
Doing Game Studies
in Different Languages

Stanisław Krawczyk

Instytut Socjologii, Uniwersytet Wrocławski, Polska

(Institute of Sociology, University of Wrocław, Poland)

“Game Studies by the Sea” seminar

TecnoCampus, Universitat Pompeu Fabra

Erasmus+ Teaching Mobility Program

June 3, 2024







Technicalities

• Please feel free to share, tweet, etc.
• The file can be downloaded from my website:

www.stanislawkrawczyk.pl

http://www.stanislawkrawczyk.pl/


Why Talk about This?





Research on Game Studies

• Biermann, R., Fromme, J., & Kiefer, F. (2023). Interdisziplinäre Zugänge zu digitalen 
Spielen und ihrer sozialen und kulturellen Bedeutung – Einführung der Herausgeber. 
In R. Biermann, J. Fromme, & F. Kiefer (Eds.), Computerspielforschung: 
Interdisziplinäre Einblicke in das digitale Spiel und seine kulturelle Bedeutung
(pp. 7–24). Verlag Barbara Budrich.

• Garda, M. B., & Krawczyk, S. (2017). Ćwierć wieku polskich badań nad grami wideo. 
Teksty Drugie, 28(3), 69–86.

• Gómez-García, S., de la Hera, T., Cuadrado-Alvarado, A. (2021). Game Studies,
Next Level? Nuevos horizontes para una disciplina emergente. Index.comunicación, 
11(2), 13–20.

• Malazita, J., Rouse, R., & Smith, G. (2024). Disciplining Games. Game Studies, 24(1).
• More examples:

https://docs.google.com/document/d/1OxVYujfiojpCp4BtMtmLYXZcrkWYlZ-
VTapjOdHZtQI/edit

https://docs.google.com/document/d/1OxVYujfiojpCp4BtMtmLYXZcrkWYlZ-VTapjOdHZtQI/edit
https://docs.google.com/document/d/1OxVYujfiojpCp4BtMtmLYXZcrkWYlZ-VTapjOdHZtQI/edit


Diversity in Game Studies

• Liboriussen, B., & Martin, P. (2016). Regional Game Studies.
Game Studies, 16(1).

• Mukherjee, S., & Hammar, E. L. (2018). Introduction to the Special 
Issue on Postcolonial Perspectives in Game Studies. Open Library 
of Humanities, 4(2), 1–14.

• Phillips, A. (2020). Negg(at)ing the Game Studies Subject:
An Affective History of the Field. Feminist Media Histories,
6(1), 12–36.

• Ruberg, B., & Shaw, A. (Eds.) (2017). Queer Game Studies.
University of Minnesota Press.



Languages in Game Studies

“Perpetuating Anglocentrism

The country of residence [of our respondents]
represented a predominantly Anglocentric
sphere . . . Our demographics reflect the
perpetuating Anglocentrism of game studies.
These demographics may also correlate with the
countries holding institutional power for
academic research for game-related disciplines
and career opportunities”

(p. 348; color & bold added)



“It is a testament to both the colonizing work
of English and the influence of Western
European philosophy . . . on game studies
that there is a critical focus on the English
construction of games and play . . . Because
of these colonial histories the conversation
around postcolonialism and games has . . .
centered around the ways that games . . .
serve up and distribute European and
American values on a massive global scale”

(p. 240; color & bold added)



The English Language











Interviewees

• 7 individual in-depth interviews, mostly in May and June 2023
• 4 experienced researchers – XPs (more than seven years after PhD)
• 3 early-career researchers – ECRs (2 PhD students + 1 recent PhD)

• 4 men, 3 women; interviews conducted in Polish for DiGRA 2023

• I have focused largely on internationally active scholars
• All interviewees have published in English as well as in Polish
• All interviewees have published at least one paper abroad

and/or participated in at least one international conference



Critique
(General Literature)















Critique
(Interviews with Game Scholars)



The Irreversible Pressure of Unification

• “This hamburgerization or Americanization of language
[in game-related terminology] is, I think, irreversible” (XP 4)

• “There’s this pressure to publish exclusively in English” (ECR 2)
• “I will partly agree, for instance, that . . . The Anglo-Saxon culture

of academic writing is killing essays . . .
Yes, it’s a problem: treating English as the . . . central language.
The consequence is that everything gets unified in a way” (ECR 3)



The Hegemon and the Rest

• “It’s a colonizer’s language” (XP 4)
• “The United States is an academic hegemon and the academic

hegemon . . . is under the impression that everything about them
is universal, and everything not about them is some kind of 
scholarly margins, local studies” (XP 2)

• “It can be difficult for younger researchers to start publishing . . .
on this international level . . . And of course this threshold isn’t
there for the people whose first language is English,
so here . . . there may be an inequality” (ECR 2)



The Newcomers Need Polish

• “[International exchange is valuable] for game scholars who already
are game scholars. If we want to have more game scholars in Poland
. . . we need to translate texts” (ECR 1)

• ”There are no [Polish] publications that . . . would be available.
Either for students or for unexperienced researchers” (ECR 2)

• ”Polish could just be a kind of entry language” (ECR 3)
• “Publishing in English . . .

creates a barrier to the entry of new researchers” (XP 3)
• “[Right now] I find it easier to tell [my students], ‘Listen, here’s an

English-language handbook, here are great explanations of concepts
along with references’, than to refer them to some popular text in 
Polish, where there’s no . . . bibliography (XP 4)



Polish Game Studies Needs Polish Terms

• “I believe that in Polish game studies it is our important role
to ensure that the Polish language does not die out . . .
When we discuss some practice or phenomenon
wholly in English, we don’t develop the local vocabulary . . .
and not all can be thought in English” (XP 3)

• “For instance, if we . . . want to make games that are somehow
unique, then the basis for that . . . [is] the language in which
games are made or . . . some symbols are construed” (ECR 3)



Defense
(General Literature)











Defense
(Interviews with Game Scholars)



A Global Language

• “Of course, when we publish in English, our publications reach
incomparably more people . . . English is a universal language,
let’s not deceive ourselves” (ECR 1)

• “It is known that English is a global language” (XP 2)
• “When someone publishes a book in Poland in 200 copies, it can be 

more difficult to reach than a paper in English, one click away” (XP 1)
• “[What’s in English] will be read by more people than is the case

with other national, non-global languages” (XP 2)
• “I have the impression that these English publications are

more important in game studies, because there’s this international
circulation . . . My Polish things aren’t likely to reach this broader group
of people” (ECR 2)



A Bridge

• “Researchers from different countries can write in this English and 
be available for the whole world . . . [Thanks to this, game studies] 
includes . . . experiences . . . from more peripheral places
and places that wouldn’t otherwise have a voice” (ECR 2)

• “There are countries where people certainly create a lot of
cool things but I don’t know, for instance, [language names],
so I don’t know exactly what’s going on in these regions . . . 
English is . . . a sort of bridge between us” (ECR 3)



A Language for Specialists

• “I’m thinking English is like Latin in the Middle Ages,
which means that specialists use English” (XP 1)

• “When you want to write something for specialists, get a good
feedback and it’s supposed to have the highest research
quality, then it’s known it’s better to write in English” (ECR 3)



Is Multilingualism the Way Out?





https://blogs.lse.ac.uk/impactofsocialsciences/2021/12/07/multilingualism-is-integral-to-accessibility-and-should-be-part-of-european-research-assessment-reform/

https://blogs.lse.ac.uk/impactofsocialsciences/2021/12/07/multilingualism-is-integral-to-accessibility-and-should-be-part-of-european-research-assessment-reform/




Interviewee on Machine Translation

• “It’s happened many times: I tell someone I’ve published 
something, . . . I tell them it’s in Polish, and oh, in this case 
they’ll never read it . . . When you can use so many freely 
available tools . . . That translate from one language to another” 
(XP 4)



Interviewees: Both Languages Are Needed

• “Imperialism has its merits . . . and nationalism also has its merits”
(XP 2)

• “I think the key thing is: to God the things that are God’s,
and to Caesar the things that are Caesar’s” (XP 3)

• “It’s not the case that Poles writing about games in Polish write worse 
than . . . English people writing about games in English” (XP 4)

• “We have so many young people . . . interested in game studies . . .
It’d be nice if there were publishing opportunities. In English, yes,
but also in Polish” (ECR 1)

• „I suppose these languages should just complement one another . . . 
and of course it would be best if this was . . . made possible” (ECR 2)



Conclusions



Game Studies between Scylla and Charybdis

• Scylla: Hegemonic English + corporate publishers

• Charybdis: Neo-Nationalist tendencies across the world

• But that is not all there is



The Complexity of English

• Publishing in English does not necessarily mean you serve Scylla

• For instance, English can:
• Open new career paths – just as it can close others
• Be a national language in a (semi-)peripheral country (DiGRA India)
• Enable communication between (semi-)peripheral countries

(DiGRA Central and Eastern Europe and CEEGS conference)
• Be used to present regional research to a global audience (Tapuya)



The Complexity of “Other” Languages

• Publishing in Catalan, Spanish, Polish, etc.
does not necessarily mean you serve Charybdis

• English is not the only international language
(Spanish-language publications on video games;
Charla de Antropología Digital: Español-Inglés, April 30, 2024)

• There can be all kinds of motivations for publishing in national 
languages (see the interviews cited before)

https://www.youtube.com/watch?v=0uYl9VsEW_k


Multilingual Game Studies?

• Language is weak without networks, organizations, institutions, 
and funds – and these are not on the side of multilingualism

• However, the global game studies community
seems to include a lot of non-native speakers

• This may be related to the roots of organized game studies 
(DiGRA’s main language has been English from the start but the 
Nordic countries were far more important to DiGRA’s founding 
than the US or the UK)

• So, can the global game studies community avoid both Scylla 
and Charybdis? And can we find ways to harmonize global 
collaboration with national and regional scholarship?



Practical Questions



This is a discussion panel accepted
for the DiGRA 2024 conference (July 1–5)

The questions in the next slide
come from the panel’s description





Thank you!
https://stanislawkrawczyk.pl/

https://stanislawkrawczyk.pl/
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