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Game studies in the Czech Republic exist the way many unique things exist in aca-
demia: scattered, polyvocal, and sustained by a few enthusiastic experts. There is no ca-
nonical syllabus, and the first formal degree in game studies was established this year 
(Springorum, 2025). Researchers working on games and play tend to come from back-
grounds of media studies, psychology, cultural anthropology, or linguistics, each carrying 
the methodological assumptions and institutional expectations of their maternal disci-
pline. And yet dissertations get written, papers published, and courses find their way into 
curricula.

The idea for the first Olomouc Games Conference, which took place on April 23-24, 
2026, emerged from this decentralised landscape. During our doctoral studies, we en-
countered many scholars unmoored at our university who were interested in game studies 
but had little support in their initial steps. The first step in building a support structure was 
establishing an undergraduate game studies course. Experiences from attending game 
studies conferences, such as Central and Eastern European Game Studies (CEEGS), in-
spired us to organise a dedicated event in the Czech Republic. The ambition was not to 
plant a flag, declare a new discipline at our university, or challenge the institutions that 
precede us. The aim was to create a space where people already engaged in this discipline 
could connect with one another, from undergraduate students to tenured professors, 
while also providing an opportunity to explore and broaden the boundaries of what games 
scholarship might encompass. A conference seemed like the most direct remedy.

There is a Czech phrase, literally “to build on a green meadow”, meaning to build 
something from nothing, on bare ground. The first conversations about the conference in 
summer 2025 were full of uncertainty: Are we, PhD candidates at various stages, capable 
of running an academic conference on game studies at a university with no game studies 
program and barely any game studies history? The final product proved it was possible, 
but it was not a free win, using gaming terminology.

What made this possible, and we are aware this may not be a given in every depart-
ment, was the institutional context. Faith and unconditional support had been provided 
by our leadership, yet we were also given free rein to make the event our own. It is easy to 
imagine a version of this story in which every meeting with an authority involves explaining 
what game studies is, why it counts as scholarship, and why the university should fund it. 
Thanks to enlightened leaders and good timing, we were spared that fight.

We issued the call for papers in November 2025, intentionally leaving the call open-
ended for a variety of topics and approaches. It was distributed to as diverse an audience 
as possible across disciplines and geographical regions, ranging from numerous universi-
ties and research institutions to mailing lists and individual scholars. The timeline from 
call for papers to conference was six months, which, in retrospect, was too short for com-
fort. One casualty of this tight schedule was the conference subtitle “Press any key to 
join”, which, despite being part of the call for papers, got lost somewhere along the way. 
While we believe this omission had no negative impact on the conference’s overall vibe, we 
want to reintroduce the subtitle here, as it embodies the event’s core message.

While we ultimately decided to expand the event from an intra-university student 
conference to a larger event, we did not fully anticipate the response. The interest came 
quickly, and from directions we had not necessarily expected. Submissions and expres-
sions of interest arrived not only from researchers we knew personally or by reputation, 
but also from institutions across the Czech Republic and beyond. Among them were the 
Czech Game Developers Association, Pixelarchiv.cz, and the publishing houses Grada and 
Intellect Books, who were kind enough to help further promote the conference. This re-
sponse was the point at which most of our doubts evaporated; there is clearly a point and 
a demand for such an event.
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The argument that game studies deserve to be more than a subspecies of media 
studies is easy to state but harder to demonstrate (definitely in the Czech Republic and 
also in Slovakia). However, the conference did exactly that – the speakers and audience 
who gathered for the Olomouc Games Conference came from an unusually wide range 
of academic backgrounds. The conference unfolded over two days, and was filled with 
invaluable discussions among literary scholars and software engineers, philosophers and 
ethnographers, designers and historians, educators and event managers. Two keynote 
speakers, Luis Emilio Bruni and Jan Švelch, showed that the topic of games has a place 
in the cognitive sciences and that researching games must also include production pro-
cesses, not just the final cultural artifacts.

From the beginning, one of our core convictions was that game studies cannot afford 
to be a conversation held only among researchers. Games exist in a complex ecosystem 
– conceived by designers, programmed by IT experts, published by studios, played by 
communities, criticised by journalists, and shaped by markets. Any serious attempt to 
understand that ecosystem should involve more than only one of its parts. We therefore 
deliberately sought participation from a broad spectrum of actors, who, for the most part, 
joined us. The symbolic culmination of this collaboration came during the informal meet-
ing after the first conference day, where games and gaming were being discussed against 
a backdrop of live digital game music performed by the Sukuba Ensemble.

Just as with game development, the first version of a project always leaves space 
to improve. From scheduling to technical infrastructure to panel cohesion, the future  
Olomouc Game Conferences have room to grow. Yet the positive feedback we received 
during and after the event, along with the contacts, partnerships, and knowledge shared, 
fills us with vigour and enthusiasm to continue. These are also the strongest arguments 
for any authority that may have reservations about game studies, as well as a reassurance 
for those who are otherwise friendly towards game studies. We will not go into the usual 
spiel about the profits of the game industry, the implications of gaming for mental health, 
or the cultural value of games. These can be found in countless foundational texts of this 
discipline. Rather than that, we would like to encourage any hesitant scholars or adminis-
trators to take the step into the unknown. The Olomouc Games Conference is proof that 
the interest is real, the work is real, and the people doing it are no longer quite as isolated 
as they once were. And most importantly, building on a green meadow, while not a simple 
task, is not impossible. Whether in the Czech Republic or elsewhere, all you need to do is 
press any key to join. 
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