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Streszczenie opisu pracy  
w języku angielskim

Game of creation. Workshop of a contemporary multimedia artist

The subject of the Ph.D. thesis is the workshop of a modern independent multimedia 
creator. The main goal of the thesis is to create a monumental work of digital art titled The 
Mountain, and, in the process, to analyze the tools available to individual multimedia artists. 
The further goal is to assess the possible ways these tools will evolve in the future.

The main theoretical concept utilized in this work was Vilém Flusser’s concept of an ‘appa-
ratus’, a device that is simultaneously a tool and a machine, both controlled by and controlling 
its human operator. In a way, modern digital creation suites are the new apparatuses, as po-
werful and limiting as ever. Software previously intended purely for video game development, 
such as Unreal Engine and Unity, is now becoming a flexible digital environment for filmma-
kers, animators, visual effect artists, and transmedia storytellers. Video games affect not only 
how contemporary art is being made, but also influence the artworks themselves. Ryszard W. 
Kluszczyński writes about a feedback loop happening between video games and cinema (and 
other contemporary cultural texts), arguing that this hybridization is one of the basic catego-
ries of contemporary culture, next to transmediality and convergence.

The Mountain is a video game-inspired, transmedia story about a man’s journey through 
a crumbling, gradually forgotten reality. Based around my family’s home village in Lower 
Silesia, the work of art consists of three modules: The Mountain, a medium-length animated 
film, Inside the Mountain, a series of immersive scenes for a virtual reality experience, and Outside 
the Mountain, a digital gallery of virtual ‘polaroids’ from the diegetic world of the artwork. By 
creating an artwork of such scale, I aim to define the nature of the contemporary multimedia 
artist’s workshop and look into its future. In the course of my research, I describe the gradual 
switch from the ‘tool apparatus’ towards the ‘game apparatus’, and thus – a turn from the ‘ar-
tist user’ to the ‘dilettante user’. Through autoethnographic method of research, I use my own 
experiences, observations and artworks in order to find a broader context of the phenomena 
described in the thesis and propose my own conclusions.

In the first chapter of the thesis, I describe my artistic achievements. As a university lec-
turer in the field of computer graphics and multimedia, I also describe my ten-year scientific 
and didactic experience. In the second chapter I briefly describe The Mountain artwork and 
the choices that led to this particular topic of artistic exploration. I refer to the philosophy of 
Flusser and look into the digital reconstruction of real places as a way of preserving memories, 
while also researching errors in human and computer memory. I write briefly about the impact 
of video games on the digital artist’s workshop. Finally, I bring up the autobiographical thread 
concerning the history of my family and the ecological aspect related to it. The third chapter 
is devoted to a detailed description of the complex creative process behind The Mountain and 
in the last part, I focus on artistic inspirations and theoretical sources for the thesis. Among 
landscape and digital painting, cinema, animation, literature and contemporary art the most 
important are inspirations derived from video games. While describing them I introduce a new 
term for a specific type of gameplay recordings: ‘gamestills’. I also point to the concept of to-
tal work of art by Richard Wagner, classic panoramas and immersive VR experiences. Besides 
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Flusser, I also refer to Marshall McLuhan, as well as researchers of video games and cybercul-
ture, such as Piotr Kubiński, Ryszard W. Kluszczyński and Piotr Zawojski.

In the conclusion of the thesis, I propose my final thoughts on the nature of the contempo-
rary multimedia artist’s workshop and assumptions about its future in the advent of artificial 
intelligence-based media generators. I conclude by writing about the impact of transmedia 
stories on my artistic journey and its possible continuation.


