SCHEDULE

1-2 December 2025
Main Library, UKW, Bydgoszcz

DEO GAM

MONDAY PART | MONDAY PART I

TIME SVI ROOM 1: 2.40 (AULA AB) SVI ROOM 2: 2.40 (AULA Q)
SVI ROOM 1: 2.40 (AULA AB) SVI ROOM 2: 2.40 (AULA Q)

14:15 Lunch Break
Registration

Session 5: Worlds & Stories Session 6: The RPG Experience
Chair: Peter Makai Chair: Tech Team (online)

Welcome Message

Jakub Skrdla

15:15 : : S
Keynote Speech: Mapping Spatial Narratlves‘. Towards
Structural Understanding of

Bruno Faidutti Environmental Storytelling in Open-
Can we analyze games? World Games

Phillip Lobo
The Indispensable Supplement:
The Development of Realism in
Role-playing Games

Session 1: Big Issues Session 2: Teaching & Analysis
Chair: Manojlo Maravi¢ Chair: Tech Team (online) Krzysztof ChmielewskKi
Decoding Religion in Open-World

Bo Kampmann Walter 15:30 Video Games: A Methodological
& Lasse Juel Larsen Proposition

Time-lmage Meets Rule-Play:

Reframing Bergman’s The Seventh
Seal through Ludological Analysis Reihaneh Rafizadeh Akhavian,

Péter Makai Mitra Manavirad & Nicola Liberati
15:45 Couch Co-0Op: Wrestling with the Avatar as Us in the Experience of
Second Self in Freud’s Bones Role-Playing Games (Case Study:

Children of Morta)

Leonid Moyzhes
Putting numbers to feelings:
interpretative resources in

Changeling: the Dreaming and
Wraith: The Oblivion

Irena Cuékovié & Manojlo Maravié
Video Games as a Response to
Socio-Political Processes and
Events in Serbia

Piotr Siuda

Designing Against Radicalization: Nicolas Esposito
Political Co-optation of Gaming Analyzing the Dimensions of the
Communities in Poland and Ludic Experience for the Design
Implications for Game Design and Evaluation of Video Games Q&A Q&A
Studies

Session 7: Games Applied Session 8: Localized Experiences
Chair: Michat Mochocki Chair: Tech Team (online)

Wojciech Sosnowski
Dark Patterns in Video Games:
Legal Challenges in the European
and Polish Context

16:30 Michat Mochocki Reihaneh Rafizadeh Akhavian &
From Historical Problem-Spaces to Fateme Alimohamadi

Memory Twins: When Game Design Localization in the Art of Iranian
Meets Virtual Heritage Casual Mobile Games

Sergio Minniti
From Arcades to Heritage and
Back: A Qualitative Study on the

Marek Blacha
From Simulation, through Inspiration,

16:45 to Counterfactual Narrative:

. : Reappropriation and Bottom-U
Historical Board Games as a Tool for PP : P ) p‘
, ) Platformisation of Arcade Games in
Historians

Session 3: Authorship Session 4: Interventions Italy
Chair: Jagoda Koscielniak Chair: Tech Team (online)

Coffee break

Borislav Vukojevi¢
From Dice to Data: Generative Al’s
Transformative Touch on Table-top
Play in the Western Balkans

Anika Yang Caixin Catherina Mitosz Markocki
Jagoda Koscielniak Falkenberg VAWV Para Bellum: making an e-sport out of
Divine Playfulness. The Design of Nurturing or Conquering Nature: your grand strategy game
Goddess Amaterasu in Okami Could Legend of Zelda: Tears of
the Kingdom Be An Ecogame?

Simon Copet & Alice Ray
Aleksandra Mochocka A Real Corpus-Based Study on the
Spatial Metaphors and Re- Michele Varini Real Reception of Irreali
Constructed Gothic Tradition in Orientalism and Evolving
Slay the Princess - The Pristine Cut Representation in Assassin’s
(2024) by Black Tabby Games Creed QE&A
Chair: Jagoda Koscielniak

Plenary Talk:
Jakub Majewski
The Monsters and
the (Video Game) Critics

Nikol Bozhilova
Filip Jankowski Value Extraction in Free-to-Play
Eric Chahi as a Nomadic Game Games: Player and Industry
Auteur Perspectives on Platform
Capitalism

Conference Dinner (registered attendees only)
Venue: Ogniem i Mieczem Restaurant

Q&A




SCHEDULE

1-2 December 2025
Main Library, UKW,

Bydgoszcz

TUESDAY PART |

SVI ROOM 1: 2.40
VAUV.w.\:)

Keynote Speech:
Clara Fernandez-Vara
The player’s search
for meaning

10:00

SVI ROOM 2: 2.40
(AULA Q)

TUESDAY PART Il

SVI ROOM 1: 2.40
(AULA AB)

Session 13: More Design Issues
Chair: Tech Team (online)

SVI ROOM 2: 2.40
(AULA Q)

Session 14: Trauma & Catharsis
Chair: Tech Team (online)

Session 9: Design Issues
Chair: Marcin Kotacz

Session 10: Identity
Chair: Tech Team (online)

Thais Weiller
Core loops and Positive reinforcement:
An Experiment

Nathan Altice
An Endless Game of Life and Death

tukasz Sikorski & Jacek
Matulewski
Between Enthusiasm and
Anxiety: How Experience Shapes
Attitudes Toward Generative Al
in Game Development

Young Yim Doh
Inspiration Games: A New Way
to Define Socially Meaningful
and Culturally Valuable Games

James Roha
Beyond The Screenshot: Designing
Systems, Not Just Generations in
Dreamless Kingdom

Iris Zhang
Like mother, like burr: Making and playing
for catharsis

tukasz Sikorski & Jacek
Matulewski
The Key to a Career in Game
Development: Determination
Among Future and Current Game
Developers

11:15

Li Jiaxin
Tidy-Up Games:
Deconstructing Game
Mechanics, Psychology, and
Narrative

Cristian Parra Bravo
Time and Narrative In Video Games: A
Proposal on Ludonarrative Cycles And
Temporal Patterns In Digital Games

Ella Banyan
Interactive Trauma: How Games Mediate
the Holocaust

Rosalind Dixon
The Construction of Fiction-Games

Dinko Jukié
The Video Game as Myth: A Semiotic
Deconstruction of Days Gone

Marcin Kotacz
11:30 Broken edutainment - where
possibilities meet expectations

Tushya Sachan & Dinesh
Chhabra
ldentity, Power, and Social
Norms in Persistent Virtual
Worlds: Ethnographic Insights
from a Minecraft anarchy server

Q&A

Q&A

Session 15: Practice & Participation
Chair: Tech Team (online)

Session 16: Heritage and History
Chair: Tech Team (online)

QRA

Chelsea Brtis
Creating Gender: Classifying gender
systems in video game character
creators

Victor Navarro Remesal & Marcgal Mora-
Cantallops
VHS consoles and those
who remember them

Coffee Break

Session 11: Music & Immersion
Chair: Radostaw Walczak

Session 12: Practical Design
Chair: Tech Team (online)

Naz Almacg¢
Emotional Architectures of Play: From
Game Design Patterns to Player Tactics

Pille Runnel & Agnes Aljas
From Gamification to Co-Creation:
Rethinking Museum and
Game Industry Partnerships

Barttomiej Buller
12:45 Faction themes - from Romero
to Arino: a study in using music to
convey information about
faction identity, tropes and
mechanisms

Termrak Chaiyawat
Building Fuller Worlds: Applying
Architectural Scale Theory to
Systematic Game Design

Milos Zivkovié
The Geography of Video Games - Total
War: Warhammer Ill and Associated Mods

Ivan Barroso
Playing National Identity: Elifoot, Football
and the Early Portuguese 1980s industry

Radostaw Walczak
‘Dies Irae’ in the ‘Heroes of Might
13:00 and Magic’ series: Gregorian
seguence and Requiem motifs as
an allegation

Miikka Junnila
Using Actions And Activities In
Games To Create Varied
Gameplay

Filipe Pinto & Filipe Costa Luz
The Invisible Script: A Critical Review of
ldeological Frameworks And Lyotard’s
Concept Of Metanarratives In Game
Studies

QRA

Konrad Augustyniak
Designing for Engagement:
13:15 Applying Calleja’s Player
Involvement Model to Escape
Room Design

Rafael Marques de
Albuquerque & Flavio Anthero
Nunes Vianna dos Santos
Toward a Framework for
Organising Game Mechanics: A
Tool for Design Practice and
Education

Panel Discussion:
Bringing Theory and Practice Together

17:45

QRA

QRA

18:00

Lunch Break

Panel Chair: Jakub Majewski
Participants:

Krzysztof Szafranski (Rebel Games),
tukasz Sikorski (Nicolaus Copernicus
University), Krzysztof Chmielewski
(Kazimierz Wielki University)

18:15

BONUS CONTENT: GAMES FOR MILITARY TRAINING

ROOM 1.34 (DOWNSTAIRS)

Panel Discussion:
Games in Military Training

ROOM 1.34 (DOWNSTAIRS)

Interregnum Wargame Demonstration Session

Panel Chair: Krzysztof Chmielewski
Participants:
tukasz Wyszynski (Naval Academy), Pawet Kusiak
(Naval Academy), Jakub Majewski (Kazimierz Wielki
University), Marek Blacha (Polish Academy of
Sciences Institute for the History of Science)

tukasz Wyszynski (Naval Academy), Pawet Kusiak (Naval Academy)
15 minute presentation of the wargame Interregnum
followed by
1 hour 45 minute participatory play session (max. 12 active players)

TUESDAY
12:45-13:45

TUESDAY
15:00-17:00




