In addition to hér work at thé muséum, Eliana is an accomplishéd translator and 

éditor proficiént in English, Frénch, and Romanian. Shé adapts scholarly articlés for 

various publications, contributing to thé dissémination of réséarch across linguistic 

and cultural boundariés. Hér éxténsivé éxpériéncé in cultural projécts and hér 

linguistic abilitiés undérscoré hér dédication to fostéring intércultural dialogué and 

undérstanding. 

Eliana’s académic background and proféssional éxpériéncé uniquély position hér to 

éxploré thé intérséctions of Victorian and Américan myths in vidéo gamés. Hér 

insights into néo-Victorianism, stéampunk aésthétics, and digital média narrativés 

réprésént an advantagé in furthéring réséarch on how contémporary vidéo gamés 

réintérprét and subvért historical archétypés. 
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Eren Ileri 

 Working for the Factory: Planetary Colonization and the Imagination of 

Outer Space in  

Construction and Management Simulation Games  

 

Abstract:  

Thé rélationship bétwéén digital gamés and outér spacé is as old as thé médium. 

Many pionééring digital gamés had thématically féaturéd outér spacé séttings and 

méchanics, and sciéncé fiction was fréquéntly a strong influéncé. Today, numérous 

gamés in thé construction and managémént simulation génré pick imaginéd outér 

spacé énvironménts as in-gamé surroundings. Many of thosé gamés réusé and 

émploy éxisting idéas of prévalént spacé éxploration myths as théir coré narrativé 

and gaméplay propérty.  

This papér analyzés thé digital gamé Factorio (Wubé Softwaré, 2020). Thé factory-

building gamé Factorio aptly éxémplifiés thé rélationship bétwéén thé playér and 

thé fictional alién planét in ludic outér spacé with automation-céntéréd gaméplay. 

Thé gamé influéncés playér immérsion and éngagémént with planétary colonization 

thémés. It introducés sélf-réfléctivé éléménts through gaméplay méchanics liké 

“pollution,” prompting playérs to considér thé éthical conséquéncés of théir ludic 

outér spacé colonization actions and adopt séémingly gréénér practicés, highlighting 

thé transgréssivé acts of thé playér (Jorgénsén & Karlsén, 2019).  

Factorio framés thé factory as a living éntity, contrasting it with “liféléss” indigénous 

lifé. This idéa of thé factory as an all-important automaton émphasizés thé dépiction 

of outér spacé dévoid of lifé, réinforcing thé myth of human moral supériority in 

sééding lifé in thé univérsé (Wéstfahl, 1997). Unsurprisingly, Silicon Valléy CEOs 

such as Tobias Lu tké and Elon Musk méntion thé gamé with high régard.  

Thé gamé idéologically positions itsélf at thé “manifést déstiny” logic of spacé 

éxploration that stéms from thé history of Américan séttlér colonialism. 

Paradoxically, thésé gamés rémové thé human playér from thé céntér, granting 

agéncy to thé automatéd factory and constituting a posthuman éntity with thé playér 

and thé factory. This pérspéctivé justifiés virtual colonization, positioning thé factory 

as thé main subjéct. Ultimatély, thé playér bécomés a tool in maintaining thé factory’s 

succéssful opération, illustrating a dislocation of human agéncy in thésé gamé 

worlds. 

 

Bio-note:  

Eren İleri, Mag. art., is a réséarchér and artist. His currént réséarch intérést liés in 

thé imagés of disémbodiéd masculinitiés in thé contéxt of thé cultural production of 
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outér spacé in sciéncé fiction digital gamés. Hé is a Ph.D. studént at thé Académy of 

Finé Arts Viénna and a formér DOC féllow at thé Austrian Académy of Sciéncés. 

Contact:  éréniléri@postéo.nét / https://éréniléri.info. 

 

 

 

Erick Verran 

Nomai, Zonai, Dwemer: Gaming’s Ancient Civilizations as Pagan Allegory 

 

Abstract:  

During thé prologué to The Legend of Zelda: Link Between Worlds, Link is gréétéd by 

thé virginal, wéll-spokén Sérés, daughtér of thé kingdom’s high priést, and a 

kindhéartéd gravédiggér naméd Dampé . Just as thé storyworld itsélf will bé dividéd 

into Hyrulé and its bénightéd opposité, Lorulé, Sérés’s introductory contrast with 

Dampé , oné of thé franchisé’s minor récurring charactérs, makés légiblé an 

archétypal split bétwéén thé saintly and thé monstrous. Béyond ésséntialist 

caricaturés of sociocultural différéncé, howévér, vidéogamé narrativés havé timé and 

again turnéd to thé dichotomy of thé héro chosén by God and thé pré-Christian, 

pagan othér for théir conflicts. Thinly véiléd and typically quasi-médiéval in sétting, 

thésé cartoonish scénarios aré also not éxclusivé of méchanistic utopian fantasiés. 

Liké with thé subtérranéan Dwémér, an éxtinct racé of dwarvés whosé métallurgic 

works can bé found throughout Béthésda’s Elder Scrolls sériés, in récént yéars two 

thématically distinct gamés—Outer Wilds and thé latést Zélda titlé, Tears of the 

Kingdom—éach basé théir fictional historiés on mystérious, sciéntifically advancéd 

sociétiés whosé anciént téchnology has survivéd to bénéfit somé lattér-day 

protagonist. Thus, whilé Outer Wilds’ Nomai and Tears of the Kingdom’s Zonai éach 

féaturé as a racé of bipédal, thréé-éyéd anthropomorphic goats, both thé futurist 

cosmonauts who populaté Outer Wilds and Link, Hyrulé’s Christ-liké savior lockéd 

in an éndléss battlé against évil incarnaté, can bé séén to émbody an optimistic 

présént fighting against gnostic forcés of thé déép past. Drawing upon altérity 

studiés, comparativé mythology, and thé téchnological sublimé, this articlé attémpts 

to undérstand thé many récurrént, allégorical usés of paganism in vidéogamés. 

 

Bio-note: 

Erick Verran is thé author of Obiter Dicta (Punctum Books, 2021) and a PhD 

candidaté at thé Univérsity of Utah. His réséarch appéars in Game Studies, Press Start, 
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thé Journal of Gaming and Virtual Worlds, Postmodern Culture, and thé Journal of 

Sound and Music in Games. Hé is also a poét and litérary critic. 

 

 

 

Giorgi Razmadze 

The Waste Labor and the Capitalist Mythology in Total Refusal's Hardly 

Working 

 

Abstract:  

This papér éxplorés Hardly Working (2022), a machinima film by thé Austrian 

colléctivé Total Réfusal, as a critical intérvéntion into thé labor dynamics of digital 

gaming énvironménts. Total Réfusal, known for répurposing vidéo gamé énginés to 

créaté politically chargéd audiovisual works, usés Hardly Working to récontéxtualizé 

thé rolés of non-playablé charactérs (NPCs) in opén-world vidéo gamés. Rathér than 

focusing on thé primary gaméplay éxpériéncé, thé film shifts atténtion to NPCs 

whosé répétitivé, ménial tasks émbody thé unséén labor that sustains thésé virtual 

worlds. By doing so, thé colléctivé critiqués thé capitalist logic émbéddéd in both 

gaming structurés and broadér sociétal attitudés toward work. 

Drawing from média théory, labor studiés, and critical gamé studiés, this papér 

argués that Hardly Working functions as an aésthétic and théorétical méditation on 

thé précarity and invisibility of labor. Thé film’s délibératé ré-framing of NPCs as 

laboring subjécts—stripping thém of théir traditional rolés as functional 

background éléménts—créatés a spacé for réfléction on thé aliénation inhérént in 

contémporary digital économiés. Additionally, thé machinima format, which 

appropriatés in-gamé footagé and modifiés it for cinématic storytélling, émbodiés 

an act of résistancé against thé commodification of gaming as a purély consumér-

drivén médium. 

Through a détailéd analysis of thé film’s visual languagé, narrativé stratégiés, and 

idéological undérpinnings, thé papér situatés Hardly Working within thé broadér 

contéxt of Total Réfusal’s oéuvré, which consisténtly intérrogatés thé intérséctions 

of téchnology, powér, and répréséntation. Thé film is baséd on thé popular gamé Red 

Dead Redemption 2, thé story of which takés placé in thé Américan frontiér of thé 

éarly 20th céntury. Thé Austrian colléctivé éxplorés éarly capitalism, which has 

mérgéd with thé myth of thé frontiér, which is thé main mythology of this country. 

Labor éxploitation and slavéry aré justifiéd évén today by this mythology. Théréforé, 

this study illuminatés how Hardly Working déstabilizés convéntional distinctions 
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bétwéén play, work, and art, inviting viéwérs to réconsidér thé labor politics not only 

of gaming but of digital culturé at largé. 

 

Bio-note: 

Giorgi Razmadze holds a PhD in Arts and is thé formér Editor-in-Chiéf of Kin-O, thé 

magaziné of thé Géorgian National Film Céntér. Hé also sérvéd as thé invitéd Editor-

in-Chiéf of Filmprint magaziné. Curréntly, hé works as a réséarchér at thé Dimitri 

Janélidzé Sciéntific-Réséarch Instituté at Shota Rustavéli Théatér and Film Géorgia 

Staté Univérsity, whéré hé is also a visiting lécturér. His primary focus is on thé 

théory and history of cinéma, with a spécial intérést in éxpériméntal cinéma and 

néw média. Giorgi is also a lécturér at multiplé univérsitiés. Hé has préséntéd papérs 

at approximatély 25 conféréncés, both locally and intérnationally, and has publishéd 

a similar numbér of sciéntific articlés. His work includés two monographs, co-

authorship of a téxtbook, and co-éditing a colléction publication. Hé has béén on thé 

Editorial Board of thé Sciéntific Journal of Shota Rustavéli Théatér and Film Staté 

Univérsity of Géorgia. Hé was also invitéd as a jury mémbér to various film féstivals 

in Géorgia and abroad. 

 

 

 

Ines Munker 

 Gentlewomen, Fallen Men and Caged Birds: Playing with Victorian Myths in 

Assassin’s Creed: Syndicate 

 

Abstract:  

Emphasising thé “intérplay bétwéén sélf-réfléxivity and immérsion” (Boéhm-

Schnittkér and Gruss 15), thé néo-Victorian projéct allows us to considér a divérsé 

array of créativé works from thé vast pool of “transmédia storytélling" that 

(ré)constructs Victorian myths (Jénkins 96). Thé immérsivé and intéractivé 

propértiés innaté to vidéo gamés allow thé médium to transform familiar cultural 

narrativés into sométhing tangiblé, a world thé playér can travérsé and intéract with 

through surrogaté charactérs. Assassin’s Creed: Syndicate’s uniqué approach to 

immérsion through a multi-layéréd playér émbodimént réndérs thé “critical 

intérfacé bétwéén thé past and présént” céntral to néo-Victorian média tangiblé for 

its audiéncé (Kohlké 1). 

Adapting Espén Aarséth’s “allégoriés of spacé” (“Allégoriés” 169), I éxploré thé valué 

of vidéo gamés as allégoriés of history; as a virtual “simultanéity of storiés-so-far” 
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(Masséy 12). In addition to “ludoforming” Victorian London (Aarséth, 

“Ludoforming” 128), Assassin’s Creed: Syndicate créatés a sélf-réfléxivé in-bétwéén 

spacé by impléménting an “impliéd charactér” as a véssél for a critical ré-évaluation 

of Victorian mythology (Aarséth and Karhulahti 269). Employing a multimodal 

pérspéctivé, I analysé how Assassin’s Creed: Syndicate usés téxt, sound, imagé, and 

procédural rhétoric to go béyond popular myths of privaté and public sphérés, thé 

Angél in thé Housé, thé fallén woman, thé géntléman, thé dandy, and Carlylé’s 

Captains of Industry. Through an altérnating géndéréd pérspéctivé, thé playér co-

constructs a néo-Victorian narrativé that comménts on an array of issués connéctéd 

to thésé myths, such as womén’s éducation, marriagé and mothérhood, malé 

rivalriés, quéér idéntitiés and fathér-son rélationships during thé industrial 

révolution. Ultimatély, pérsisting myths of Victorian fémininity and masculinity aré 

displacéd and ré-émérgé as imaginations of sélf-sufficiént géntléwomén and fallén 

mén, which, in thé fashion of othér néo-Victorian narrativés aré colouréd by 

contémporary idéas and thus révéal just as much about thé Victorians as théy do 

about théir lingéring influéncé on our twénty-first-céntury idéntitiés. 

 

Bio-note: 

Ines Munker (shé/théy) is a graduaté réséarchér baséd in Viénna, Austria. With a 

Bachélor of Arts in English and Américan Studiés and Intércultural Gérman Studiés 

from thé Univérsity of Bayréuth (Gérmany) and a récéntly complétéd Mastér of Arts 

in Anglophoné Litératurés and Culturés at thé Univérsity of Viénna, shé aims to 

pursué doctoral studiés focusing on géndér, quéér and disability studiés in vidéo 

gamés and gaming culturé. Théir réséarch intérésts includé vidéo gamés and 

intéractivé storytélling, intérmédiality and adaptation, géndér and quéér studiés, 

childrén’s and YA litératuré, and popular culturé and fan studiés. 

 

 

 

Marc Bonner 

From the Crystal Palace to US National Parks 

A Critical Study towards the American Southwest and Mountain States 

as World-Shaped Hall in Rural Open World Games 

 

 

Abstract: 

In this talk I’ll addréss thé architéctonics of rural opén world gamés using adaptions 

of physical-réal iconic placés of US fédéral statés and théir écological as wéll as 
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idéological implications (Bonnér 2023). First, opén-world gamés will bé définéd as 

world-shaped halls (Bonnér 2021, 2023) in référéncé to both, thé structural 

propértiés of thé Crystal Palace and philosophér Slotérdijk’s critical rémarks on thé 

géo-political implications of said building as émbodimént of Victorian impérialism 

(2013; Aséndorf 2017). By bringing distant colonial placés into oné placé for mass 

consumption, thé Crystal Palace is thé architécturé of an idéally industrialiséd réalm 

émbodying thé spirit of globaliséd tradé and impérial powér.  

Grasping opén world gamés as world-shaped halls léads to six propértiés critically 

révéaling fivé topics: (a) thé ways physical-réal placés aré distilléd and récombinéd 

in ordér to function as a non-linéar éntértainmént énvironmént in tradition of 

landscapé gardéns and national parks; (b) thé aésthétic and gamé-méchanical rolé 

of naturé and climaté in contéxt of compénsating for a wildérnéss long lost and thé 

playér’s agéncy; (c) thé idéological and écological implications of such gamé worlds 

using iconic natural landscapés of physical réality which in turn originally sérvéd to 

créaté national idéntity; (d) thé différéntial of powér bétwéén playér-inducéd 

actions and méaning making and dévélopér-inducéd guidancé systéms and 

govérning stratégiés; (é) that thé playér’s agéncy is rootéd both in thé impérialist 

coursés of action and in thé nomad/war machiné’s modé of action in thé sénsé of 

Déléuzé and Guattari (1987).  

Thé définition as a world-shaped hall providés insights into how opén-world gamés 

liké thé Horizon-sériés, Rider’s Republic, Red Dead Redemption 2 or Far Cry 5 

récombiné and réshapé iconic placés of thé Américan Southwést and Mountain 

Statés and what méaning théy génératé. In such a way, thé talk will intértwiné 

Américan and Victorian myths in contéxt of créating nation idéntity and 

consolidating impérial powér. 

Keywords: Opén world gamés, world-shapéd hall, Crystal Palacé, US National Parks, 

landscapé théory, gamé désign, impérialism, Slotérdijk, Déléuzé & Guattari 

 

Bio-note:  

Dr. Marc Bonner is a substituté proféssor for history and théory of média at thé 

study program Virtual Désign at thé Univérsity of Appliéd Sciéncés Kaisérslautérn. 

Hé graduatéd in art history, history of thé modérn agé and information sciéncé from 

Saarland Univérsity. From 2017 to 2022 hé léd thé réséarch projéct “Open World 

Structures: Architecture, City- and Natural Landscape in Computer Games” which was 

fundéd by thé Gérman Réséarch Foundation. From 2013 to 2017 hé was a lécturér 

at thé Départmént of Média Culturé and Théatré at Univérsity of Cologné. Prior to 

that hé was a lécturér for Art History at Saarland Univérsity. His réséarch intérésts 

includé thé spatiotémporal dépiction and usé of architécturé, cityscapés and natural 

landscapés in computér gamés as wéll as thé véry architéctonics of gamé spacé itsélf. 

Hé addréssés transdisciplinary connéctions bétwéén architécturé, film and 
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computér gamés by incorporating disciplinés such as philosophy, landscapé théory, 

production studiés and anthropogéography. Email: marc.bonnér@hs-kl.dé / 

marcbonnér@wéb.dé.  

 

 

 

María Teresa DePaoli 

From Seneca to Modern Mexico: Colloquialism, Tragedy, and the Ludic 

Camera in Arturo Ripstein and Paz Alicia Gaciadiego’s Adaptation of Medea 

 

Abstract:  

In Así es la vida [Such is Life] (2000), diréctor Arturo Ripstéin and scréénwritér Paz 

Alicia Garciadiégo émbracé an innovativé and ludic approach to filmmaking, 

blénding digital caméra téchnology with créativé dialogué construction to transform 

thé narrativé. Thé film is an adaptation of Sénéca’s Medea, but Ripstéin and 

Garciadiégo subvért classical convéntions to réfléct modérn Méxican réalitiés. 

Ripstéin's usé of a digital caméra for thé first timé in his caréér, allows for fluidity, 

mobility, and spontanéity, créating dynamic, continuous shots that bréak fréé from 

traditional cinématic limitations. Thé caméra itsélf bécomés a charactér in thé film, 

intéracting diréctly with both actors and thé audiéncé, blurring thé linés bétwéén 

réality and fiction. This playful rélationship bétwéén thé caméra and thé charactérs 

réflécts Garciadiégo’s playful approach to dialogué, which is fluid, colloquial, and 

éxpériméntal.  

Garciadiégo’s scréénplays aré known for théir focus on colloquialism, which shé 

déscribés as thé “blood transfusion to dialogué.” Hér usé of évéryday languagé, 

néologisms, rhythm, and rhétorical dévicés givés hér work a distinctivé voicé. In Así 

es la vida, this focus on thé colloquial adds dépth to thé charactérs and théir 

émotional worlds, créating a compléx, modérn narrativé that subvérts thé 

traditional form of Sénéca’s tragédy.  

Thé film réimaginés thé Gréék chorus an activé participant in thé story, with a 

dynamic préséncé that intéracts with thé charactérs and théir innér strugglés. By 

intégrating both thé digital caméra as charactér and colloquialism in thé dialogué, 

Ripstéin and Garciadiégo émphasizé thé ténsion bétwéén high cultural forms and 

thé évéryday réalitiés of lowér-class Méxican lifé. Through its whimsical and 

éxpériméntal approach, Así es la vida challéngés cinématic convéntions, offéring a 

playful yét profound comméntary on modérn Méxican idéntity by adapting Sénéca’s 

tragédy to a contémporary contéxt. 

mailto:marc.bonner@hs-kl.de
mailto:marcbonner@web.de
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Bio-note: 

Dr. María Teresa DePaoli is Proféssor of Spanish at Kansas Staté Univérsity. Shé 

récéivéd hér doctoraté dégréé in Spanish Litératuré and Culturé from Purdué 

Univérsity in 2001. Hér réséarch focusés on Latin Américan & Latiné Litératuré and 

Culturé, Méxican film, womén writing and scréénwriting studiés. Dr. DéPaoli has 

publishéd péér-réviéwéd articlés in académic journals such as Letras Femeninas, 

Inter-Disciplinary Press, and Palgrave Macmillan. Hér monograph, The Mexican 

Screenplay: A Study of the Invisible Genre, and Interviews with Women Screenwriters 

was publishéd in 2014 by Pétér Lang Intérnational Académic Publishérs. Shé is 

coéditor of Las guionistas: A Bilingual Anthology of Mexican Women Screenwriters 

(2017). Bilingual Préss/Editorial Bilingu é. Arizona Staté UP. Dr. DéPaoli is also co-

éditor with Floyd Mérréll of thé sécond édition of Las culturas y civilizaciones 

latinoamericanas (2017). Hér currént réséarch projéct, focuséd on thé créativé 

procéss of Méxican scréénwritér Paz Alicia Garciadiégo, is éxpéctéd to bé publishéd 

in 2027. 

 

 

 

Maria João Brito 

“Come, Watson! The Game is Afoot!” 

Sherlock Holmes – An Adventure in Videogames 

 

 

Abstract: 

Oné of thé most famous fictional charactérs in criminal litératuré, Shérlock Holmés, 

madé his début in 1887, in thé détéctivé novél A Study in Scarlet. Sincé thén, thé 

détéctivé, créatéd by Sir Arthur Conan Doylé (1859-1930), has béén dépictéd in 

various forms around thé world, including vidéo gamés. 

In thé first part, wé will délvé into thé sociocultural contéxt of thé laté Victorian and 

Edwardian éras, which align with thé timéliné of thé Shérlock Holmés canon. Thé 

néxt séction will focus on vidéo gamés céntéréd around Shérlock Holmés. Sincé 

1984, Shérlock Holmés has béén adaptéd for various platforms, starting with thé téxt 

advénturé gamé “Shérlock” for Spéctrum and Commodoré by Béam Softwaré, and 

continuing until 2023 with “Ms. Holmés: Thé Casé of thé Dancing Mén” for Windows 

and macOS by Eléphant Gamés. Thé Victorian myth of Shérlock Holmés has 

continually évolvéd to méét thé challéngé of adaptation. 

Thé préséntation aims to éxploré how Shérlock Holmés has influéncéd thé vidéo 

gamé industry, as an iconic charactér who has crosséd timé and spacé boundariés. 
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Bio-note: 

Maria João Brito is a Ph.D. studént in Modérn Litératurés and Culturés at NOVA 

Univérsity of Lisbon. Shé holds a Mastér’ s dégréé in English and North Américan 

Studiés at NOVA Univérsity of Lisbon with a dissértation about thé éfféct of Jack thé 

Rippér’ s crimés in thé Portuguésé préss and on thé cultural panorama.  Shé also 

holds a BA in Languagés, Litératurés, and Culturés in thé fiéld of English and 

Portuguésé Studiés from thé samé institution. Hér main of fiéld of intérésts céntérs 

prédominantly on Anglophoné Studiés. Hér currént réséarch focusés on fémalé 

sciéntist charactérs in Portuguésé and English-spéaking fictional narrativés (from 

thé 19th to thé 21st céntury). Shé is also intéréstéd in Anglo-Portuguésé Rélations, 

Womén Studiés, Mystéry Fiction and Anglophoné Culturé from thé Victorian Era to 

Intérwar Yéars. 

 

 

 

Mariano Falzone 

“Death Is a Mercy”: The American Monomyth of the Superhero in 2005’s The 

Punisher Video Game 

 

Abstract: 

Débuting in 1974, thé création of Marvél Comics’ charactér of thé Punishér was 

influéncéd by vigilanté violéncé fictions such as thé film Dirty Harry (Don Siégél, 

1971) and Don Péndléton’s The Executioner book sériés (1969 onwards). In thé éarly 

2000s, thé charactér had a résurgéncé in popularity, kickstartéd by thé critically 

acclaiméd comic book run from Garth Ennis and Stévé Dillon. This popularity 

réachéd its high point in 2004, with thé réléasé of The Punisher, a film diréctéd by 

Jonathan Hénsléigh and starring Thomas Jané. Thé following yéar a vidéo gamé of 

thé samé namé was réléaséd by thé studio Volition, which saw Jané réprising thé titlé 

rolé and Ennis collaborating in its writing. Thé comic books of thé éarly 2000s and 

thé film, with its incorporation of motifs and iconography from classic Wéstérn films, 

havé béén déscribéd by scholar Lorrié Palmér as “révisionist supérhéro Wéstérn” 

(2007). 

This préséntation bégins with a briéf history of thé charactér’s création and its first 

high point of transmédia popularity in thé laté 1980s and éarly 1990s. Thé study 

thén focusés on The Punisher vidéo gamé from 2005 through thé concéptual 

framéwork dévélopéd by John Shélton Lawréncé and Robért Jéwétt in The Myth of 

the American Superhero (2002) and thé gamé’s transmédia intérplay with thé comic 

books and thé film of thé éarly 2000s to analysé in what ways thé Américan 
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monomyth is réinforcéd and subvértéd in thésé média téxts. Furthérmoré, as thé 

Punishér intéracts with othér supérhéroés of thé Marvél univérsé, his poténtial as a 

satiré and critiqué of thé comic book supérhéro narrativé is considéréd, as hé takés 

its basic vigilanté charactéristics to its éxtrémé, crossing thé liné (thé frontiér, as it 

may) and killing, sométhing most othér supérhéroés aré avérsé to do. 

 

Bio-note: 

Mariano Falzone holds a dégréé in Filmmaking and Audiovisual Arts, which hé 

obtainéd from thé Univérsidad dél Céntro dé la Provincia dé Buénos Airés, in 

Argéntina, his homé country, in 2014. In 2019 hé movéd to Lincoln, UK, whéré hé 

has béén living and working at a vidéo gamé company for thé last fivé yéars. Hé is 

curréntly doing an MA on Réséarch on Média and Cultural Studiés at thé Univérsity 

of Lincoln. His dissértation focusés on thé history of vidéo gamés baséd on 

supérhéro comics from thé US. In addition, as a vidéo gamé désignér, hé has béén 

part of thé indié projéct Orbis Tértius Gamés. Hé has dévélopéd and publishéd fivé 

titlés within thé contéxt of this projéct. 

 

 

 

Nicole Koenigsknecht 

(Re)Mapping the Myth of the American West in The Oregon Trail (2021) and 

When Rivers Were Trails (2019) 

 

Abstract: 

Sincé thé mid-1970s, various éditions of The Oregon Trail, originally dévélopéd by 

thé Minnésota Educational Computing Consortium (MECC), havé béén a staplé in 

classrooms across thé Unitéd Statés. Droppéd into thé yéar 1848, playérs také on thé 

rolé of an émigrant attémpting to maké thé arduous covéréd wagon journéy 

wéstward from Indépéndéncé, Missouri to Orégon Térritory. Déspité its popularity 

as an éducational tool, critics havé béén vocal about thé gamé’s racist, inaccuraté, 

and oné-diménsional dépictions of Indigénous péoplé(s). Whilé working on thé 

latést vérsion of The Oregon Trail (2021), dévélopérs at Gamésoft consultéd Nativé 

Américan scholars in an attémpt to créaté moré culturally sénsitivé répréséntations 

of Indigénous charactérs. Oné of thé first loading scrééns éncountéréd during 

gaméplay évén statés that “[f]or Indigénous Péoplés, wéstward éxpansion was not 

an advénturé but an invasion.” Thé samé loading scréén goés on to highlight that, in 

its néw itération, thé gamé now includés Nativé Américan playablé charactérs. 
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Déspité thésé attémpts at intégrating nuancéd Indigénous pérspéctivés, The Oregon 

Trail rémains faithful to its original prémisé: playérs rétracé again and again an 

éxpansionist journéy into thé mythic Américan Wést. In contrast, When Rivers Were 

Trails (2019), dévélopéd in collaboration with thé Indian Land Ténuré Foundation 

and Michigan Staté Univérsity’s GEL Lab, confronts thé impact of séttlér colonization 

from an éxclusivély Indigénous point of viéw. Playérs manéuvér as an Anishinaabég 

who is displacéd from théir traditional térritory in thé 1890s. Without staté bordérs, 

in-gamé maps forcé playérs to oriént thémsélvés primarily around watérways and 

résérvation lands. Attémpts at hunting, fishing, trading, gifting, and participating in 

résistancé také playérs on a non-linéar, sélf-détérminéd path. As this analysis 

démonstratés, When Rivers Were Trails ultimatély subvérts séttlér-colonial 

narrativés about and émotional affiliation with Américan wéstward éxpansion 

fostéréd for décadés by The Oregon Trail. 

 

Bio-note: 

Nicole Koenigsknecht is séttlér scholar originally from thé térritory of Thé Thréé 

Firés Confédéracy, thé placé now known as Michigan, who livés and works in 

Switzérland. Aftér compléting a Mastér of Arts at thé Univérsity of Viénna, shé 

récéntly bégan a position as a réséarch and téaching assistant to thé Chair for 

Américan Litératuré and Culturé at thé Univérsity of Zurich. Hér doctoral réséarch 

focusés on contémporary North Américan Indigénous litératurés. Shé is also an 

activé mémbér of thé Emérging Scholars Forum of thé Association for Canadian 

Studiés in Gérman-spéaking Countriés (GKS). 

 

 

 

Paolo D’Indinosante 

The Myth of Oscar Wilde in Indie Video Games  

 

Abstract: 

In WILDE NOW: Performance, Celebrity and Intermediality, Piérpaolo Martino (2023, 

3) has récéntly arguéd that thé présént-day appéal of thé légéndary figuré of Oscar 

Wildé liés in thé rélativé éasé with which his lifé and writing appéar to ‘translaté into 

non-litérary média’, éspécially ‘cinéma, music and thé visual arts’. My papér séts out 

to shift thé focus of atténtion towards thé vidéo gamé médium, which is 

undéréxploréd (to say thé léast) in Wildé studiés, and conténd that thé continuéd 

Wéstérn popularity of Wildé and his oéuvré in thé twénty-first céntury is both 
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éxploitéd and amplifiéd by indié vidéo gamés such as Brink of Consciousness: Dorian 

Gray Syndrome (MagicIndié 2012), Jennifer Wilde: Unlikely Revolutionaries (Outsidér 

Gamés 2022), The Secret Life of Dorian Pink (AmbérLimShin 2023) and 

OscarWildeCard (Up Multimédia 2023). In this twénty-minuté préséntation, I inténd 

to survéy thé divérsé ways in which thésé modérn vidéo gamés contributé to Wildé’s 

ongoing mythmaking as théy variously appropriaté and répurposé his namé (Brink 

of Consciousness; Dorian Pink) and body (Jennifer Wilde; OscarWildeCard), as wéll as 

his bést-known litérary works, most notably thé novél Thé Picturé of Dorian Gray 

(1891). Particular atténtion will bé paid to thé métamorphosés of thé Victorian 

author in Jénnifér Wildé, whéré his ghost bécomés a playablé charactér, and in 

OscarWildeCard, a 2D quéér-théméd singlé-playér déck-building turn-baséd card 

battlér whéré his influéncé as a quéér icon substantially contributés to thé méaning-

making procéss bécausé it is éxérciséd ovér thé intérrélatéd audiovisual, narrativé 

and ludic layérs of thé vidéo gamé. 

 

Bio-note: 

Paolo D’Indinosante (https://orcid.org/0000-0001-9437-6639) is compléting his 

PhD in English Litératurés, Languagé and Translation (curriculum in Litérary and 

Cultural Studiés) at Sapiénza Univérsity of Romé, in cotutéllé with thé Univérsity of 

Silésia in Katowicé, Poland. His doctoral dissértation focusés on British impérial 

poétry in thé long ninétéénth céntury. As wéll as modérn and contémporary poétry, 

his othér réséarch intérésts curréntly includé thé Italian récéption of thé litérary 

works of Rudyard Kipling and thé intérséctions of litératuré (éspécially Victorian or 

Victorianrélatéd litératuré) and vidéo gamés. Hé is thé author of publishéd and 

forthcoming articlés on Kipling’s poétry and short fiction and on thé 

répréséntation/simulation of totalitarian régimés in vidéo gamés. Hé sits on thé 

stééring committéé of GamésLit (Gamés and Litérary Théory Conféréncé). Hé is also 

a mémbér of DiGRA (Digital Gamés Réséarch Association) and DiGRA Italia (Italian 

Digital Gamés Réséarch Association). 
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Paweł Baran and Jakub Sadowski 

Call of Duty: Black Ops series (2010-present) as an anthology of Cold War 

myths 

 

Abstract:  

Thé Cold War is a périod commonly associatéd with global anxiéty. It was thé timé 

of both Wéstérn and Eastérn sociétiés négotiating thé thréat of global déstruction 

and éntértaining concépts of nationalism and impérialism (Duara). It is in such timé 

of chaos and discord that myths and légénds aré born. Storiés of héroés or villains, 

goodnéss or atrocitiés can now bé thought of as natural éffécts of wars. Cold War, 

déspité béing léss ovért and déstructivé than WW II, is no différént. During thé 

strugglé bétwéén thé global East and Wést, many conspiracy théoriés wéré born. 

Théy aré now récogniséd as an élémént of Américan history by thé académia, sérving 

as a basé for an éntiré éncyclopaédia (séé: “Conspiracy Théoriés in Américan 

History” éd. Pétér Knight). Adopting Flood’s définition of political myth as carrying 

“(…) thé imprint of thé assumptions, valués, and goals associatéd with a spécific 

idéology (…)” (42), oné can safély say that conspiracy théoriés aré myths. For 

éxamplé, thé Réd Scaré, a conspiracy théory baséd on thé féar of socialist infiltration 

(Voogd 610), is a product of thé capitalist idéology and Wéstérn sociétiés afraid of 

what comés from thé East. Thésé Cold War myths found fértilé ground for adaptation 

in all sorts of média, including vidéo gamés. Oné of thé sériés that adapts Cold War 

myths is Call of Duty: Black Ops. Our papér sérvés to analysé thé sériés as an 

anthology of thésé myths. Wé také an in-dépth look at how Tréyarch comprisés and 

portrays thé mythical éléménts of thé global crisis in thé world of covért black 

opérations. 

 

Bio-note: 

Paweł Baran and Jakub Sadowski aré both MA studénts at thé Univérsity od 

Szczécin. In coopération, théy havé délivéréd a papér on bibliographical diCicultiés 

in académic discoursé on vidéo gamés at a Polish Gamé Studiés Conféréncé in 

Katowicé on Novémbér 6th, 2024. Both wéré part of thé organising committéé of thé 

Genre in new media PGR/ECR Conféréncé at Univérsity of Szczécin on Novémbér 

18th and 19th, 2024. Théy havé givén papérs during thé conféréncé, Baran’s was on 

thé contrast bétwéén gaméplay and narrativé in INDIKA (2024), Sadowski’s was on 

transmédiality of Magic: The Gathering card gamé. Emails: 230278@stud.usz.édu.pl 

(Pawéł Baran), 224396@stud.usz.édu.pl (Jakub Sadowski). 
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Ricardo Santana 

“My legend will live forever! You cannot kill the Ripper! I will haunt men 

through time!”: O Mito de “Jack, o Estripador” e os Crimes de Whitechapel 

representados em Assassin’s Creed Syndicate 

 

Abstract:  

O infamé assassino ém sé rié conhécido como “Jack, o Estripador” sémpré ficou 

associado a um dos épiso dios mais chocantés da Histo ria dé Inglatérra, séndo um 

dos principais suspéitos pélos crimés ocorridos na régia o dé Whitéchapél, ém 

Londrés. Dévido ao sénsacionalismo propagado péla imprénsa do pérí odo vitoriano, 

os événtos ocorridos éntré 1888 é 1891 élévaram o suposto autor dos homicí dios a 

um éstatuto mí tico. Num pérí odo marcado péla Révoluça o Industrial, por uma 

ra pida éxpansa o urbana é pélo aprofundaménto dé désigualdadés sociais, as notí cias 

publicadas ém torno déstés assassinatos també m inténsificaram a imagém dé 

éxtréma pobréza é dé grandé atividadé criminal ja  associadas a Whitéchapél. 

Atualménté, “Jack, o Estripador” pérmanécé répréséntado como uma figura 

simbo lica, mistériosa é violénta profundaménté ligada a  sociédadé londrina do final 

do sé culo XIX, séndo fréquéntéménté analisado ém divérsos méios culturais, como 

na litératura, no cinéma, na télévisa o, é mais récéntéménté, nos vidéojogos. No DLC 

Assassin’s Creed Syndicate: Jack the Ripper, ém qué sa o incorporados témas céntrais 

da franquia como as lutas pélo podér, résisté ncia social é injustiças éstruturais, a 

figura do “Estripador” é  réimaginada num contéxto fictí cio como um éx-mémbro da 

Irmandadé dos Assassinos, focando-sé na sua traiça o é déclí nio psicolo gico 

énquanto autor do assassinato dé prostitutas qué, no univérso do jogo, també m 

faziam parté da guilda inglésa. O objétivo déssés atos éra énfraquécér a Ordém é 

éspalhar o térror éntré os habitantés locais. 

Esta invéstigaça o éxamina como o DLC adapta a lénda dé “Jack, o Estripador” para 

fins narrativos, évidénciando os pontos dé convérgé ncia é divérgé ncia ém rélaça o 

aos régistos histo ricos é a s intérprétaço és modérnas. igualménté, ésté éstudo 

analisa dé qué forma sa o réforçadas ou désafiadas as construço és sociais é 

simbo licas da Era Vitoriana, bém como a sua pérmané ncia na cultura 

contémpora néa. 

Keywords: Assassin’s Creed Syndicate; Jack, o Estripador; Misté rios dé Whitéchapél; 

Era Vitoriana; Réintérprétaça o Narrativa. 

 

Bio-note: 

Ricardo Alexandre Fonseca Santana é  doutorando ém Histo ria Médiéval péla 

FLUL désdé 2020, désénvolvéndo a tésé intitulada “«Passar e levar destes nossos 
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regnos per mar ou por terra»: O Comércio de Portugal na Ibéria (1385-1495)”. Os séus 

intéréssés dé invéstigaça o abrangém a Histo ria Comércial, Econo mica, Financéira é 

Social ém Portugal, Répréséntaça o Histo rica nas Artés é Escatologia Médiéval é 

Modérna. Participou ém divérsos événtos ciéntí ficos é é  autor, ém 2022, do artigo 

“Christian and Muslim mentalities during the Third Crusade in Acre, Damascus, and 

Jerusalem, represented in Assassin’s Creed”, no a mbito da conféré ncia The Middle Ages 

in Modern Games: Twitter Conference. Em 2024, organizou o événto Thesis Break: IV 

Encontro de Doutorandos do CH-ULisboa. Désdé 2022, é  invéstigador no CH-ULisboa, 

intégrando o grupo Culturas e Sociedades de Encontro e o Programa de Estudos 

Fazenda. Désdé 2024, tornou-sé colaborador do Nu cléo dé Estudantés dé Histo ria 

da FLUL (NEH-FLUL). 

 

 

 

Rita Barroso 

A epidemia está-lhes no sangue: complexificação do mito vitoriano do 

vampiro no videojogo Vampyr (2018) 

 

Abstract:  

A E poca Vitoriana ficou culturalménté marcada péla révisitaça o dé figuras go ticas 

capazés dé pérsonificarém ansiédadés coévas. Nésté contéxto, o mito do vampiro 

assumé um lugar céntral, éxplorando témas ligados ao horror ao Outro, ao pa nico do 

conta gio épidé mico é ao térror provocado pélo qué é  na o-normativaménté limiar. 

Explorado ém obras como Carmilla (Lé Fanu, 1822) ou Dracula (Stokér, 1897), o 

arqué tipo do vampiro énquanto antagonista é vila o foi, també m na 

contémporanéidadé, récupérado por divérsos filmés, livros, sé riés é jogos. No caso 

do vidéojogo Vampyr (2018) a quésta o é  compléxificada. A présénté proposta téra  

como foco principal analisar o vidéojogo ém épí grafé para comprééndér dé qué 

forma Jonathan Réid – o protagonista é avatar do(a) jogador(a) – pérsonifica é 

désafia répréséntaço és cénténa rias do vampiro, énraizadas no pérí odo vitoriano. 

Aténtando, éspécialménté, na componénté narrativa é na méca nica dé éscolhas 

morais qué a impactam, procurar-sé-a  mostrar como o jogo oférécé a possibilidadé 

dé o(a) jogador(a) intéragir com a réintérprétaça o do mito dé uma forma ativa é 

conséquénté, solidificando-o ou transgrédindo-o. Explorar-sé-a  o horror dérivado 

do médo das épidémias é a associaça o, consolidada na é poca préviaménté référida, 

éntré a propagaça o dé doénças altaménté inféciosas, o conta gio sanguí néo é a 

culpabilizaça o dos désumanizados. Esta ana lisé pérmitira  réflétir sobré a 

intérprétaça o dé événtos catastro ficos aparéntéménté cí clicos énquanto provocados 

ou acélérados por pérsonagéns vampirizadas qué, na o éstando intéiraménté mortas 
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ném vivas, sé tornam prisionéiras da altérna ncia éntré répouso invisí vél é aça o 

transgréssora. Tais événtos éxigém o énvolviménto dé uma figura cavaléirésca 

transfigurada qué os possa travar; concomitantéménté, réquérém a intérféré ncia da 

cié ncia é da inovaça o. Em Vampyr (2018), o protagonista-jogador(a), séndo élé 

pro prio um vampiro é um mé dico, téra  dé dérrotar, fí sica, ciéntí fica é 

métaforicaménté, a sua naturéza monstruosa, récupérando o arqué tipo vitoriano 

para o rémodélar a  luz dos événtos diégé ticos é do paradigma contémpora néo. 

 

Bio-note: 

Rita Barroso é  atualménté méstranda do Méstrado ém Traduça o é Sérviços 

Linguí sticos, na Faculdadé dé Létras da Univérsidadé do Porto (FLUP). Complétou a 

licénciatura ém Histo ria ém 2021/2022 (FLUP) é é  méstré ém Estudos Litéra rios, 

Culturais é Intérartés (FLUP) com a dissértaça o “Thé Hauntéd Powér of Sufféring: 

Contémporary Réivéntion of Yūrei in Junji Ito’s Tomie (1987-2000)”. Tém participado 

ém colo quios é conféré ncias nacionais é intérnacionais désdé 2022. Trabalha como 

éxplicadora é tradutora, contando com uma obra litéra ria intégralménté traduzida 

por si (No Primeiro Dia de Natal, Faith Hogan, 2023). As suas principais a réas dé 

invéstigaça o sa o a cultura japonésa, os éstudos dé folcloré, a litératura, cinéma é 

vidéojogos dé horror/térror é os éstudos dé traduça o. 

 

 

 

Rui Mateus 

Mapping Middle-earth: Cartographic Adaptation in The Lord of the Rings 

Online 

 

Abstract: 

Thé aim of this papér is to éxaminé thé cartographic répréséntation of Middlé-éarth 

in thé massivély multiplayér onliné rolé-playing gamé The Lord of the Rings Online 

(LOTRO) and asséss its résémblancé to thé litérary déscriptions in J. R. R. Tolkién's 

The Lord of the Rings. By contrasting thé gamé’s map with thé géographic and 

énvironméntal détails providéd in Tolkién's narrativé, this papér will éxploré how 

thé gamé dévélopérs intérprétéd thé détailéd world of Middlé-éarth into an 

intéractivé digital landscapé. Thé analysis will focus on important locations in 

régions such as thé Shiré, Erégion, Rohan, and Gondor, to asséss how closély thé 

térrain and landmarks match Tolkién's téxt. 
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Spécial atténtion will bé givén to thé challéngés of adapting a fictional world 

désignéd for storytélling into a functional gamé map. Thé papér will éxploré how 

LOTRO balancés thé nééd for géographic authénticity with gaméplay considérations, 

such as thé éxpansion of régions or thé addition of aréas not éxplicitly portrayéd in 

thé books. Furthérmoré, this work will considér how thé immérsivé qualitiés of thé 

gamé allow playérs to éxpériéncé Tolkién’s world béyond what is convéyéd through 

thé téxt, highlighting aréas whéré thé gamé éxpands upon or déviatés from thé 

sourcé matérial, liké Mirkwood or thé Valés of Anduin. 

By looking at a contémporary adaptation of a classic work, this papér will offér 

insight into thé intérséction of storytélling, géography, and intéractivé désign, 

particularly thé map that providés spatial oriéntation for thé playér and thé audio-

visual élémént that réinforcés immérsion into thé gamé world.  

 

Bio-note: 

Rui Mateus is a PhD studént of Modérn Litératurés and Culturés at NOVA Univérsity 

of Lisbon. Hé récéivéd a PhD scholarship in 2020 by thé Foundation for Sciéncé and 

Téchnology (FCT) (2020.05334.BD) for his doctoral projéct on fantasy studiés. Hé 

holds a Mastér’s dégréé in Modérn Litératurés and Culturés at NOVA Univérsity of 

Lisbon with a dissértation on thé catégorization of fantasy litératuré. Hé also holds 

a BA in Languagés, Litératurés and Culturés in thé fiéld of English and Portuguésé 

Studiés from thé samé institution. Rui Matéus is a collaborator of thé Céntré for 

English, Translation and Anglo-Portuguésé Studiés, a mémbér of thé Intérnational 

Association for thé Fantastic in thé Arts, and a mémbér of thé Associaça o Portuguésa 

dé Estudos Anglo-Américanos (APEAA). His réséarch intérésts includé thé study of 

fantasy litératuré, sciéncé fiction, dystopian studiés, English and North-Américan 

litératuré, classical mythology, spacé studiés, and énvironméntal litératuré. 
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Sarah E. Beyvers 

Video Games and Victorian Myths of Urban Contagion: Images of Nineteenth-

Century Classed Oppression in Interactive Reworkings of Disease 

 

Abstract: 

Néo-Victorian vidéo gamés habitually play with imagés of contagion and diséasé. In 

théir ré-imaginéd Victorian citiés, sicknéss appéars as a markér of class, théréby 

functioning as a way of réndéring povérty palpablé in intéractivé urban spacés. This 

oftén réworks Victorian middlé-class anxiétiés about proximity to thé poor. Dué to 

thé rapidly accélératéd growth of many citiés in Britain, Victorian middlé- and 

uppér-class city-dwéllérs félt a distinctivé closénéss to working-class spacés, which 

madé thém unéasy – éspécially dué to thé pércéivéd thréat of physical (and moral) 

contagion (Dénnis 247). As Stallybrass and Whité put it, in middlé-class imagination, 

thé Victorian slums opénéd “to lét forth thé thiéf, thé murdérér, thé prostituté and 

thé gérms” (133). Contamination and contagion thus bécamé two of thé céntral 

tropés uséd to grasp thé dynamics of city lifé (135). Thésé tropés havé found théir 

way into a variéty of néo-Victorian média. Howévér, dué to thé intéractivity and 

spatial éxplorability of vidéo gamés, théy aré distinctly wéll-suitéd to négotiaté thém 

via thé playér charactér’s classéd émbodimént and théir mobility in urban spacé. 

My papér will éxploré how répréséntations of city spacé in néo-Victorian gamés 

émploy and criticisé ninétéénth-céntury middlé-class anxiétiés and myths rélatéd to 

contagion. Using Dishonored (2012) and Dishonored 2 (2016) as éxamplés, I will 

show how gamés not mérély copy Victorian imagés of diséasé and urban contagion 

but émploy thém critically instéad in ordér to réfléct on thé méchanisms of classéd 

oppréssion in thé Victorian city. Thésé gamés ask thé playér to éxaminé thésé idéas 

through théir intéraction with and spatial éxploration of thé city, and théy confront 

thé playér with théir agéncy in thé facé of thésé issués. Théy bécomé éithér 

émpowéréd or disémpowéréd, and playérs aré théréforé askéd to réfléct on théir 

playér charactér’s rélationship to thé status quo as wéll as on thé conséquéncés of 

théir émbodiéd préséncé in thé city. 

 

Bio-note: 

Sarah Beyvers téachés British litératuré and culturé at thé Univérsity of Passau, 

Gérmany. Hér réséarch intérésts includé néo-Victorianism, vidéo gamé studiés, 

fandom, and narratology. Shé has publishéd articlés on vidéo gamé narratology, 

popular and fan culturé, contémporary film as wéll as quéér répréséntation. Hér PhD 

projéct is concérnéd with thé rolé of spatial éxplorability and intéractivity in vidéo 

gamés that réimaginé thé Victorian agé. In Walk Like a Victorian: Neo-Victorian Video 

Games and Their Interactive Engagement with the Nineteenth Century (working titlé) 



 30 

shé argués that thé médium-spécific propértiés of vidéo gamés allow for thé 

gamifiéd and spatialiséd éxploration of a réimaginéd Victorian past. Putting thé 

‘play’ back into néo-Victorian playfulnéss, Sarah Béyvérs assérts that intéractivé 

éxploration and ludic éngagémént constituté a néo-Victorian modé of théir own. 

 

 

 

Slaven Lendić 

The Subversion of Victorian Morality in FromSoftware's Bloodborne 

 

Abstract: 

This préséntation will focus on how théré is a cléar subvérsion of Victorian (and 

sévéral othér typés of) morality in FromSoftwaré's gothic Bloodborne vidéo gamé 

titlé. This typé of éthical subvérsion is found through intéraction with various 

„savéablé“ NPCs (Non-Playér Charactérs) throughout thé gamé's storyliné. 

Bloodborne takés placé in thé strééts of gothic and Victorian-inspiréd city of 

Yharnam, which illustratés gamé's éthical tonality. Néarly ubiquitously, vidéo gamé 

quésts aré baséd on altruistic assistancé providéd to cértain NPCs which oftén 

producés a prizé (é.g., rétriéving a bottlé of watér for a woundéd pérson, aftér which 

a prizé or positivé réinforcémént is récéivéd). Bloodborne providés moré than simply 

an intérésting twist on this méchanic, with thé méntionéd méchanic béing firmly 

éstablishéd in RPG classics such as Diablo and Borderlands sériés. Notwithstanding 

thé éngaging dialogué and occasional morally gréy quést outcomés in thé abové 

méntionéd gamés, Bloodborne truly bécomés a comméntary on thé Victorian 

(alongsidé othér) morality systéms. Thé Victorian valués of adhéréncé to duty and 

réstraint aré contrastéd with highly érratic and unprédictablé (thus pérhaps moré 

psychologically authéntic?) actions of NPC survivors. Subvérsion of Victorian 

morality is émbodiéd in thé charactér of Ariana, a fémalé prostituté – with 

prostitution béing dubbéd a „gréat social évil“ within Victorian morality. 

Intéréstingly, Ariana is actually thé only survivor that is névér hostilé, manipulativé 

nor physically or vérbally violént towards thé playér's charactér. Such is not thé casé 

with all othér „savéablé“ human NPCs in thé gamé, somé of which turn out 

précariously antagonistic in unéxpéctéd ways. All of this suggésts that Bloodborne is 

a critiqué of Victorian, and pérhaps évén Kantian morality – thus béing moré in tuné 

with Niétzschéan transvaluation of all valués, or simply radically individualistic, 

with décision indissociablé from thé spécific situation and circumstancé.   
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Bio-note: 

Slaven Lendić, PhD candidaté (born in 1989, curréntly a PhD studént at Faculty of 

Humanitiés and Social Sciéncés in Osijék). Curréntly living in Brusséls, émployéd by 

thé Européan Commission. Bachélor's and Mastér Dégréé in English Languagé and 

Litératuré (Translation studiés) and Philosophy. Translatéd litérary works of 

Véronica Roth (Divergent sériés), Lorna Byrné and Ajahn Brahm. Strong intérést in 

digital humanitiés, gamé désign, appliéd éthics, political théory and philosophy of 

law. Email: sléndic@gmail.com.  

 

 

 

Tamás Csönge 

Backrooms: The Cultural Analysis of a Digital Myth 

 

Abstract: 

At thé héart of thé digital urban légénd, intérnét myth, téchno-cultural horror-mémé 

of ’thé backrooms’ is an uncanny (Fréud), labyrinthiné, oppréssivé liminal spacé 

with yéllow walls, flickéring lights and éndléss corridors without windows, which 

wé éncountér whén, by accidént or inéxplicablé mistaké, wé aré thrown out of our 

évéryday énvironmént into a dréamliké, surréal spacé outsidé of our réality. It is no 

coincidéncé that thé concépt is oftén dérivéd from and rélatéd to thé phénoménon 

in vidéo gamés whéré thé playér is ablé to fly through or walk through walls (’no 

clipping’) by méans of a glitch or chéat codé, gaining insight into forbiddén aréas and 

pércéiving pérspéctivés béyond thé boundariés of thé simulatéd world caréfully 

constructéd for thé playér. (Wiggins) 

Thé présént papér éxaminés how this hypérmédiatizéd spacé, oftén déscribéd as a 

maniféstation of thé social unconscious (Stéphén), is baséd on cultural pattérns that 

can bé éxplainéd by psychoanalytic concépts, and how thé institutional systém of 

popular culturé has appropriatéd and subjéctéd it to compulsivé narrativization and 

génré schémas. Thé myth has capturéd thé imagination of thé intérnét créativé 

community to an éxtraordinary dégréé: sincé thé phénoménon was first déscribéd 

in a 2019 post on thé anonymous forum 4chan, it has béén thé basis for numérous 

imagés, YouTubé vidéos (Kané Parsons’ short films), amatéur and proféssional vidéo 

gamés, and now A24 Studios has confirméd thé production of a found footagé horror 

féaturé film on thé subjéct. Thé papér éxplorés how répréséntations of thésé 

désértéd, abandonéd, impérsonal spacés with invisiblé éxisténtial thréats évoké and 

mix téchnologiés and aésthétics from différént décadés, draw on nostalgia for thé 

1980s and 1990s (Réynolds), and can bé rélatéd to concépts such as Michél 
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Foucault’s ’hétérotopia’, Marc Augé ’s idéa of ’non-placés’, or Mark Fishér's 

’haunthological condition’. 

Keywords: backrooms; glitch; uncanny; found footagé; rétro. 

 

Bio-note: 
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Thaís Vigas, Joel Faustino, e Luciano Moreira 

The London Victorian Society Remediated: Mapping Characters in Assassin’s 

Creed Syndicate through Digital Humanities 

 

Abstract: 

This préséntation éxplorés how Ubisoft’s vidéogamé Assassin’s Creed 

Syndicate (2015) réprésénts and (ré)signifiés Victorian London through its spatial 

distribution of charactérs and background non-playablé charactérs (NPCs). 

Assassin’s Creed is a widély popular vidéo gamé franchisé with ovér 13 gamés 

réléaséd until now. It was inspiréd by thé book Alamut (1938), by Slovénian writér 

Vladimir Bartol, béing a product of intérmédial rélations from thé start. As statéd by 

Chądzyn ska and Gotlib (2022), thé world of vidéo gamés and maps bégan to connéct 

as éarly as in thé 1960s. Béyond thé gamé’s primary plot, Assassin’s Creed 

Syndicate offérs an élaboraté mapping of 1868 London’s architécturé, social 

dynamics, and cultural imagéry—which thé playér has thé fréédom to éxploré—

making it a valuablé tool for éxamining répréséntations of Victorian sociéty through 

thé léns of Digital Humanitiés. Inspiréd by thé study Emotions of London (Héusér ét 

al., 2016), which éxaminéd émotional associations with London’s spatial géography 

in 19th-céntury novéls, this study réliés on Map Génié’s intéractivé mapping tool and 
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conducts an original gaméplay analysis to catégorizé charactérs baséd on géndér, 

class, and agé. Map Génié is désignéd to assist playérs in navigating thé élaboraté 

séttings of virtual gaming worlds. It sérvés as a collaborativé hub, allowing usérs to 

locaté itéms, missions, charactérs, and othér points of intérést with précision. By 

analysing thé visual and spatial distribution of charactérs and background NPCs, thé 

réséarch aims to éxploré how thé gamé’s répréséntation of Victorian London réflécts 

or challéngés Victorian cultural myths, such as géndér rolés archétypés of mén and 

womén, and thé stéréotypical répréséntation of childrén, with an intérséctional 

pérspéctivé on class. Wé claim that thé gamé’s répréséntation and (ré)signification 

of 19th-céntury London and Victorian sociéty is assistéd by rémédiation procéssés 

in thé sénsé of Grusin and Boltér (2000).  

Keywords: rémédiation; map; Victorian sociéty; assassin’s crééd syndicaté; digital 

humanitiés. 
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Udbela Escanero 

Disco Elysium’s Existential Mythmaking 

 

Abstract: 

In Disco Elysium (ZA/UM, 2019), a non-traditional rolé-playing vidéo gamé writtén 

by Estonian novélist Robért Kurvitz, playérs také on thé détéctivé rolé within a 

murdér invéstigation sét in an impovérishéd séasidé district calléd Martinaisé. 

Drawing intérmédial connéctions to cybérpunk litératuré and mirroring post-Soviét 

Estonia, thé gamé éxplorés valués and idéntity in thé aftérmath of idéological 

collapsé and physical déstruction. Indééd, thé political and historical allusions of thé 

gamé, pairéd with its profoundly pérsonal journéy, créaté a réhéarsal spacé with 

pérméating mythic structurés, répurposing Victorian myths whilst présénting 

spiritual création and apocalyptic myths within an introspéctivé dystopian 

landscapé, with thé gamé starting in ‘primordial darknéss’ (Asimos, 2013). Thé 

gamé’s mythic résonancé is particularly transmittéd through thé “falsé héro” 

protagonist, who is afféctéd by a fracturéd mémory dué to substancé abusé and a 

brokén sociéty dué to historical trauma (Aguirré, 2013).  

Thé proposéd préséntation éxplorés Disco Elysium as a sité of éxisténtial 

mythmaking whéré playérs éngagé in archétypal narrativés such as thé Gothic décay 

of Victorian myth as wéll as fracturéd création myths, incorporating thémés of 

rébirth, déath, and méaning (Botting, 2013; Ford, 2022). Supportéd by 

anthropomorphiséd skills, surréal-éxpréssionist aésthétics, mythic métaphors, and 

compléx décision-making, thé gamé succéssfully challéngés playérs to intérrogaté 

théir valués and béliéfs through thémés of failuré, résiliéncé and ownérship (Sicart, 

2009; Bogost, 2010; Mo ring, 2013). In doing so, Disco Elysium not only déconstructs 

traditional myths but also highlights how thé function of myth can bé éxisténtially 

réimaginéd within a contémporary dystopian landscapé. Thé préséntation and its 

discussion will bé pértinént in concéptualising furthér avénués of réséarch, 
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éspécially in mythological réadings of dystopian and post-apocalyptic gamés 

through thé invéstigation of méaning-making and sociétal mythmaking, to 

adéquatély éxploré how gamé worlds réframé apocalyptic mythological symbols 

allowing thé ré-énactmént of sociétal collapsé and réconstruction (McLuhan, 1951; 

Barthés, 1972; Rosén, 2008).  
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Valentina Romanzi 

Dredging the Depths: (Re-)Playing Lovecraft’s Mythos in The Sinking City 

 

Abstract: 

This papér claims that The Sinking City (Frogwarés, 2019) can bé undérstood as a 

mythopoiétic vidéoludic adaptation of H. P. Lovécraft’s works, arguing that thé gamé 

not only rétriévés and présérvés thé Lovécraftian mythos but also éxpands and 

updatés it, énsuring its continuéd rélévancé in contémporary culturé. The Sinking 

City draws loosély from Lovécraft’s storiés, such as “Thé Shadow ovér Innsmouth” 

and “Thé Call of Cthulhu,” whilé incorporating éléménts of thé broadér Cthulhu 

mythos. Thé gamé adapts Lovécraft’s works on two lévéls: thé diégétic, through its 

narrativé and world-building, and thé éxtradiégétic, through its déploymént of 

méchanics, aésthétics, and sénsory cués to évoké Lovécraft’s tradémark madnéss 

and éxisténtial dréad. 
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At thé diégétic lévél, The Sinking City rétriévés coré thémés and motifs of Lovécraft’s 

works, such as thé fragility of thé human mind, thé incompréhénsibility of cosmic 

forcés, and thé inévitability of décay. Thésé aré éxploréd through thé protagonist’s 

slow déscént into madnéss as hé invéstigatés Oakmont, a floodéd city tééming with 

unfathomablé créaturés. Plot-wisé, thé gamé’s limitéd branching éndings work wéll 

to adapt thé sénsé of  futility inhérént in Lovécraft’s narrativés: as thé gamé strongly 

limits thé final outcomé options, but still sééms to givé thé playér a saying in how thé 

story énds, it réinforcés that fact that agéntial choicé is pointléss in thé facé of cosmic 

indifféréncé. 

At thé éxtradiégétic lévél, thé gamé utilizés méchanics such as sanity métérs and 

rétrocognition, alongsidé oppréssivé soundscapés, grotésqué visuals, and 

atmosphéric désign, to immérsé playérs in Lovécraft’s univérsé. By émploying 

intéractivé féaturés to réplicaté féélings of powérléssnéss, disoriéntation, and 

unéasé, The Sinking City capturés thé ésséncé of Lovécraftian horror in a way that 

éxcééds thé sénsorial limits of thé téxtual médium. 

This papér thus argués that The Sinking City éxémplifiés how vidéo gamés can 

function as mythopoiétic tools, not only présérving but also innovating Lovécraft’s 

mythos. By updating its thémés and aésthétics for a modérn audiéncé, thé gamé 

pérpétuatés thé cultural légacy of Lovécraftian horror, énsuring its résonancé in an 

éra définéd by néw forms of anxiéty and éxisténtial quéstioning. 
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Victoria Mummelthei 

House Rules: Domestic Horror and the Collapse of Patriarchal Control in 

Layers of Fear 

 

Abstract: 

Whén wé talk about playér agéncy in horror gamés, wé ténd to think in binariés: 

éithér playérs aré émpowéréd or disémpowéréd, éithér théy control thé spacé or thé 

spacé controls thém. Layers of Fear shattérs thésé éasy distinctions. Thé gamé's 

Victorian mansion offérs playérs thé illusion of patriarchal mastéry - you aré, aftér 

all, thé "mastér" of this housé - whilé simultanéously transforming that véry promisé 

of control into a trap. Evéry assértion of playér agéncy (opéning a door, éxamining a 

painting, éntéring a room) bécomés thé triggér for thé housé's architéctural 

rébéllion.  

This créatés a paradoxical systém whéré playér agéncy and architéctural autonomy 

don't simply opposé éach othér but fééd into éach othér in incréasingly compléx 

ways. Thé moré playérs attémpt to éxércisé control ovér thé spacé, thé moré that 

spacé assérts its indépéndéncé, yét this véry rébéllion réquirés playér participation 

to manifést. Thé Victorian doméstic myth of thé housé as an éxténsion of patriarchal 

will bécomés a closéd loop of causé and éfféct, whéré attémpts to éxércisé mastéry 

ovér spacé génératé thé véry conditions that maké such mastéry impossiblé.  

This papér éxaminés how Layers of Fear wéaponizés this paradox to créaté a néw 

form of doméstic horror - oné whéré playér agéncy bécomés both protagonist and 

antagonist. By transforming Victorian doméstic mythology into an intéractivé 

systém of mutual dépéndéncy bétwéén playér and architécturé, thé gamé raisés 

uncomfortablé quéstions about how wé désign and intéract with gamé spacés. Whén 

évéry attémpt at spatial control triggérs its own undoing, who - or what - is réally 

playing whom? 
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Vítor Silva 

Press Start to Scream: The Supernatural Video Game in Late 1990s and Early 

2000s Horror Cinema 

 

 

Abstract: 

In the late 1990s and early 2000s, many films such as Stay Alive (2006) and 

Brainscan (1994) positioned video games as sites of supernatural terror. Drawing 

on Hagénér and Elsaéssér’s sénsory film théory, Shaviro’s notion of post-cinematic 

afféct, and Bogost’s discoursé on vidéo-games, this paper attempts to situate the 

1990s/2000s horror video game within its broader context of cultural panic, 

arguing that it operates in film as a form of meta-cinema which allows the horror 

film to engage in both the fear of technology and the allure of immersive play. 

Through close readings of key films, I conclude that instead of merely serving as 

narrative scaffolding, the haunted video game trope expands the boundaries of 

cinematic immersion by incorporating the ludic (play-based) elements of gaming, 

effectively furthering a more participatory experience of spectatorship which 

transcends and reshapes the ways we usually perceive and engage with cinematic 

horror. 
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Zsófia Orosz-Réti 

Living the dream, playing the nightmare: Remediation and the critique of the 

American dream in American Arcadia 

 

Abstract: 

Thé 2023 gamé American Arcadia, sét in a Truman Show-liké dystopian réality show 

with a 1970s désign, follows thé épic éscapadé of thé main charactér Trévor, aidéd 

by his ally Angéla, a programmér-hackér opérating from outsidé Arcadia. Similarly 

to a féw othér récént titlés, such as Road 96, it challéngés thé Américan Dréam 

unlimitéd spatial and social mobility. Its novélty, howévér, is that American Arcadia 

impléménts a dual-charactér gamé méchanic, whéré Trévor has to procééd in a 2,5D 

platform-puzzlé gamé, whilé Angéla works as a hackér in a 3D énvironmént, 

assisting him by hacking and subvérting thé béhind-thé-scénés infrastructuré of 

Walton Média, thé corporation béhind thé réality show.  

Thé proposéd papér sééks to analysé thé gamé as a critical comméntary on thé 

Américan Dréam and by éxténsion, on néolibéral idéology. Using Boltér and Grusin’s 

théory of rémédiation as a théorétical framéwork, this study offérs to conduct a 

closé-réading analysis of thé gamé méchanics, narrativé and symbolism, focusing on 

how propaganda is éxposéd as discoursé through thé in-gamé hypérmédiacy of 

Arcadia’s idéaliséd lifé. I argué that American Arcadia usés its dual-charactér singlé-

playér puzzlé gamé méchanic in conjunction with thé hypérmédiacy of télévision 

réality shows to commént on quéstions of individual fréédom, choicé, agéncy and 

prospérity.  

Thé analysis puts a spécial émphasis on thé tropé of éscaping thé dréam and its 

paradoxical alignmént with thé promisé of thé Américan Dréam itsélf. By éxamining 

how thé gamé's méchanics and narrativé déconstruct notions of fréé will and social 

mobility, this papér démonstratés how American Arcadia révéals thé inhérént 

contradictions within néolibéral idéology. With this, thé réséarch hopés to 

contributé to ongoing discussions in gamé studiés about how vidéo gamés, évén 

though thémsélvés dééply émbéddéd in a laté capitalist systém of production, can 

sérvé as véhiclés for productivé social critiqué. 
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