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Miłosz Babecki – PhD, assistant professor at 
the Institute of Journalism and Social Com-
munication of the University of Warmia and 
Mazury in Olsztyn. Media researcher and social 
media manager, teacher of Polish as a foreign 
language. Creator of the Met@phor_Games 
podcast. Member of the Serious Games Socie-
ty and the Polish Society for Film and Media 
Studies. He is primarily concerned with the 
communication potential, signi"cance and 
functions of serious browser games (serious ga-
mes) in the processes of transferring knowledge 
and skills to users. Author of: Strategie medial-
ne w tekstach najnowszej dramaturgii polskiej 
[Media strategies in texts by new Polish drama 
writers] (2010), Informacyjny i operacyjny po-
tencjał poważnych gier internetowych w systemie 
komunikowania społecznego [Informational and 
operational potential of serious Internet games 
in the social communication system] (2016), 
Metaforyka polskich politycznych gier przeglą-
darkowych. Konteksty ‒ porównania ‒ analizy 
[Metaphorics in Polish political browser games: 
Contexts ‒ comparisons ‒ analyses] (2020). Co-
-author of monographs on professionalization 
and instrumentalization of social media. https://
orcid.org/0000-0001-9749-9351.

Mikołaj Bajew – MA in Media Production. His 
research interests focus on the role of sound in 
video games – he is fascinated by how sound 
co-creates the meanings conveyed by such ga-
mes. He is also a practising musician, playing 
bass guitar. ,e author currently attends the 
Doctoral School of Social Sciences at UMCS in 
Lublin. https://orcid.org/0000-0002-6346-9768.

Magdalena Bednorz – a philologist and socio-
logist by education, her research work focuses 
on digital games; graduate teaching assistant 
in the Faculty of Humanities at the University 
of Silesia, where she conducts classes on topics 
ranging from digital storytelling, game design, 

new media, and practical English language clas-
ses. Her research interests include game stu-
dies, especially the romance plots, and audience 
theories and research. https://orcid.org/0000-
0003-1354-750X.

Marcin M. Chojnacki – PhD, assistant lecturer 
at the University of Łódź, video game researcher 
mainly interested in aesthetics, agency, inter-
face and user experience design; co-creator of 
Grakademia project; associate editor of “Replay. 
,e Polish Journal of Game Studies”. https://
orcid.org/0000-0001-9689-8991.

Krzysztof Czyżak – MA in Film Studies, PhD 
student in the Doctoral School of Languages 
and Literature at Adam Mickiewicz Universi-
ty. A0liated with the Film Studies and Media 
Culture Institute in the Faculty of Polish and 
Classical Philology at AMU. ,e area of his 
interests covers science "ction and fantasy in 
literature, "lm and video games, transmedia 
narratology and animated series. His PhD 
project focuses on the theme of time travel 
in literature, "lm and video games. He is the 
author of two scienti"c articles on "lm studies 
and one on video games, as well as being the 
editor of a collection of articles on animated 
series (Rzeczywistość zanimowana. Kreskówki 
w kulturze, nauce i społeczeństwie [Animated 
reality. Cartoons in culture, science and society]), 
for which he co-wrote the introduction. https://
orcid.org/0000-0001-8803-2223.

Mateusz Felczak – assistant professor at SWPS 
University of Social Sciences and Humanities, 
Warsaw, Poland. He is interested in transfor-
mations in the monetisation and distribution 
models of games and how they function on the 
fan circuit. He also deals with streaming me-
dia, e-sports and game modi"cations (mods). 
A member of the Games Research Centre at 
the Jagiellonian University. He has published 
in “Teksty Drugie”, “Game Studies”, “Journal 
of Gaming & Virtual Worlds”, “Convergence” 
and “Ekrany”, where he served as editor of the 
video games section. He is currently researching 
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on a grant from the National Science Centre, 

“Mass electronic sports events in Poland and 
Hong Kong”. https://orcid.org/0000-0001-
8042-6965.

Rafał Kochanowicz – professor at the Institute 
of Polish Philology, Adam Mickiewicz Univer-
sity in Poznań. Author of Fantastyka – klucz 
do wyobraźni [Speculative *ction – the key to 
the imagination] (2001), Fabularyzowane gry 
komputerowe w  przestrzeni humanistycznej. 
Analizy, interpretacje i  wnioski z  pogranicza 
poetyki, aksjologii, dydaktyki literatury [Fic-
tionalized computer games in the humanities. 
Analyses, interpretations and conclusions from 
the borderlands of poetics, axiology, didactics of 
literature] (2012). Co-editor of the volumes Fan-
tastyka w obliczu przemian [Speculative *ction 
in the face of transformations] (2012), Fantasty-
ka. Pajdologia. Dydaktyka [Speculative *ction. 
Paedology. Didactics] (2018). He is interested 
in speculative "ction, computer games and 
pop culture in the broad sense. https://orcid.
org/0000-0003-0378-0455.

Agnieszka Kula  – philologist, linguist, em-
ployee of the Faculty of Polish and Classical 
Philology at AMU, interested in media disco-
urse and contemporary Polish in its pragmatic 
and rhetorical dimensions; the author of the 
monograph: Redundancja w mediach. Studium 
pragmalingwistyczne [Redundancy in the media. 
A pragmalinguistic study] (2017), Przytoczenie 
w  przekazie medialnym [Citation in media 
messages] (2012, co-author: Monika Grzelka), 
Cechy stylowe publicystyki ekonomicznej [Sty-
listic features of economic journalism] (2010). 
https://orcid.org/0000-0002-5107-6270.

Krzysztof M. Maj – assistant professor at the 
AGH University of Science and Technology, 
Faculty of Humanities, Department of IT and 
Media Studies; video game researcher specia-
lising in world-building, fantasy & SF studies; 
co-editor of More A+er More. Essays Comme-
morating the 500th Anniv. of .omas More’s Uto-
pia (2017) and several Polish books on fantasy 

and game studies as well as being the author of 
two monographs: Allotopie. Topogra*a świa-
tów *kcjonalnych [Allotopias. Toward the To-
pography of Fictional Storyworlds] (2015) and 
Światotwórstwo w fantastyce. Od przedstawie-
nia do zamieszkiwania [World-building in the 
Fantastic. From Representation to Inhabitation] 
(2019). https://orcid.org/0000-0001-9799-8409.

Szymon Makuch – PhD, media and literary 
scholar, assistant professor at the DSW Uni-
versity of Lower Silesia, interested in legal and 
economic aspects of the creative industry with 
particular emphasis on intellectual property 
rights. https://orcid.org/0000-0003-3427-1530.

Katarzyna Marak – PhD, assistant professor in 
the Department of Cultural Studies at Nicolaus 
Copernicus University in Torun, Poland; she is 
the author of Japanese and American Horror: 
A Comparative Study of Film, Fiction, Graphic 
Novels and Video Games and the co-author of 
the monographs Aspekty funkcjonowania gier 
cyfrowych we współczesnej kulturze: studia przy-
padków [Aspects of how digital games function in 
contemporary culture] and Gameplay, Emotions 
and Narrative: Independent Games Experienced, 
as well as a number of papers and chapters abo-
ut independent games, game mechanics, player 
experience, the storytelling aspects of games 
and audience reception, as well as comparati-
ve analysis of "ction ("lm and literature). Her 
research interests concern game studies, with 
particular emphasis on independent game 
texts, horror "ction, testimonies of reception, 
and various aspects of American and Japanese 
popular culture. https://orcid.org/0000-0003-
4073-8889.

Miłosz Markocki – PhD, assistant professor 
in the Institute of Social Communication and 
Media, Poland at Kazimierz Wielki University 
in Bydgoszcz. His expertise and research con-
cerns fantasy "ction and online gaming (espe-
cially massively multiplayer online role-playing 
games), as well as the related communities. He 
has published several peer-reviewed journal 
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articles about online gaming and machinima 
videos. He is also the author of book chapters 
concerning game mechanics, storytelling, and 
various aspects of gameworld design (including 
cultural framework features), as well as online 
player communities and related culture. Co-

-author of Gameplay, Emotions and Narrative: 
Independent Games Experienced (2019). https://
orcid.org/0000-0002-8465-3142.

Michał Mróz – a graduate of "lm studies and 
new media at Adam Mickiewicz University in 
Poznań. A member of the GFM "lm collective, 
which creates independent "lm productions, 
where he alternately plays the roles of director, 
production and set manager, sound engineer, 
screenwriter. His research interests usually fall 
concern the issues of post-classical narratology, 
space in games and "lm, the category of violen-
ce in audiovisual arts, and broadly understood 
transmediality. He has also translated his fasci-
nation with "lm images and video games into 
many years of photography. In his photos, he 
tries to capture unique situations and portray 
his view of reality. He never interferes with the 
environment and does not stage his subjects, 
but rather tries to "nd the right perspective 
to compose everyday life into an image that 
tells a story, whether in actual or virtual reality. 
https://orcid.org/0009-0005-4116-5834.

Mikołaj Ołownia – "rst-year MA student of 
Polish philology at Adam Mickiewicz University 
in Poznań. His current research interests inclu-
de the relationship between literature and video 
games. https://orcid.org/0009-0002-3753-5941.

Joanna Pigulak – assistant professor in the 
Institute of Film, Media and Audiovisual Arts 
(Adam Mickiewicz University, Poznań, Po-
land). She co-founded game studies at AMU 
and authored the book Gra w *lm. Z zagadnień 
relacji między *lmem i grami wideo [Filmplay-
ing. Relationships between *lm and video games] 
(2022). She is also a "lm educator and advo-
cate for digital game education. https://orcid.
org/0000-0002-1345-3979.

Marcin Pigulak – PhD, historian and "lm re-
searcher, lecturer in the "eld of game studies 
at the Adam Mickiewicz University in Poznań 
(Institute of Film, Media and Audiovisual Arts). 
Member of the Polish Society for Film and Media 
Studies. His research interests include the history 
of video games, audiovisual and digital manife-
stations of historical culture, as well as ways of 
constructing a discourse on collective memory. 
https://orcid.org/0000-0001-8950-6937.

Ewelina Repeć – student of "lm and media cul-
ture studies at Adam Mickiewicz University in 
Poznań. In 2021, she defended her BA thesis 
on the portrayal of women in Disney movies. 
Currently, she is focusing on digital games, as 
well as animated movies and TV series. https://
orcid.org/0009-0003-9638-2137.

Krzysztof Skibski – philologist, linguist, em-
ployee of the Faculty of Polish and Classical 
Philology at Adam Mickiewicz University; in-
terested in the study of literary language and 
the methodological problems of linguistics; the 
author of the monograph Antropologia wier-
szem. Język poetycki Ewy Lipskiej [Anthropo-
logy in verse. .e poetic language of Ewa Lipska] 
(2008), Poezja jako literatura. Relacje między 
elementami języka poetyckiego w wierszu wol-
nym [Poetry as literaturę. Relations between 
elements of poetic language in free verse] (2017) 
and Literackie gramatyki ciągłości i nadmiaru. 
Próba *lologiczna [Literary grammars of conti-
nuity and excess. A philological attempt] (2021, 
co-author: Jerzy Borowczyk). https://orcid.
org/0000-0001-7548-1687.

Augustyn Surdyk – assistant professor in the 
Institute of Applied Linguistics, Department 
of Cross-Cultural Communication and Lu-
dological Research in the Faculty of Modern 
Languages and Literatures AMU. In 2004–2009 
Deputy Director of IAL and founder and head 
of the Centre for Ludological Research in Glot-
todidactics and Cross-cultural Communication 
in the IAL (later Centre for Ludological Rese-
arch, currently Department of Cross-Cultural 
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Communication and Ludological Research). 
PhD in linguistics, English philologist, applied 
linguist, glottodidactics specialist, ludologist. 
Since 2005 the member and co-founder of the 
Games Research Association of Poland (Pl.: 
Polskie Towarzystwo Badania Gier), member 
of the Managing Board of the association – Tre-
asurer, founder and President of the Poznań 
GRAP Centre at IAL AMU, since 2005 the 
head of the organizing committee of the cycle 
of international academic conferences entitled 

“Culture-Generative Function of Games”, since 
2005 founder and President of the Managing 
Board of the Poznań Circle of GRAP at IAL 
AMU, Supervisor of Applied Linguistics Stu-
dents’ Academic Circle in IAP, Supervisor of 
the circle’s ludological and translation sections, 
since 2009 the founding editor and the editor-

-in-chief of “Homo Ludens” (an academic lu-
dological journal published by GRAP). https://
orcid.org/0000-0002-1572-1738.

Dominika Staszenko-Chojnacka  – doctor 
of philosophy, lecturer at the Department of 
New Media and Digital Culture, University of 
Lodz. Co-founder of Grakademia. Interested 
in the history of digital games, the archeology 
of new media, culture-forming role of games, 
and the horror genre. https://orcid.org/0000-
0001-6926-4512.

Nelly Strehlau – assistant professor at the De-
partment of Anglophone Literature, Culture 
and Comparative Studies at the Institute of Li-
terature, Faculty of Humanities of Nicolaus Co-
pernicus University in Toruń. Her PhD (defen-
ded in 2018) analyzed feminist and postfeminist 
hauntings in American television series about 
women lawyers. She is the author of multiple 
articles dedicated to American and British te-
levision, published in English and Polish. Her 
current research encompasses interrogation of 
popular culture from the perspective of a2ect 
studies and hauntology, with a special interest 
in women’s authorship and (post)feminism. 
https://orcid.org/0000-0001-7670-7860.

Łukasz Szałankiewicz  – Audio Lead and 
lecturer in the Game Development course at 
Poznan’s Collegium Da Vinci. His interests 
focus on audio in interactive media. His ar-
tistic output, which includes many interactive 
installations and audiovisual performances, is 
internationally recognized. As an activist and 
curator of new media, he is involved in many 
projects in this "eld. Szalankiewicz is also an 
experienced specialist, who has worked with 
many institutions and art centers around the 
world. In 2016–2017, he worked as an expert 
at the Polish Cultural Institute in New York, 
where he particularly paid attention to the 
promotion of computer games and interactive 
media. He is also one of the founders of the 

“Social Committee of the Polish Demoscene”, 
which contributed to the inclusion of the demo-
scene on UNESCO’s national list of intangible 
heritage in December 2021 as the "rst Polish 
digital culture. He also supports the interna-
tional Art of Coding initiative to establish the 
demoscene on the list of global intangible he-
ritage. His interests also include the "rst digital 
communities, the history of video games and 
media archaeology. https://orcid.org/0000-
0002-8590-8952.

Mirosław Wobalis, PhD, D. Litt, Adam Mi-
ckiewicz University professor in literature, re-
searcher of new media, digital technologies and 
video games. Author of publications on tech-
nologies in teaching, technologies in everyday 
life and technologies in culture. Member of the 
Center for Research on Electronic Literature at 
Adam Mickiewicz University, coordinator of 
the intelligent analysis and interpretation labo-
ratory as part of the nationwide project “Digi-
tal Research Infrastructure for the Humanities 
and Art Sciences DARIAH-PL”. https://orcid.
org/0000-0002-9311-9515.

Karol Zaborowski – MA in world literature, 
PhD student at the School of Languages and 
Literature at Adam Mickiewicz University, as-
sociated with the Institute of Film, Media and 
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Audiovisual Arts in the Faculty of Polish and 
Classical Philology. His research interests inclu-
de an ecocritical perspective in video games and 
relations between comics and video games. He 

is currently writing a PhD thesis on the ecocri-
tical perspective in Polish video games. https://
orcid.org/0000-0001-5853-8776.
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