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I.
Objectives of the Ph. D. thesis 

Computer games are one of the most spectacular intellectual products of the information society. They combine the traditions of past centuries and the results of new technologies. Computer games can in fact be read as a book, listened to on the radio, viewed as a picture or video and may even create a new world, parallel to the real world. 
Computer games may be analyzed at many levels. As a sociological phenomenon which on the one hand allows the players to be involved in a new unknown way to contact the Internet and create new forms of online community, whilst on the other hand, can lead to many addictions. As a completely new category of art, which provokes and breaks through previous limitations as to the form, and creates the possibility to engage in a previously unknown activity in its reception.
Computer games are also an example of changes to social culture due to the development of technology, which gives man "almost infinite possibility to change the world and change themselves." The development of technology leads to a certain existential dualism - a situation where a divide occurs between the real world and the computer-created world of fiction. These two worlds exist independently of each other and may be an area of creative human activity. The link between these worlds may be a computer game avatar of the player – a visualized fictional character of the hero game.
Computer games have not yet been the subject of a separate analysis of copyright, although the doctrine dominates the view that they constitute an example of multimedia works. The concept of "multimedia works" is not clear and is the subject of many, sometimes differing interpretations and conclusions. The academic discussion of multimedia works leads to two main  opinions  as to their "location" in copyright law. Multimedia may be classified as a new category of works which are not indicated in the open directory  in art. 1 paragraph. 2  Law on copyright and neighbouring rights of February 4, 1994 (hereinafter referred to as pr.aut.) They can also be "assigned" to one of the known categories of works, particularly audiovisual works, computer programs or data bases. Existing studies on the broader theme of multimedia inadequately describe the characteristics of computer games and the characteristics that distinguish them from other types of multimedia works. There are still no judgments of Polish courts regarding computer games.

In practice, there are concerns related primarily to the scope of protection of computer games  and elements of these games from the point of view of copyright. Due to their dynamic growth and increasing importance in various fields of life it is advisable to clarify the status of a computer game in copyright. Common features of computer games and other works, and a variety of computer games, are encouraged to answer the following questions:

1.
Whether the computer game may be considered at all as a work in the meaning of  art. 1 paragraph 2 pr.aut. 
2. 
Does the possible copyright protection relate to the particular elements of games, or their whole? 

3.
If the search of evidence of creative individuality should be guided by the former instructions contained in previously issued judgments which relates to completely different kinds of works?

4.
What can we say about the premise of individuality in a situation where images of these games are considered by a computer program? 

5.
Which category of works may optionally include a computer game? 

6.
What is the role of the computer program in a computer game?
I'm going to prove that a computer game is an entirely new kind of work protected by the rules of copyright as a whole and this situation requires new legal regulations.

II. Chapters – basic information

Desideration consists of 7 chapters.  
Chapter 1
In Chapter No. 1 I tried to present the game in a broader, historical background,  stressing that they were well-known already in antiquity. By the next centuries the games were systematically developed. Many kinds of games exist at present, e.g. Chess, Master Mind, Monopoly and others. Despite the use of latest technology, computer games settle with the so–called “traditional” games common features. The determination of these features can be extremely useful for analyzing the computer games in the meaning of copyright.

I also explained some basic concepts common to all types of games and I made an attempt to systematize computer games. It should be noted that due to the rapid development of the computer games market, the proposed division of games may be incomplete, and the catalog should be treated as a kind of open catalog. 

Chapter 2

The doctrine of copyright law is dominated by the opinion of qualifying games as multimedia works. The notion “multimedia products” includes among others: electronic data bases, multimedia encyclopedias and guides. Therefore, in this chapter I explained the concept of both: multimedia products and multimedia works which are protected by the rules of copyright. The common features of both are: the digital record, convergence, interactivity, speed of access and the collective means of creating. 
Chapter 3
I explained the characteristics of the computer games, that are different from other multimedia creations and the concept of the virtual world, which have not yet found a full description of the doctrine. I also described new techniques used in creating computer games such as motion capture and performance capture.
Chapter 4

In this Chapter I presented the next stages of creation of computer games and attempted to clarify which elements of computer games (separately) may be subject to copyright protection. I also pointed out that many people may contribute in preparing the majority of computer games. This fact can significantly impede determining the persons (creators) who in a creative way participate in the process of the creation of computer  games.
Chapter 5

In Chapter 5 I present the construction of a computer game in the theory of structure works and I try to answer the question: whether the computer game "as such" is protected by copyright law?

I also rejected the possibility to treat the computer games as other kinds of works mentioned in art. 1 paragraph 2 pr. aut. because of their characteristic features. I showed that the computer game is a unity rather than a set of different elements. Therefore, computer games are not collective works or data bases. 
Chapter 6

In Chapter 5 I examined a particular kind of computer game - MMORPG. These games relate to the concept of "virtual property", which has not been clearly explained in the doctrine. I also explained the new role of the player, giving him the possibility to be a creator of the part of the computer games. I tried to show also, that the fictional characters from MMORPG may (sometimes) be protected as a work independent from the computer games.  
Chapter 7

Computer games are often significant financial and organizational projects requiring the involvement of many people. Some of them perform organizational and technical functions. Therefore, I clarified, in this chapter, which actions lead to creative results and I  determined the economic and moral right-holders and related rights-holders in computer games, and the role of the multi-author.

III.
Conclusions
The analysis of legal aspects of the computer games and empirical research allow for the formulating of the following conclusions:
1.
Computer games can not be equated with other categories of works such as computer programs, audiovisual works and data bases.
2.
A computer game is protected as a whole rather than as a set of components.
3.
Most computer games are works of joint authorship with creative contributions which can not be separated.

4.
A computer game is a completely new category of works that have previously not been mentioned in the pr.aut. Therefore, new changes to this area of law are necessary. These changes should broaden the catalog of works about new kinds of works -  computer games
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