
Chapter 6
Conclusion

This monograph strove to demonstrate that the rules which apply to games could
also be effectively used in the analysis of films. To the knowledge of the author, it is
the first book-length study applying the game categories developed by Roger
Caillois to film comedy genre. While comedy seems ideally suited for such an
introductory sally, the categories of agon, mimicry, alea, and ilinx could just as well
be used with reference to other film genres. The idea of categories of pragma and
óneiros proposed in this work was produced in the practical process of analysis.
Comedy film relies mainly on the presentation of the characters in their social
context (frequently as outcasts) and hence the consideration of the homo ludens in
such a context had to be considered. As the method chosen by the author also relied
on his ability to register the peculiarities of the filmic texts in the medium of
drawing, it inadvertently led him to the considerations of the subjectivity of per-
ception of the ludic characters. Just as each person focuses on different elements in
a scene—the variable which was reduced thanks to the use of drawings in the
analyses—so do the spectators within the film text react differently to the homines
ludentes in each of the discussed films. The movies were chosen on the basis of
their distinctive treatment of the subject of the playful hero engaged in the game of
his or her own and their relations with the rest of society. However, the tools
presented in this book can be freely utilized in analyzing further films, since the
tendency of comic characters to engage in play and games for humorous effect has
not subsided at all since the beginning of the new century.

It was shown that the homines ludentes are clearly in conflict—with their own
repressed emotions, with other people who do not accept their playful behavior,
with reality itself. They resort to play for a reason. This reason may lie in their
desire to have fun, which is the most characteristic for the state of play. It may be an
escapist attempt to flee one’s problems. Finally, it may be an expression of a need to
resolve a problem in a novel, original way. It is hoped that this book, which
attempted to develop a new approach to film comedy studies while at the same time
using drawings as an interpretative measure, has achieved as much.
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