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KRESKÓWKI A GRY PRZYGODOWE

” (LucasArts, 1993), 
Pantera ( , Wanderlust Interactive, 1996,) i  
(

cyfrowa

KRESKÓWKA A GRA CYFROWA

-

Cuphead (Studio MDHR, 2017). Po drugie, ist-
nieje wiele growych adaptacji kreskówek telewizyjnych, np. (Capcom, 1989), 

Fallout to kreskówkowa maskotka zarówno 

The Legend of Zelda (DIC Entertainment Corporation, 1989). 
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-

-

-

). Podobnie 
-

1, Sonic, Pac-Man, 
Mega Man czy Pokemony.

konkretnemu wycinkowi tego zagadnienia, czyli relacji kreskówki i jednego konkretnego 
gatunku ludycznego: gry przygodowej z interfejsem point & click. Tego typu gry, szczególnie 

-

2.

-

stawianych przez system. 

 1 

lic  (Picard, 2008, s. 298).
 2 Je

“Challenges in adventure games appear in the form of puzzles, i.e. challenges where there is no active agent 
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 (1993, LucasArts), 
(1996, Wanderlust Interactive) i  (1997, Wanderlust Interactive) 

animated cartoon
cartoon) z ani-

Paramount 
Screen Magazine

-

rozwoju kreskówkowej formy: „Zarówno J. Stuart Blackton u zarania kina, Fleischerowie 

Amuck -

 Zwariowanych melodii -
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-

Norman M. Klein (1993, s. 27) pisze o nim tak:

-

3.

komediowy impuls (ang. comic impetus, 

 3 Ang. “Thus, the gag is a hangover from pre-industrial rituals, as well as a re-enactment of social (and narrative) 
dislocation. The two are held in tension, as partners: nineteenth-century animal humor and twentieth-century 
chaos, like a barnyard mouse building a -
ral movement in much the way that graphic narrative lives on a t surface. And like the city confusing the 

than random snatches of comic relief. They use the narrative code of late nineteenth-century popular culture. 
They are fables about surviving in an industrial world when the mind is still trapped inside a rural community 
(translated as the cartoon village caught inside the motion-picture machine). A plot of this sort, fractured by 
a variety of gags, has a unity based on dialectical confusion. The potential for hazards is never resolved, only 
examined, in chase after chase, disaster after disaster. Once again, the gag is similar to Modernist theories 
from the twenties, on narrative, on epic theater, or defamiliarization. It is the Theater of the Absurd: in 1952, 
Beckett’s two clowns in derbies play against each other on a barren stage. The gag is abstracted down to its 
acme of meaning: killing time while the surface of life refuses to answer, the act of chasing in place” (Klein, 
1993, s. 27). 
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Prime Time

 (ang. Tiny 
Toon Adventures Animaniacy (ang. Animaniacs
WB) czy  (ang. Pinky and the Brain

z marginesu (reprezentowanego przez skierowane do dzieci pasmo Saturday Morning Cartoon) 

-

Tentacle,  i 

4

-

-

-

odwiedzamy 

 4 mu aktorskiego Blake Edwards).
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-

postaciom. W 

-
-

point & click 

-

5.

-

vide: 
Amuck

ZAGADKA SKUNKSA

-

Na 

-

 5 
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-

Kadr z gry (1996) 

serii z cyklu Zwariowane melodie, a konkretnie odcinków 

za samice skunksa (tak jak w 
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” („No tak, 

-

Kadr z gry (1993)

-

 do 
-

-

rezultatów. 
, 

w której 
cho-
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Hokus 

Kadr z gry (1997)

WPRAWIANIE KRESKÓWKI W RUCH

-

-
point & click jest niczym scena w teatrze, 

gra przygodowa z interfejsem point & click oferuje zazwyczaj jeden konkretny punkt widze-



162

-

sekwencji czy danego gagu6

jednak temat na osobne studium.
-

-

-

komentarz na temat typowych dla medium konwencji. 
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Cartoons are a phenomenon that originates from cinema, but they also have an important representation in 
video games. Using three adventure games as examples:  (LucasArts, 1993), The Pink Pan-

 (Wanderlust Interactive, 1996), and  (Wanderlust 
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