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General chronology of the Witcher works

First short story

1986

Graphic novel 
(Parowski and Polch)

1993–1995

Five novels

1994–1999

Movie
(dir. Marek Brodzki)

2001

TV series
(dir. Marek Brodzki)

2002

CD Projekt’s
video games

2007, 2011, 2015

TV series by Netflix

2019



CONTEXT 1: Science fiction and fantasy
literature in Poland (1980s and 1990s)

AUTHOR: Andrzej Sapkowski and his capital



Photo of Andrzej Sapkowski in 2015: Niccolò Caranti, CC BY-SA 4.0, source: Wikimedia Commons

https://commons.wikimedia.org/wiki/User:Jaqen
https://creativecommons.org/licenses/by-sa/4.0/deed.en
https://en.wikipedia.org/wiki/File:Andrzej_Sapkowski_-_Lucca_Comics_and_Games_2015_2.JPG


Photo of the Monty Python members: Eduardo Unda-Sanzana, CC BY 2.0, source: Flickr.com and Wikimedia Commons

https://creativecommons.org/licenses/by/2.0/deed.en
https://www.flickr.com/photos/grimorio/14415411808/
https://en.wikipedia.org/wiki/File:Monty_Python_Live_02-07-14_12_46_43_(14415411808).jpg


CONTEXT 2: Games in Poland 
(1990s and 2000s)
Slides mostly reused from a talk by Maria B. Garda and Stanisław Krawczyk,
The Witcher Before “The Witcher”: Early Game Adaptations of Andrzej Sapkowski’s
Literary Universe (1990–2007), the History of Games conference, October 21–24, 2020.



Early game adaptations (1990–2007)

tRPG: Oko Yrrhedesa

1990

PC: Witcher
(Metropolis Software) 
– licensed, unfinished

1995–1997

MUD: Ishtar domain, 
part of the Arkadia
MUD – unlicensed, 
fan fiction

1997–

tRPG: Witcher: A Game 
of Imagination –
licensed

2001

SMS:
Witcher – licensed

2002

LARP: The Witcher: 
Something Bigger

2005

MUD: Vatt’ghern –
unlicensed, fan fiction

2007–2008







https://arhn.eu/2017/09/wiedzmin-dokument/

https://arhn.eu/2017/09/wiedzmin-dokument/


https://web.archive.org/web/20050524174530/http://www.vattghern.prv.pl/

https://web.archive.org/web/20050524174530/http://www.vattghern.prv.pl/


https://www.polygon.com/features/2014/7/16/5884227/cd-projekt-the-witcher-3

https://www.polygon.com/features/2014/7/16/5884227/cd-projekt-the-witcher-3


CONTEXT 3: Polish politics and 
memory (2000s and 2010s)



https://technopolis.polityka.pl/2014/25-lat-wolnosci-w-grach-wideo

https://technopolis.polityka.pl/2014/25-lat-wolnosci-w-grach-wideo


http://www.digra.org/digital-library/publications/by-svarog-slavic-game-renaissance-and-the-ideology-of-the-extreme-right/

http://www.digra.org/digital-library/publications/by-svarog-slavic-game-renaissance-and-the-ideology-of-the-extreme-right/


CONTEXT 4:
Global video game industry



https://www.polygon.com/2015/5/13/8533059/the-witcher-3-review-wild-hunt-PC-PS4-Xbox-one

https://www.polygon.com/2015/5/13/8533059/the-witcher-3-review-wild-hunt-PC-PS4-Xbox-one




AUDIENCE AND OBJECT:
Reading the Witcher works



https://olh.openlibhums.org/article/id/4463/

https://olh.openlibhums.org/article/id/4463/


METHODOLOGY:
The cultural diamond



Photo of Wendy Griswold (cropped):
Northwestern Weinberg College of Arts and Sciences

Wendy Griswold, Renaissance Revivals, University of Chicago Press, 1986, p. 8,
scan taken from Dustin Stoltz’s blog

https://news.weinberg.northwestern.edu/2022/05/05/wendy-griswold-elected-to-american-academy-of-arts-and-sciences-academy/
https://dustinstoltz.com/blog/2016/12/30/diagrams-of-theory-griswolds-cultural-diamond


https://www.academia.edu/10964519/_You_must_gather_your_party_before_venturing_forth_Why_did_computer_games_from_around_2000_become_so_important_in_Poland

https://www.academia.edu/10964519/_You_must_gather_your_party_before_venturing_forth_Why_did_computer_games_from_around_2000_become_so_important_in_Poland
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