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Let’s Give People Games!
Since ancient times, humans have been play-
ing games. Play required neither complex tech-
nologies nor specialised abilities. Across cultures, 
games have served as mechanisms of social con-
nection, entertainment, and learning. In certain 
cases, they also held religious or ritual significance.  
The Egyptians depicted the deceased playing Senet 
in wall paintings and they placed game boards in 
royal tombs. The Aztecs played Patolli, associated 
with the deity Macuilxochitl, the patron of games, 
dance, and pleasure. In Mesopotamia, the outcome 
of throws in the Royal Game of Ur was (according to 
some interpretations) read as an omen.

At present, millions of players worldwide engage 
with titles such as Fortnite, Roblox, Minecraft, League 
of Legends, and Counter-Strike. Contemporary  
digital games combine technological systems with 
artistic expressions and narrative structures. Since 
the earliest  experiments such as OXO, Tennis for 
Two, and NIMROD, game technologies have devel-
oped over more than five decades into a global cul-
tural form. Nevertheless, two distinct perspectives 
persist: those who recognise games as a meaning-
ful cultural practice and those who dismiss them.

For many, games are still perceived as a novelty 
associated primarily with younger audiences or 
as a form of entertainment lacking substantive 
value. Is this an adequate description of the me-
dium? The development of digital technologies 
has significantly shaped contemporary gaming. 
Given the complexity of the real world, games se-
lectively transform and restructure reality into sys-
tems that support playability – a process known as  
“ludoforming”. Game-designed worlds are often 
more structured, dynamic, and navigable, while 
simultaneously generating complex experiential 
and narrative possibilities that extend beyond the 
screen and the medium itself.

Digital games have become a cultural language that 
carries and reconfigures inherited cultural forms 
and technologies. In recent years, an increasing 
number of games have engaged directly with cul-
tural heritage, integrating historical environments, 
figures, and practices. In doing so, they contribute 
to the preservation and reinterpretation of heri-
tage within contemporary digital culture. They can 
reconstruct historical settings and revive cultural 
contexts that are otherwise at risk of disappear-
ance, thereby engaging contemporary audiences 
with the past.

Interactive digital environments thus provide new 
modes of access to history for participants in digital 
culture. Titles such as Assassin’s Creed and Kingdom  
Come: Deliverance illustrate how commercially 
produced games can also function as relevant 
platforms for the mediation of historical knowl-
edge and the protection of cultural heritage. This 
provides at least a partial answer to the question 

posed above. Games are no longer a novelty. They 
are not limited to younger generations, nor are they 
merely a form of entertainment without depth. 
Digital games function both as an art form and as a 
laboratory of experience. They constitute spaces of 
exploration in which logic intersects with emotion, 
systems with improvisation, and rules with contin-
gency. The past meets the future; the impulse to 
play meets the impulse to create. The digital game 
space exhibits a distinctive genius loci that emerges 
only through the player’s active participation and 
co-creation. This is a world of associations struc-
tured through the following conceptual framework:  
action, culture, theory, art, ludicity, understanding, 
design, observation, literacy, ontology, gameplay, 
interaction, critique, analysis. This is not a random 
set of terms but an acrostic embedded in the title 
of the journal Acta Ludologica, symbolically ref-
erencing to the conceptual foundations of game 
studies. It highlights that game studies encompass 
not only the analysis of game mechanics, but also 
the study of meaning, culture, experience, and the  
future-oriented possibilities enabled by games.

In this issue, contributors examine what games 
have been, what they are, and what they may be-
come. Each game constitutes a mode of under-
standing the world. Games are embedded in cul-
tural traditions while simultaneously projecting 
possibilities for the future. Acta Ludologica thus 
provides an academic space in which scholarly in-
quiry intersects with play and creativity.

The contributions cover a broad range of topics 
in game studies, including age-based identity and 
player agency in RPGs, Chinese gold farming prac-
tices and game monetisation, and narrative trust 
in choice-based interactive storytelling. The issue 
further includes studies on the representation of 
female characters and sensuality in games, explo-
rations of playful third spaces in academic game 
research, and the pedagogical potential of FMV 
interactive narratives. Additional theoretical con-
tributions address the relationship between image 
and operativity in games, as well as philosophical 
and psychoanalytic readings of Bloodborne and  
Elden Ring, alongside reviews of recent scholarly 
publications and games. The final contribution re-
flects on the organisation and role of game confer-
ences in academic contexts, particularly in regions 
where game studies remain under institutional de-
velopment.

The issue demonstrates that the need to play pre-
dates technology and is likely to persist beyond 
it. While the world, society, and technology con-
tinue to change, the impulse to play remains con-
stant. Let’s give people games – not as an escape 
from the world, but as a way of understanding it  
better.

assoc. prof. PhDr. Slavka Pitoňáková, PhD.
Acta Ludologica’s Advisory Board
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