%/z‘w%/fe//afz‘m‘/
KATE BAGENZO, TEO KRYSTUFKOVA, TAYLOR MCCUE,
TABITHA NIKOLAI, ZOYANDER STREET

No Fun lll:
Trans*grese

5. .~ 74 &.
LS

vernisaz /opening .27 & 2028 7800
ét/thu 76-.27 sofsat 77-.27 ézzfafa/éz W7 mgz‘e// No Fun Collective
etc. galerie, Sarajevska 68/16, Praha 2 www etcgalerie.cz



Az prilis queer Call of Duty:
Trans* hry a hrani jako cesta
mimo princip normativni slasti

Pozice queer identity, tematiky a queer pristupu obecné

ma v hernim diskurzu pevné misto pfinejmensim od vydani
sborniku Queer Game Studies' v roce 2017. Specificka trans*
perspektiva je ale Casto chapana jen jako podkategorie
zastresujiciho pojmu queer, a byva tak prechazena nebo jen
letmo zminovana. Trans* pohled na véc tak zfidka dostava
svUj vlastni prostor. Jak pisi teoretici Bo Ruberg, genderova
studia se v kontextu her az donedavna soustredila zejména
na herni reprezentaci, a to predevsim cis osob:

. Previékani (cross-dressing) nebo prohazovani gendert
(..) bylo ¢asto ramovéno jako sexualni fetis, pripadné
vykladano jako projev misogynni touhy muZskych hracua
ovlddat Zeny. (...) Teprve nedavno se diskuse okolo
vyzkumd, studii a teoretickych praci tykajicich se her

a queer tematiky. Navzdory témto posunum ale stéle urcité
proudy feministickych a queer hernich studii pokracuji

v marginalizaci transgender osob."

Az prilis ¢asto je trans* kategorie ve hrach vnimana pouze
jako otazka reprezentace. Ukazuji Sims 4 transgender
zkusenost realisticky? Jakym zplisobem transgender
postava v GTA Vreprodukuje Skodlivé stereotypy? Jaka by
meéla byt pravidla pro inkluzivni prostredi v hernich studiich?
Jakkoliv dUlezité jsou tyto otazky, jejich uprednostiovani
obira trans* osoby o moznost délat v hernim kontextu vic nez
se jen prevtélit do herniho avatara. Ruberg volaji po vytvoreni
trans* hernich studii, ktera by podle nich méla mnohem spis
resit, jak mohou trans* éteni a trans* herni tvorba rozsifit
nase chapani her samotnych.

1 RUBERG, Bonnie a Adrienne SHAW, [2017]. Queer game studies. Minneapolis:
University of Minnesota Press. ISBN 978-1-5179-0037-3.

2 RUBERG, Bonnie, 2022. Trans Game Studies. JCMS. 62(2), 200-205.

Too Queer Call of Duty:

Trans* Games and Playing as

a Journey Beyond the Principle
of Normative Pleasure

While queerness and its position within the video game
discourse has been established at least since the
publication of Queer Game Studies in 2017, transness is still
often perceived as a subcategory of queerness, brushed
over rather than given its own space. As Bo Ruberg writes,
up until recently, gender studies were primarily concerned
with representation in games, and that mostly of cis people:

“[Clross-dressing or gender swapping (...) was often framed
as sexual fetish or expression of male players’ misogynistic
control over women. (...) More recently, conversations
around gender in games have diversified, particularly
through scholarship on games and queerness. Despite
these changes, however, certain strands of feminist and
queer game studies continue to marginalize transgender
people.™

Too often, transness in video games is framed merely as
an issue of representation. Is the representation of the
transgender experience in The Sims 4 realistic? How is
the transgender character in GTA V reproducing harmful
stereotypes? What should be the rules for diversity
inclusion within gaming studios? As important as these
questions are, their predominance robs trans* people of
agency in doing something more than merely inhabiting
an avatar. The formation of trans game studies that
Ruberg calls for should concern itself rather with how
trans* readings and trans* game makers can expand our
understanding of games.

When | open my Steam account today, it says | have played
Call of Duty: Modern Warfare 2 (2009) for 1286 hours,
even though I’'m sure it is more than this. The day my
father brought home the CD and we played it together for
hours is distinctly burned into my memory. Together with
(other) young boys frustrated by their lives in the post-
financial-crash era, | spent every hour after school playing
multiplayer matches, striving for maximum accuracy, best
possible kill-to-death ratio, ranking up, and memorising
statistics for individual weapons and spawn points on
every map. This period of my life, which could be literally
recounted as 54 days but actually constituted many
years, has been the hardest to include in the narration of
my trans* becoming. In our teenage bodies, we might not
have known what exactly the economic crisis entailed,

but its repercussions were felt heavily. Seemingly,
everyone’s parents were getting divorced, so many lost
their jobs, dreams of “planting a tree and building a house”
popped together with the bubble, and the predominant
hypermasculinity of previous generations was giving away
to the new geek masculinity.: Perhaps because all of these
hegemonic forms of cis heterosexual life were breaking and

1 RUBERG, Bonnie and Adrienne SHAW (eds.). 2017. Queer Game Studies.
Minneapolis: University of Minnesota Press.

2 RUBERG, Bonnie. 2022. “Trans Game Studies”. JCMS: Journal of Cinema and Media
Studies 61(2): 200-205.

3 KNUTSON, Matt. 2018. “Backtrack, Pause, Rewind, Reset: Queering
Chrononormativity in Gaming”. Game Studies 18(3).



Kdyz dnes oteviu svij Ucet na Steamu, ukazuje mi, Ze jsem
hranim Call of Duty: Modern Warfare 2 (2009) stravila

1286 hodin, i kdyZ jsem si jist4, Ze je to ve skutecnosti vic.
Den, kdy otec domu prinesl CD hru a my ji spolu hodiny hrali,
je hluboce vypaleny do mé paméti. Spolu s (dalsimi) mladymi

kluky, ktefi byli frustrovani svymi zivoty v dobé poznamenané

finanéni krizi, jsme vSechen ¢as po Skole travili hranim
multiplayerovych zapastl. Slo nam o co nejpresnéjsi mireni,
nejlepsi pomér mezi poétem zabitych nepratel a vlastnich
smirti (kill-to-death ratio), chtéli jsme $plhat po Zebricku
hernich hodnosti (rankd), snazili jsme se zapamatovat si
statistické udaje o kazdé jednotlivé zbrani a pozice spawn
pointd (mist na mapé, kde se hraci a hracky po svém zabiti
znovu ,rodi®). Toto Zivotni obdobi by doslova $lo shrnout jako
54 dni gistého ¢asu, ale ty jsou ve skute¢nosti rozprostifené
mezi mnoho let. A nejvétsi problém mam s tim, zahrnout tuto
kapitolu do svého osobniho pfibéhu ,stavani se trans**.

Ve svych néctiletych télech jsme mozna nevédéli, co
ekonomicka krize presné obnasi, ale jeji dopady jsme pocitili
silné. Zdanlivé vsichni rodi¢e znamych a kamaradu se
rozvadeéli, spousta z nich prisla o praci. Sen ,,zasadit strom
a postavit dadm*” odnesla hypotec¢ni bublina a prevladajici
hypermaskulinita pfedchozich generaci vyklidila pole
novému geek muzstvi.: Mozna proto, ze se vSechny tyto
hegemonické formy cis heterosexualniho Zivota hroutily+
a preskladavaly tvari v tvar novym skuteénostem, pro mé
tehdy bylo tak tézké pochopit, kam uprostred toho véeho
patfim.

Pozdéji jsem tuto epizodu mého zZivota odepsala prosté jako
priznak deprese, neschopnosti vmeéstnat se do genderové
binarity nebo dynamiky ve skolni tfidé, a dostat tak
ocekavanim, ktera s tim souvisela. Presto jsem stale méla
pocit, Ze to neni dostatecné vysvétleni skuteénosti, ze jsem
vlbec byla schopna zélibné se vydavat do prostoru, kde
homofobie, transfobie, rasismus a bila cisheterosexualni
nadvlada nebyly jen nahodnymi tikazy, ale pravidlem. Pal¢iva
otazka to je zejména, pokud se toto trans* dité mélo pozdéji
stat trans* femininni dospélou osobou, ktera za¢ala vytvaret

3 KNUTSON, Matt, 2018. Backtrack, Pause, Rewind, Reset: Queering
Chrononormativity in Gaming. Game Studies. (18).

4 Ackoliv Ize vzestup geekovské maskulinity pozorovat zhruba od poloviny 80. let, po
roce 2009 a ve vétsi mife pak po aféfe Gamergate si miizeme v§imnout, Ze dnes se jedna
o dominantni formu maskulinity, a to zejména v evropském a severoamerickém kontextu.
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readjusting: to the new realities around me, it was hard to
understand how I fit in.

Later in life, | just wrote off this period simply as a sign

of depression, an inability to incorporate myself into the
gender binary/classroom dynamics and the expectations

it carried. However, this still did not feel sufficient to explain
how | was able to indulge in a space where homophobia,
transphobia, racism, and white cis-heterosexual supremacy
were not merely an occurrence but the governing rulebook,
especially considering that this trans* child would later
become a trans* femme adult, making slow, boring (in the
best sense of that word) games, estrogenising her body
while writing this text on precisely those kinds of play, which
negate and despise all the above-mentioned factors . The
constitutional question of my personal hauntology has thus
become:

What was trans* about playing a military shooter?

YouTube video titles such as “This is what 2000 hours of
sniping look like” suggest that proficiency in Call of Duty is
measured in hours spent playing. If we follow the system of
temporal cycles governing competitive play proposed by Matt
Knutson, it would make sense that regular practice attunes
the body to the game clock, spawning algorithm, cooldowns,
internet ping, all the way to split-second reactions. But despite
coming very close to this 2 000-hour benchmark, | never got

4 Although geek masculinity can be traced back to about the mid-1980s, after 2009,
and then to a greater extent after the Gamergate affair, it can be said to be the dominant
form of masculinity, especially in the European and North American context.

5 KNUTSON, “Backtrack”.



pomalé, vtom nejlepsim smyslu nudné, hry a estrogenizovala
vlastni télo, zatimco psala texty presné o téch podobach
hrani, které jsou namireny proti vyse uvedenym projeviim
nenavisti a chtéji s nimi zatodit. Zakladni otazka mé osobni
hauntologie tak zni:

Co bylo trans* na tom, hrat vale¢nou strilecku?

YouTubova videa s ndzvy jako ,,Takhle vypada 2000 hodin
odstrelovani® napovidaji, ze hra¢ska dovednost se v Call

of Duty pocita na odehrané hodiny. Kdyz se zamérime,

jak navrhuje Matt Knutson,® na ¢asové cykly usmérnujici
kompetitivni hrani, pak pravidelné trénovani Call of Duty
nase télo ladi na rytmy hernich hodinek: spawnovaciho
algoritmu, prostojli mezi znovuzrozenim nebo vystrely
oblibené zbrang, latence internetového pripojeni (pingu),

az po nutnost bleskurychlych reakei na déni na obrazovce.
Ale prestoze jsem se této dvoutisicihodinové meté dost
priblizila, nikdy jsem nebyla nijak zvlast dobra - jako kdybych
nebyla s témito cykly kompatibilni. Vysledkem byla bizarni,
psychoanalyticka jouissance,® diky které moje herni sezeni
Gasto koncila odmitnutim zamyslené touhy po uspéchu.
Misto toho jsem prozkoumavala ty nejbizarnéjsi zplsoby,
jak Ize selhat. Abychom pochopili, proé tomu tak bylo, a ja
zodpovédéla vyse uvedenou otdzku a zaroven ukazala, jak
je mozné vykladat trans*grese stavajicich zanrt a mechanik,
musime se obratit k dvéma klicovym textlim.

V eseji No Fun: The Queer Potential of Video Games
that Annoy, Anger, Disappoint, Sadden and Hurt (Zadna
zabava: Queer potencial videoher obtézovat, nastvavat,
zklamavat, rozesmutrnovat a bolet) Bo Ruberg rozebiraji
ddvody, pro¢ se hraci a hracky znovu a znovu vystavuiji
zazitkiim, které nejsou v klasickém smyslu prijemné.

5 Ibid.

6 Termin z prace Jacquese Lacana popisuje situaci, v niz prozivame pod vlivem
principu slasti takové potéseni, ze se obraci do bolesti, protoze to nase subjektivita
nemUze vydrzet a ztraci jasné hranice. Jouissance je transgresivni (pfekraduje hranice
vlastniho, bezpeéného ja) a zaroven slucuje prijemné (slovo oznaduje ve francouzstiné
potéseni) s niterné ohrozujicim. Vétsinou se nepieklada.

7 RUBERG, Bonnie, 2015. No Fun: The Queer Potential of Video Games that Annoy,
Anger, Disappoint, Sadden, and Hurt. QED: A Journal in GLBTQ Worldmaking. Michigan
State University Press, 2(2),108-124.

particularly good, as if | was incompatible with these cycles. It
resulted in a bizarre jouissance,® often ending my sessions in
the negation of intended formulas of success, instead going for
the most bizarre ways to fail. To understand why, to answer the
above-mentioned question, and see how can we possibly read
the trans*gressions of existing genres/mechanics, two texts
are crucial.

In their essay “No Fun: The Queer Potential of Video Games
that Annoy, Anger, Disappoint, Sadden and Hurt™ Bo
Ruberg tackle the reasons for this continuous engagement
without enjoyment. They argue that the omnipresent

truth of procedural rhetorics: would understand my

failing as a reminder of agency empowering me to reach
the predesigned success/win state. An obstacle on the
journey to a perpetually distant goal of happiness, keeping
the player a docile subject within the cis-hetero norm.
Opposed to these dynamics of fun/failure that propagate
neoliberal values of happiness, health, wealth, etc., are
their queer subversions, specifically subversions that
understand player agency as not constrained by pre-coded
possibilities of interactivity. When | run around the map
searching for the most confusing and abstract photos/
screenshots, or attempt to ignore the duty call and leave
the site of the battle entirely, | am embracing Ruberg’s no-
fun forms of play, choosing destruction, frustration, and
failure, and escaping the field of generic experiences
enabled by default:

Any game can be made no-fun if a player chooses to reject
win conditions and play the wrong way. Playing the wrong
way can itself take many forms. Most visibly “wrong” are
those play experiences that lead to death rather than
success. Juuk insists that loss is painful. However, such pain
is also a masochistic pleasure, a choice, a creative act of
rebellion that operates within yet pushes back against the
system of a game.»

| argue that this new type of agency also means the
negation of all (or most) of the game’s temporal cycles,
as the match clock, kill scores, and quick reactions

to incoming fire suddenly matter very little. It is

a transgression of chrononormativity" inherently present
within the limiting rules governing normative player choice.
Since this corresponds to the “failure” of queer lives in
the eyes of the prevailing notion of temporality, it can be
seen that even a purposeful game “failure” that becomes
a legitimate goal in itself can be located in queerness.
However, this still does not answer how playing a military

6 The term, from the work of Jacques Lacan, describes a situation in which we
experience such pleasure under the influence of the pleasure principle that it turns into
pain because our subjectivity cannot stand it and loses clear boundaries. Jouissance is
transgressive (it transgresses the boundaries of one’s own secure self) and at the same
time merges the pleasurable (the French word jouissance denotes pleasure) with the
intrinsically threatening.

7 RUBERG, Bonnie. 2015. “No Fun: The Queer Potential of Video Games that Annoy,
Anger, Disappoint, Sadden, and Hurt”. QED: A Journal in GLBTQ Worldmaking. Michigan
State University Press, 2(2):108-124.

8 Philosopher and game theorist lan Bogost’s term referring to the ability of games
to express themselves not only through words, sounds, or images but also through game
mechanics, rules, and their interactions themselves.

9 Jesper Juulis one of the most important theorists, so-called ludologists, of games
and play.

10  RUBERG, “No Fun”.

1 The way in which our lives, experiences and activities are shaped by the prevailing
notion of time. Chrononormativity can thus refer, for example, to the assumed and
socially favoured life trajectory from childhood through adulthood to productive life and
(heterosexual) reproduction, but also to rhythms related to performance, employment,
efficiency. Chrononormativity comes from Elizabeth Freeman’s Time Binds (2010).



Ruberg tvrdi, ze z pohledu v§im prostupujici proceduralni
rétoriky: je moje selhavani pripominkou, Ze navzdory tomu
mam stale moznost zdokonalovat se a jednou dosahnout
predpripraveného stavu vyhry/prohry. Jako by selhani

bylo jen prekazkou na cesté k neustdle oddalovanému cili,
jimz je Stésti. Neuspéch udrzuje hradky a hrace v pozici
poslusného subjektu uprostred situace, jez vychazi z cis-
hetero norem. Protikladem této dynamiky zabavy/selhani,
které Sifi neoliberalni hodnoty $tésti, zdravi, bohatstvi (a tak
dal), jsou subverzivni queer pristupy. Pfedevsim se to tyka
podvratnych strategii, podle nichz hra¢ska schopnost
jednat (v anglictiné se ¢asto pouziva termin agency) neni ve
skutecénosti spoutana pred-programovanymi moznostmi
interaktivity.

Kdyz béham po mapé, abych nasla ten nejvic matouci

a nejabstraktnéjsi screenshot, nebo zatimco se pokousim
prikaz povinnosti bojovat neuposlechnout a bojové pole
opustit UpIné, beru za své ne-zabavné formy hrani, o nichz
Ruberg mluvi. Misto typickych zazitkd, kterym se hra na
prvni dobrou otevira, unikam smérem k ni¢eni predpokladd,
frustraci, selhani.

~Jakakoliv hra miZe byt ne-zabavnd, kdyz se hracka nebo
hrac rozhodnou podminky vitézstvi odmitnout a hrat
Spatnym zpusobem. To pritom muZe nabyvat mnoha podob.
Nejviditelngji ,sSpatné‘jsou ty herni zaZitky, které konci misto
uspéchu smrti. Juuk trvd na tom, Ze selhani je bolestivé.
Takovd bolest je ale zdaroveri masochistickym potésenim.

Je to volba, kreativni akt vzdoru, ktery se sice déje uvnitr
systému hry, ale zdroveri mu odporuje.

Tvrdim, Ze toto nové pojeti schopnosti jednat s sebou také
nese negaci véech (nebo vétsiny) hernich ¢asovych cykl(
- Gasomira jednotlivych zapast, skére nebo rychlé reakce
na nepratelskou palbu najednou zaénou postradat vyznam.
Je to prekonani, transgrese chrononormativity," ktera je
bytostné pritomna v pravidlech, jez omezuji a navadeéji
hrace a hracky cestami normativnich hernich rozhodnuti.
Selhavani, vidéné jako pravoplatny cil sdm o sobé, tak, jak
je vidét, Ize umistit do queer svéta. To ale stale neodpovida
nato, jak presné bylo / milize byt / je hrani vale¢né strilecky
TRANS*. Odpovéd se podle mého opét tyka casovosti,
temporality.

O spojeni herniho valeénictvi a osobniho queer narativu
~Stavani se trans*“ se snazi Nat Steele. Ve svém textu
analyzuje pocit z vlastniho vtéleni v supervojaka bez tvare,
Shepharda aka Master Chiefa ze série Halo (2001). Steele
piSe o pocitu soundlezitosti a mozna i zavisti viici osobé
ukryté v neprastrelném brnéni, naptl ¢lovéku, napl stroji,
jehoz existence ma jediny smysl - slouzit jako bojovy nastroj
galaktického impéria.

8 Termin filozofa a herniho teoretika lana Bogosta oznacéuje schopnost her vyjadrovat

se nejen pomoci slov, zvuki nebo obraz(, ale i hernich mechanik, pravidel a jejich
interakci samotnych.

9 Jesper Juul patfi k nejvyznamnéjsim teoretikiim, takzvanym ludologtim, her a hrani.

10 RUBERG,ref.6

1 ZpUsob, kterym jsou nase Zivoty, zazitky i €innosti formované prevladajicim
pojetim ¢asu. Chrononormativita tak muze oznadovat napfiklad pfedpokladanou

a spoleénosti favorizovanou zivotni trajektorii od détstvi pres dospélost az po produktivni

Zivot a (heterosexualni) reprodukci, ale také tieba rytmy souvisejici s vykonnosti,
zaméstnanim, efektivitou. Chrononormativita jako pojem pochazi z knihy Queer
Temporalities, Queer Histories od Elizabeth Freeman, ovéem dale jej rozpracovava rada
queer teoreticek a teoretiku.

shooter was/is/can be TRANS*. Once again, | believe the
answer lies in temporality.

Perhaps also attempting to include her playing of a military
shooter - Halo (2001) - within the narration of trans*
becoming, Nat Steele analyses her embodiment of the
faceless supersoldier Shepard (Master Chief). She speaks
of empathising with, and maybe even envying, this person
covered in bulletproof armour, half man, half machine, for
his singular purpose:

No one asked Master Chief what his passions were; it was
as meaningless a question for him as it was for me. He had
locked up his feelings as a child, as had I. He was made
perfectly for his purpose, (...) All problems could be solved
by shooting at them, by playing the role you were given.=

o)

12 STEELE, Nat.2021. “| was a teenage transgender supersoldier”. Polygon, 19
December [online].




Nikdo se Master Chiefa neptal, co ho naplriuje; pro ného

i pro mé by to byla naprosto nesmysind otdazka. Stejné jako jd,
i Master Chief svoje emoce uzavrel na pevny zamek. Pro svuj
ucel byl stvoren dokonale. (...) Vsechny problémy slo vyresit
strelbou. Hrét roli, kterou vdm prisoudili.“

Cas, ktery Steele travi zdanlivé bezcilnou, neproduktivni
aktivitou, zatimco odmita chodit na rande, studovat,
pracovat, pozdéji si vzit hypotéku a zplodit potomky, je
ocividnym vzeprenim se chrononormativité. Steele zaroven
sama vytvari paralelu mezi svym bez¢asim a Shepardovou
absenci ja, které nahradila Al, jez ho usmérriuje k dalsimu
mistu, kde muize byt ,uZitecny*. Steele navic pristupuje

k videohfte jako ke kifehkému, ale presto bezpeénému
prostoru - je to opakované hrani, kde nic neprekvapi,
ddveérné znamé misto s jasnym tcelem. To by se dalo snadno
povazovat za depresivni eskapismus, ktery se nijak nelisi od
muzskeé cis-hetero frustrace, jakou alesporn pro mé Call of
Duty do jisté chvile (myIné) predstavovalo. Co je ale dle mého
usudku stézZejni, je pravé ono opakovani, cyklus, repetice.

Zatimco chrononormativitu ¢asto chapeme jako linearni
sled udalosti, Elizabeth Freeman si v§ima, Ze jeji kliGovou
slozkou (a tedy také souc¢asti normativniho radu) je

i cyklicky ¢as. Pomoci cykl(l a opakovani se podle ni
uprostred bezdéasi stabilizujeme, a s jejich pomoci
fikcionalizujeme svUj Zivot. Je mozné se na né spolehnout.

~Opakovani a rutina domdciho Zivota udajné navracely
pracujicimu muZi jeho status lidské bytosti reagujici na
,prirozené’ prostredi a daly jeho télu odpocinout, aby

se mohlo znovu zapojit do véku mechanizované vyroby

a kolektivniho ndrodniho osudu. (...) Zejména vznikajici
diskurz domacnosti vstépoval a potvrzoval soubor pocitu -
lasku, bezpeci, harmonii, klid, romantiku, sexudlni uspokojeni,
materskeé instinkty — édstecné tim, Ze je ztvarrioval jako
nadcasové, prvotni, jako lidsky stav nachazejici se v nitru
psychiky a vychdzejici z ni."*

Soubor pocitl, které Freeman zminuje, je trans* télu

v domacim prostredi (stejné jako kdekoli jinde) z podstaty
odepren. Je vylouéeno jak zmonumentalniho linearniho
¢asu ze strany statni politiky, ktera nas v lepsim pripadé
ignoruje a v horsim se nds snazi vymytit, tak z cyklickych
ritudld rodinné struktury, kde narusujeme jeji harmonii.
Presto uprostred toho vSeho vyvstava alternativa: trans*
cyklicky cas.

Trans* télu je upirana pritomnost ve verejném prostoru - kde
queer téla na rozdil od téch cis éasto nemohou ,zapadnout®
ajsou nasilné odstrkovana do domaciho prostredi, aspon
dokud nedaji jasné najevo, Ze jsou uz prizplsobena
chrononormativité. Je to pozehnanii prokleti zarover.

Prilis dasto sledujeme ,konzervativni trans zeny*, které
propadly neoliberalnimu mytu o moznosti dosazeni vééné se
vzdalujiciho cile. Av§ak toto odmitnuti 8i neschopnost stat
se soucasti domaciho éasu a normativniho ¢asu hry, o némz
mluvi Knutson, mize byt také nesmirné generativni. Tvrdim,
Ze prave toto Utocisté jsme ja i Steele nasly ve vojenskych
strileckach. Predstavovaly alternativni rodinny/domaci zivot,

12 STEELE, Nat, 2021.1was a teenage transgender supersoldier. In: Polygon [online].

13 FREEMAN, Elizabeth, [2011]. Time Binds: Queer temporalities, queer histories.
Durham: Duke University Press. ISBN 978-0-8223-4804-7.

Steele’s spending time in a seemingly pointless,
unproductive activity - refusing to date, study, work,
presumably later get a mortgage, and reproduce - is

an obvious refusal of chrononormativity. Crucially, she
draws a parallel between her time suspension and Master
Chief’s absence of self, which has been replaced by an

Al voice navigating him to the next place where he can

be “useful”. What’s more, Steele treats the video game as

a fragile safe space, with repeated playthroughs where
nothing surprises - familiar, with a clear purpose. This could
easily be treated as depressive escapism no different from
male cis-hetero frustration, which, at least for me, Call

of Duty to a certain point felt like. But | argue that what is
central is the repetition.

While we often understand chrononormativity as a linear
sequence of events, Elizabeth Freeman adds a crucial
understanding of cyclic time as one of the key components
in the normative order. Cycle and repetition are understood
as stabilising and fictionalising a timeless state upon which
one canrely:

The repetitions and routines of domestic life supposedly
restored working men to their status as human beings
responding to a “natural” environment, renewing their
bodies for the reentry into the time of mechanized
production and collective national destiny. (...) The
emerging discourse of domesticity, especially,
inculcated and validated a set of feelings - love, security,
harmony, peace, romance, sexual satisfaction, motherly
instincts - in part by figuring them as timeless, as primal,
as a human condlition located in and emanating from the
psyche’s interior.»

The set of feelings that Freeman mentions are inherently
denied to the trans* body within the space of domesticity
(just like anywhere else). This exclusion both from

a monumental linear time, by state politics that ignore

13 FREEMAN, Elizabeth. 2010. Time Binds: Queer Temporalities, Queer Histories.
Durham: Duke University Press.



kde jsme chapaly a mohly kreativné utvaret vlastni cyklicky
¢as mimo racionalizovany, koordinovany a synchronizovany
pracovni proces.

Na zacatku tohoto textu jsem citovala Bo Ruberg, podle
nichz Ize jakoukoliv hru hrat ne-zabavnym (no-fun),
queer a, predpokladejme, taky trans* zplisobem.
Ruberg nicméné zaroven pripominaji, ze jakkoliv takové
strategie systému hry vzdoruji, nevyhnutelné se déji

v jeho ramci. Komunita i vyvojari Call of Duty se sice
vici LGBTQAI+ tematice stavi v zasadé s nelibosti, mné
ale hrani jejich hry v kontextu jeji chrononormativity
pomohlo zformovat vlastni, protikladny postoj. Zaroven
mi Call of Duty mimodék poskytlo nastroje pro kreativni
rozbijeni normativni ¢asovosti ve svych vlastnich hrach.
MUj text i vystava No Fun Ill se tak ptaji, co se o trans*
temporalitach dozvime, kdyz se zamérime na to, jak se
z trans* hracu a hracek stavaji trans* herni designérky

a designéri, jejichz cilem je stavajici ocekavani a zanry
prevracet. Jaké jsou trans* herni mechaniky, kterymi lze
narusovat hegemonni pojeti Gasu?

~Vnitfni nebe nasi vlastni mysli, véechno se svétem je ted’

v poradku. Nejlepsi z moznych budoucnosti, véechna mozna
vyvrcholeni, vSéechny mozné konce,” stoji napsano v textu
nad drobnou rdzovou kveétinou v Sick Trans-Sex Gloria

od Tabithy Nikolai. Pravé v tom je sila trans* herni tvorby -

v mnohosti vyraz(, pribéhu a pristupl, které rozbijeji strop
dobre znamého a oéekavatelného napfi¢ gendery, identitami
i hernimi formami.

Max*ine Vajt
Preklad Ondrej Trhori

us at best and try to eradicate us at worst, and from the
cyclic rituals of the family structure, where we disrupt its
harmony, in my opinion births an alternative. A trans* cylic
time. The trans* body is denied presence within the public,
where unlike a cis queer body it often cannot “blend in”
and is thus violently shunned into the domestic, until it can
sufficiently pass as attuned to the chrononormative. This is
both a blessing and a curse. Too often we see “conservative
trans women” who have fallen for the neoliberal myth of
reaching for the perpetually distant goal. Yet this refusal/
inability to become part of the domestic and the normative
play time Knutson speaks of can be also immensely
generative. | argue that this is the refuge both Steele and

| found in military shooters. They constituted an alternative
domesticity, where we understood and could creatively
form our own cyclic time outside of the rationalised,
coordinated, and synchronised labour process.

Earlier in this text, | cited Ruberg’s saying that any game
can be made no-fun, played queerly, and presumably
also trans*. They, however, also mention that as far as
these actions push against the system of a game, they
are inevitably happening within it. While both the game
developers and the community formed around Call of Duty
are generally hostile to any LGBTQIA+ issues, playing on
the field of chrononormativity has formed my opposition
to it and provided me with the tools to break it in my own
games. What | would like to offer to you both in this text
and what No Fun asks in this exhibition is this: what can
we learn about trans* (not only) temporalities by looking
at how trans* players become game designers subverting
these existing expectations and genres? What are the
trans* video game mechanics disrupting hegemonic
temporalities?

“The inner heaven of our own mind, all is right with the
world now. The best of all possible futures, all possible
climaxes, all possible endings,” reads the text above a tiny
pink flower in Sick Trans-Sex Gloria by Tabitha Nikolai.
This is the power of trans* game-making - the multiplicity
of expressions, stories, and approaches that cut across
the blanket of the familiar and expected across gender,
identities, and game forms.

Max*ine Vajt
Czech translation by Ondrej Trhori
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