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Real-time strategy (RTS) games have played an irreplaceable role in the history of
digital games. Despite their importance, RTS games have been largely overlooked in the
history of digital games, with the exception of their inclusion in the esports segment. With
this publication, Simon Dor has made a valuable contribution to a long-neglected area.
The RTS genre includes several popular titles, many of them older than the StarCraft se-
ries (Blizzard Entertainment, 1998-2015), but despite this, the author has sufficiently jus-
tified the relevance of his selection in the publication. The significance of the publication is
also demonstrated by its inclusion in the Landmark video games book series published by
the University of Michigan Press, which takes a detailed and in-depth look at the history
of digital games through the study of historically significant and influential examples that
have become an important part of popular culture.

In five chapters, Dor examines the issue through the prism of a different area, start-
ing with the professional theory proposed for understanding planning and tactics in digital
games, through the dominant masculine culture in the series itself, cultural-political-tech-
nological differences, to the player experience. Each of these areas provides sufficient
content for separate publications, so the condensed treatment may evoke the need to
expand on individual sections. However, their compilation into a single work reflects the
broad scope and need to both evaluate and examine works from broader contexts.

In the first chapter, “Decoding and foreseeing”, the author goes through the process-
es of the same name, which later became the basis for esports. The author demonstrates
and explains these paradigms using the example of a selected esports match between
2009 and 2010. It is not just a theoretical definition of the issue, but also its practical
implementation. This approach of demonstration using a specific example is further ap-
plied throughout the publication. For readers familiar with his previous scientific work, Dor
(2014) specifies that these are the same paradigms labelled ‘decryption’ and ‘prediction’
that he introduced in 2014.

In the second chapter, “A distinct purity of form”, he places the series in a more
complex picture with other strategic digital game titles. The author describes in detail the
narrative of selected passages and missions from the game, demonstrating a masculine
‘gamer culture’ based on archetypes that visually depict women as fairies or monsters.
He defines female roles in the StarCraft series as supporting ones. The author also takes
acritical view of the game’s lack of innovation, which he puts into context with delays in its
release. Dor also does not overlook the works that inspired the StarCraft series, such as
the tabletop game Warhammer 40,000.

In the third chapter, the author aims to explain how cultural and technological con-
ventions that seem obvious in electronic sports today were very unusual in RTS games in
1998. This chapter, entitled “No rush,” focuses on a rule characteristic of StarCraft in the
late 1990s, which was not built into the game by its creators but was subject to agreement
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between players. Rush is defined as an attack in the first minutes of the game with the aim
of taking out worker units. To balance the early stages of the game, players agreed on a
certain time during which they would not attack each other. With this demonstration, the
author emphasizes that “video games are cultural objects” (p. 60), which must be taken
into account in the broader contexts of social reality. Dor demonstrates that game rules
are not exclusive content created solely by game designers, but also reflect gaming cul-
ture and its characteristic values, conventions, and emphasis on compliance.

As part of a comprehensive view of the sociocultural phenomena that influenced
the development and transformation into esports, the author also deals with Blizzard
Entertainment's fight against game software piracy, the technological limitations of the
time, patches, the emergence of gaming tournament culture, and the first professional
esports teams. He thus completes the mosaic of the era and contexts that accompa-
nied the development, and allows us to understand how the discourse around Blizzard
Entertainment and its products was shaped.

The fourth chapter, entitled “Path of ascension,” can be considered the most valu-
able, as it focuses more explicitly on broader localisation specifics that significantly in-
fluenced success. As Swalwell (2021) points out, locality represents a blind spot in the
history of digital games. Geography has generally been ignored, with the implication
that the reception of digital games was the same everywhere. Unlike the dominant North
American or Japanese perspectives, Dor focuses on the specifics of South Korea. From
historical contexts, such as relations with Japan after World War Il leading to restrictions
on imports of media products from Japan to government decisions to develop the tech-
nology sector and the 1997 financial crisis.

The author guides the reader through the differences between the South Korean
market and the rest of the world, explaining that Japanese consoles were illegal in the
country for a long time, which led to computers becoming the established platform for
gaming. Government-supported technological development, in turn, promoted the rapid
growth of broadband connections and internet cafes. He discusses how a specific model
of cafes using a ‘pay-per-hour’ model, in which customers had a software license included
in the price, supported the popularity of the game. Finally, he moves on to the golden age
of Korean esports, in which StarCraft played a significant role until the arrival of Battle.net,
which restricted uncoordinated online gaming.

On a more implicit level, it emphasizes the importance of locality, its specifics ena-
bling development in a certain direction, and especially the need to define the discourse
that accompanied this development. It thus expands not only the theoretical foundations
of the strategic games’ subgenre, but also the topic of historical research at the local level.
Dor’s work proves that the same game can be discussed in completely different ways at
the same time. This is also reflected in the focus of the fifth chapter, “Distinct purity of
essence,” which metaphorically expresses the author’s vision of StarCraft in the history
of digital games.

Right at the beginning of the chapter, the reader senses the author’'s emotions and
personal experiences, and he further develops the metaphor through a narrative exam-
ple from the game, criticizing Blizzard for rewriting history by claiming that StarCraft has
always been an esport. Based on his own experience, the author argues that his first ex-
perience with the game in the late 1990s was not related to competitive gaming at all, but
rather to map creation, which was easier on a single computer at a time when the inter-
net was not yet widespread, and teenagers gathered in one place to come up with activi-
ties to do together. He further develops these basic ideas in broader contexts, discussing
other important genres - MOBA and tower defense — which emerged thanks to editors in
games, whether map or campaign editors.
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In conclusion, the author summarizes key ideas such as the undeniable relevance
of StarCraft games to the development of esports, the different approaches to playing
these games in the 1990s and today, and the overestimation of innovation in the con-
text of historical relevance. He emphasizes the study of games as cultural objects, which
means understanding their role throughout history and not just at the time of release. The
author takes into account national diversity and specificity, which in the case of StarCraft
played a key role in its establishment in esports. The author draws on his own experi-
ences, which he describes in detail, and allegorically transfers his ideas to the narrative
parts of the game. After all, creativity is also evident in the book’s cover, which depicts the
author’s custom map from the game StarCraft (pp. 100-101). The entire publication is a
valuable source of information for researchers and an exemplary example of research into
the changing history of digital games, which depends on a number of social and cultural
factors. The publication presents a condensed concept of the areas defined by the author,
which can be used as inspiration when examining the history of digital games, their audi-
ences, and changes in their monetization and evaluation.
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