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ABSTRACT

Computer games are often associated with the “time loss” phenomenon and so with
the distorted perception of the passage of time during gameplay. Existing studies of
the perception of time are frequently comparing different media between each other
or the research is focused on the time distortion during gameplay in general. But the
structure of the game was never considered, nor if different games, their segments or
direct individual game actions distort our subconscious about time, more than the oth-
ers. Thus in the proposed research regarding the nature of “time loss” phenomenon we
applied adjusted method of produced time estimates in the prospective paradigm. The
experiment was conducted on three structurally different computer games (from the
time frame view, valence, genre and control style). Through the multivariate regression
analysis was then possible to define individual game actions that were connected with
the “time loss”. Primarily it was those, which were associated with high cognitive load
and absence of strong tension or arousal.

KeEYwoRDS
computer games, distorted perception of the passage of time, time loss

INTRODUCTION

Computer games as a medium are exceptional in the fundamental level of their inter-
activity. Unlike the movies, playing games isn't just perceptive activity, but requires con-
stant inpust from the player. As noted by Espen Aarseth (1997), computer games are not
a story themselves, but rather a machine for production of stories. The game challenges
us, gradually reveals its contents to us and based on our actions and decisions, con-
structs adequate narration. It almost constantly requires our attention and activity. The
attractiveness of the medium largely lies in the interactivity that can immerse us into
the fictional environment of games. In modern complex games, from such series as The
Elder Scrolls, Assassin’s Creed or Grand Theft Auto, with spatially extensive game worlds

1 I would like to thank Tomas Bartek, Jan Miskov and Jan Motal for their help and commentaries.

and an elaborate system of episodic objectives?, you can spend a few tens to hundreds
of hours in real-time, before the player uncovers at least the most of the content. It can
also happen, that we spend that amount of time with graphically and content wise sim-
pler games, which has a gaming system, that will hold us for a long time in a “flow” state.
(Csikszentmihalyi, 2008). In this state we're fully focused on playing games, which chal-
lenges us, that are not trivial for us (we would get bored with those) nor unbeatable
(those we would give up). Digital games have by their technological nature basically
wide repertoire of tools to modify the course of the game in a way so the player stays in
the “flow” state as long as possible (Chou, Ting, 2003; Wood, Griffiths & Parke, 2007). As
with different fun leisure time activities, when immersed in the game reality, we stop to
perceive the reality around us.

This phenomenon, in science and so in gaming discourse called “time loss"3, is often
reported among players* (Wood, Griffiths & Parke, 2007; Myers, 1992). The distortion of
subjective time may continue even after playing (Luthman et al., 2009). However, stud-
ies examining this issue are usually based on similar research design, which allows to
analyze the perception of time within the gameplay as a whole (Sanders, Cairns, 2010;
Tobin, Bisson, Grondin, 2010; Tobin Grondin, 2009; Gruber, Block, 2005; Rau, Peng & Yang,
2006). They don't focus on a specific segments or actions in a game, that may stay be-
hind the distortion of time perception effect. It often does not take into account, which
games were selected for the experiment (and their characteristics) or which have been,
in the subject of the experiment, played out of his/her own will and in what order. The
legitimate objection is that very specifics of the game might significantly influence the
measurement and that therefore games might differ between each other in the matter
of the distortion of time perception effect. Verification or refusal of such hypothesis is
relevant as for the media science, psychology and methodology?.

Exploring the subjective perception of time, depending on the specifics of the game is
complicated because the same fixed progress in the game isn't always played. Therefore
it isnt easy to determine the specific process of the game and apply a measurement to
this subject. Even in games with linear story we can't for instance say that in the 20th
minute, the game will evoke tension, fear, or vice versa it'll bore the viewers. You can
always stop, choose a different game tactics, you can lose or retrieve saved position,
etc. Computer games in essence operate with multiple timeframes simultaneously. Juul
(2004, 2005) defines the play time and the fictive time. While the play time is the objec-
tive play time, the fictive time is characterized by change of the game state®. We can also
distinguish two ways of interaction of these time frames.

2 Whether in the form of performing side quests, collecting items and special perks or simply in the form of
overcoming the score.

3 By this, we don't mean that gaming is actually waste of time. We use it as a bias in time perception.

4 In quantitative research questionnaire 82% of respondents (N = 280) confirmed, that during gameplay

they experience time loss. At the same time there wasn’t found any significant relationship between age,
gender and the frequency of playing games. Respondents were asked about the characteristics of games,
at which they experienced time loss mostly. By important elements were confirmed the complexity of
games and immersion (38.9%), system of levels and tasks, interaction with other players and plot-driven
stories (Wood et al. 2007).

5 In media science this finding is useful for a better insight into the character of the medium of a game
compared to the media imposing passive reception of their content. It also allows us to indentify the
game characteristics, which significantly affects perception. From the methodological standpoint is
the usefulness in recommendation about consideration the game specifics and the diversity of gaming
segments in the time perception research. In terms of psychology, this finding contributes to the gaming
addiction research. Contributes to an understanding of what gaming activities and characteristics of the
game attract the players attention the most and so they spend a significant amounts of time with some
of these games (which subjectively passes quickly).

6 The game state can be understood as a particular situation in a game. For example, when playing chess,
with each turn, the game state changes (Juul 2004).



The first way is a real-time interaction (Juul, 2004), where the player inputs are imme-
diately reflected in the game environment. The second way is turn-based interaction.
This means that the player acts first, and then the events in the game occur, on which
the player reacts. Loading, saving and the cut-scenes Juul identifies as a specific distur-
bances of these two time-frames (Juul, 2004). Thus a possibility to determine a specific
“time-line” showing in what way the game state changes (i.e. what happens in the game
against the external time), whether there are some disturbances of the time frames and
how the player reacts to the game state changes (what are we doing in the game).

In 2012 an experiment was realized. Its goal was to determine whether it is possible
to identify individual game elements and actions’ or general structural differences in
games at which there is significantly more distorted perception of real time. Experiment
involved 11 subjects in age from 21 to 26, nine men and two women.

METHOD

Two hypotheses have been set. The first hypothesis focuses on the differences in per-
ception between the tested games. The second hypothesis focuses on the differences
in the perception of gaming activities in each game. These games were chosen for the
experiment: Mafia (2002), Fallout 2 (1998) and Machinarium (2009).

Mafia represents real-time action games with a vast fictional world in which a linear
story is situated. Game controls are standard for this type of games, but also is one of the
more difficult, requiring a certain cognitive skill (Kirkpatrick, 2009, Brown & Cairns, 2004).
The mission “Clarks motel” was chosen for the experiment, it contains two parts — action
part with shooting and cut-scenes, and car chase part with driving a car.

In Fallout 2 (1998) the player can’t operate the camera angle. The game is con-
trolled only by mouse (lower cognitive-load) through extensive interface. Tac-
tic is important during the fights, but also during inventory management and
dialogues with NPCs. This game combines real-time and turn-based interaction
between time frames. The starting linear sequence “Temple of Trials" was cho-
sen for the experiment. Pre-prepared position was adjusted, so that during the
experiment would the character level increase®.

The last game is the Czech animated point-and-click adventure Machinarium (2009).
The game with simple interface is controlled only by mouse. It also includes integrated
help and numerous minigames and puzzles. The game requires a lot of attention to
solve each problem, and finding the right sequence of actions. It features real-time in-
teraction, although there are frequent moments when we have to wait for animations
to change the game state. For the experiment was chosen the starting sequence. Machi-
narium, compared to the previous two games, is characterized by its positive valence of
content. The observed actions?® for all three games are listed in the chart no.1

7 We do not distinguish the game features and activities any further. Among the activities we
classify main actions which a player can perform in the game environment (search around,
shooting, driving a car), but we also monitored such actions, which de facto are not those of
a player (non-interactive scene, loading the mission, menu..) we name these game elements.

8 This is a typical mechanism for the RPG genre. When you get a certain number of experience points (score
for the actions performed in the game) then players are allowed to improve the skills and abilities of their
avatar.

9 Gaming activities operationalization was based on the pre-test, the research of Wood, Griffiths, Parke

(2007) was also an inspiration. With the game Machinarium we designed the variables as follows: collect
items into inventory, the successful use of objects (including the successful combination of inventory
items), pixel-hunting (clicking around the screen to find objects), the search for a solution (“Dialogues’,

As can be seen, the selected games differentiate in interactions of their
time frames, control method, the complexity of the game interface, differ-
ent valence of content and in specific disturbances in the time lines of the game
(non-interactive sequences, re-play after loss, additional minigames, etc.). These differ-
ences will be interpreted in the discussion using the theory of the AGM model (see be-
low), which operates on the attention, arousal and valence level™.

» The first hypothesis therefore assumes differences of time estimates between the
tested games.

» The second hypothesis claims that we can found gameplay activities or game ele-
ments, which has significant impact on time estimates bias.

There are four most widely used methods for research of subjective time (Zakay &
Block, 1997, Siegman, 1962, Lorraine, 1979). In the verbal estimation method the sub-
ject is asked, to verbally express the elapsed time of the experiment. When using the
method of production, the subject through activity creates the time period which is
defined by the researcher. When using method of reproduction the researcher defines
the time by a specific activity and subject is to repeat this period of time either by the
same or a different activity. The last method is a method of comparison, in which the
respondent compares different intervals. Regardless of the method used, we must also
choose between two paradigms. Prospective, in which the subject is informed before
the experiment that he/she will have to estimate the time, and retrospective, where the
subject estimates the time after the end of the experiment, without knowing in advance
about this task and enter into such an experiment unaffected (Zakay, Block, 2004).

In order to analyze the influence of individual gameplay activities on the subjective
perception of time, it was necessary to repeat the measuring in short time periods dur-
ing the game and also assign the occurrence of all gaming activities and elements for
each measuring interval. So during playing a computer game it was always required to
estimate the time period 15 times, the estimate meant the beginning of the next time
interval. Because each of the individual time intervals were directly connected, it wasn't
possible to choose the reproduction method (there wouldn’t be time to reproduce the
interval). Also methods of comparison wouldn't be effective because of the number of
intervals. Due to the number of estimates it was necessary to use prospective paradigm
and the production method. This method also has the highest degree of reliability (Sieg-
man 1962).

The subject was thus instructed before the experiment, that except for the non-tem-
poral task (playing games), he/she will be required to estimate the elapsed play time.
One minute interval was arbitrarily chosen as an adequate time period. Once the subject
gave the researcher the designated sign that according to him the one minute elapsed,
the real length of this interval was read from the stopwatch, while another measuring
interval by this signal began. 15 intervals were measured in this way for each of the three

incorrect solution, wrong combination of objects), non-interactive cut-scene (including long animations),
mini-game (setting an arm, setting a crane), helping mini-game (prompt-book), use of mini-help
dialogue, solving the game screen. The Mafia’s were: shooting, scanning the surroundings (survey rooms,
landscape), car (ride), car accidents, cut-scene, loading a mission (loading screen), losses, interaction with
the environment (use first aid kits, opening doors and collecting subjects). In Fallout 2 it was: combat
(turn-based mode), surveying the screen (looking around and exploring the world with the mouse cursor),
collecting items, inventory (if open), cut-scene (shot on vault 13 suit), save and load, dialogs (dialog
screen), leveling (open character screen), other work with the interface (use of skills, pip-boy, map).

10 Real-time interaction, more complex controls and more complex interface requires more
attention. Time pressure, a low rate of disturbances and negative valence increases arousal.



observed games (so together N=495). The researcher stood behind the subject, so that
he won't intervene into the research, but also that he saw what was going on the screen.
Then based on the observations he would assign the measured time and occurrence of
the monitored gameplay actions in this measured time period into pre-prepared form.
The occurrence was measured on a nominal dichotomous level. The length of each in-
terval was notified to the subject in advance verbally, but also shown on a non-temporal
action before the actual measurement. Subject played the game and at the zero interval
the researcher announced the beginning and the end of one minute. To eliminate the
effect of sequence, the order of games in the experiment with each subject was rotated.
It was ensured that there were no time pointers in the room. At the beginning of the
experiment the game was started and the subject was acquainted with the principles of
game controls and with the goal of the loaded game stage.

ResuLts

First the means from all the time estimates were compared. Let us recall that the goal
in the production method was to notify the minute of play-time. Thus if the measured
value was higher than 60 seconds, then the subject ,looses time®, because in the end
they think that they spent less time playing than they actually did. The highest mean
in time estimates was found within the Machinarium game, the lowest conversely
within the Fallout game. Then the significant value of Factorial ANOVA test (significance
level = 0,05) and the follow-up Bonfferons post-hoc test'" proved that the means are
significantly different between the Machinarium and other two games. The difference
in means between Mafia and Fallout isn't statistically significant. Therefore the first hy-
pothesis can’t be accepted, however, we'll focus on the interpretation of this result in
the discussion.

Game Mean of estimations Std. Deviation
Machinarium 76,96 31,458
Mafia 66,48 24,814
Fallout 2 63,8 26,905
Total 69,08 26,905

Table n.1: Means of time estimates.

To test the second hypothesis, the averages of the time estimates, in which the ob-
served game actions occurred, were used. The following chart lists a clear comparison
of these averages.

However, these mere means have a big disadvantage. They don't take into account
the occurring interactions of two or more observed gameplay actions in one measuring
interval. To differentiate these effects it would be necessary to analyze the estimates by
multivariate linear regression analysis. As dependent variable the time estimate would
enter into analysis (in seconds) and as explanatory variables would serve occurrence
dichotomy of the observed gameplay actions. As dependent variable into analysis enter
the time estimate (in seconds) and as a explanatory variables would be occurrence di-
chotomy of the observed games actions. To avoid the distortion of the regression coef-
ficients by the ,constant” error of the individual subjects, identification'? variable of the
individual subjects of the experiment enters into the more complex regression models.

1 Using the ANOVA test, we were verifying whether there are differences in the means of the time estimates
due to sampling error (degree of freedom = 2, F = 11.45, Sig. = 0.0001). Bonferrons post-hoc test
subsquently determined between which games are significant differences in means.

12 The identification has been recoded for 11 dummy variables.

In other words, the alternative model put against the simple one takes into account
deviations in estimates even in cases, when the subject estimates still significantly de-
viated from the one minute and thus differentiated him/her from the other subjects.
For a better clarity the following tables contain only the preferred second model. The
table doesn't include the values of the coefficients for the individual subjects, because
stand-alone they don't provide any beneficial interpretation. The data fulfilled the re-
quirements for using the regression analysis.

Game R R Square Adjusted R Std.. Erro-r of
Square Estimation
Machinarium 0,695 0,482 0,415 24,07
Mafia 0,59 0,348 0,267 21,242
Fallout 2 0,664 0,441 0,368 17,38

Table n.2: Variation explained (R square) by the best fitting linear regression model.

For the game Machinarium the model explains almost half (48%) of all the variation in
data (table n.2). Based on the significant Beta coefficient (table n.3) we can say that to
estimate the regression coefficient (in this case the rate of distortion, the collection of
items, screen solving or minihelp) isn’t relevant. All other actions distort the subjective
perception of time. The biggest effect has the pixel-hunting (standardized Beta coef-
ficient = 0,40), help minigame (0,35), minigame (0,28) and the usage of items (0,23). By
using the non-standardized Beta coefficients we can predict the value of the estimated
time. For example in the case of the pixel-hunting the time estimates are constantly
about 33 seconds higher.

Unstandardized Standardized
coeficients coeficients
B Std. Error Beta t Sig.
Constant 48,06 7,533 6,38 0,000
SHIERIE 0,632 4717 0,009 0,134 | 0,894
items
Using items 14,163 4,605 0,225 3,075 0,003
e 33,201 5,859 0,403 5667 | 0,000
hunting
Hicind 12,748 4,567 0,183 2,791 | 0,006
solutions
Cut-scene 10,625 4,911 0,153 2,164 0,032
Embeddedy . - 6,303 0,281 42 0,000
minigame
‘H-elp 44,123 8,086 0,351 5,456 0,000
minigame
Minihelp 8,111 7,086 0,072 1,145 0,254
Location
4 5,315 0,05 0,753 0,453
solved

Table n.3: Multivariate linear regression coefficients for Machinarium.



Chart n.1: Means of time estimates for intervals containing specific gameplay activities.

For the Mafia game the model explains 35% of variation in the estimates. The subjec-
tivity is featured significantly in the model proposed. We can thus predict that certain
subjective factors influence the estimates in this game. It can for example be “predispo-
sition” to tension or arousal, which Mafia builds more intensively or the knowledge of
controlling the 3D action shooters. For the Mafia game shooting and driving sequences
(including car accidents) are significant actions. According to results obtained, other ac-
tions aren't significant, nor are they associated with time perception bias.

Unstandardized Standardized
coeficients coeficients
B Std. Error Beta t Sig.
Constant 55,06 7,339 3,928 0,000
Shooting 8,957 4,087 0,181 2,191 0,030
Car driving 13,743 5,628 0,259 2,442 0,016
Car crash 13,622 5,962 0,204 2,285 0,024

Table n.4: Multivariate linear regression coefficients for Mafia (only Sig < 0,05).
The last game analyzed is the Fallout 2. The significant predictors are turn-based fight-

ing, inventory manipulation, leveling up and other actions with the interface. Seemingly
the strongest effect have actions with the interface and fighting.

Unstandardized Standardized
coeficients coeficients

B Std. Error Beta t Sig.
Constant 52,00 5,638 4,262 0,000
Fighting 10,022 3,560 0,218 2,815 0,006
Inventory 11,384 3,691 0,204 3,085 0,002
Levelling up 11,000 5,040 0,149 2,182 0,031
V?Iit:;leirnatztr'f‘;:: 15,312 4310 0,229 3,553 | 0,001

Table n.5: Multivariate linear regression coefficients for Fallout 2 (only Sig < 0,05).

Therefore we can accept the second hypothesis - in the above-listed game activities
we were able to identify those, which in the statistically significant way influence the
estimate of a play-time interval.

Discussion

Theories explaining subjective time perception are based on two main conceptions.
Memory-based approach comes from Ornsteins “storage size” hypothesis (later from hy-
pothesis of contextual change), which says, that we estimate time on the accumulation
of the information in our memory (Macar, Grondin & Casini 1994; Block & Zakay 1997).
In other words the more of the complex elements from a memory enter the cognitive
process; the longer the interval seems to be.

The second approach of the informational processes was based on Treismans (1963)
concept of the internal clock“which included a pacemaker, a counter, and a comparator
mechanism” (Block, Hancock & Zakay, 2010, p. 331). Based on this approach was created

“attentional game model” (Zakay, 1995), which works as follows: If we focus on a primal
action, that we mark as non-temporal, and simultaneously we focus on how the time



passes, we do two things at a time, which need a certain level of our attention. The
more attention and interest we give to the non-temporal activity (in our case playing
a game), the less we get for the temporal activity (production of time intervals). In other
words, attention given to non-temporal activity results in gate closing. The longer the
gate is closed, the higher is the probability that the pulse from the inner clock won't get
to the cumulative counter. When we lose the impulses, it happens that the subject time
passes slower than in reality, therefore the time loss phenomenon takes place (Macar
et al., 1994, Zakay & Block, 1995, Block & Zakay, 1997, Block et al., 2010). This first model
doesn't theoretically justify the situations, where time passes slower for the subject than
in reality. Hence numerous modifications were invented for this model, where in order
the problem, another important mental process was added - emotions that affect the
speed and frequency of pulses done by the “pacemaker”.

Angrilli et al. (1997) then collectively identifies three variables, which in the AGM logic
model influence the time judgment. They are a) attention and the amount of processed
information or cognitive load b) arousal c) emotional valence of the information. Gener-
ally speaking, the higher the cognitive load, the higher arousal and positive emotional
valence of the information lead to a situation, where “time passes fast”. This is the situ-
ation leading to the “time loss” phenomenon. On the other hand, negative emotional
valence with high arousal (for example fear, stress, angry) or less attention has opposite
effect’s.

So, we can say that in the Machinarium game the players experience greater distortion
of time than in the other two games (table n.1). Although the Machinarium is a real-time
game, we can't say that the player is pushed by the game’s time frame to a certain action.
The goals aren't timed and you can't lose in the game. We can also say that besides the
other games the Machinarium can be described as positive, humorous, artistic and logic
adventure. Majority of players is therefore inclined to perceive this game without asso-
ciations to negative valence, tension or stress. Cognitive load, which supports the “time
loss” effect, is present in the game of solving the individual puzzles, combining items,
searching the screen, minigames and pixel-hunting'* (table n.3). That helps to explain
higher values in time perception bias measured for these situations.

The Mafia game often requires higher cognitive load, because readiness, permanent
interaction (except the non-interactive cut-scenes that proved insignificant) and famili-
arity with controlling the 3D games is necessary to successfully play the game’. This is
subconsciously learned through time and practice, but it requires coordination of both
hands and also orientation in 3D game space (the enemy can be behind your back). We
can also say that the Mafia, because of the impossibility to freely save the game, time
limitation and car chases, the risk of death, its narrative and overall emotional valence
of the story, produces a great arousal in players, sometimes associated with negative
valence'. We can account relatively low average time distortion of the subjective time
while playing this game to the mutual annulment of both mental processes - cognitive
load and negative arousal. With exception of shooting (see table n.4) which is evidently

13 This is the suitable theoretical frame only for interpretation of results. In our experiment we can't
distinguish exactly this three psychological processes (it would need heart rate sensor and other
sophisticated monitoring techniques).

14 There wasn't any frustration (negative arousal) confirmed with the pixel haunting, because there was
a help system present, which doesn't allowed the player to “get stuck” on one point in the game.

15 This assumption is based on observation during the experiment (respondents often said that aiming is
difficult and also they often repeat the first action sequence of game)

16 Selected shooting sequence is accompanied by dramatic music and aggressive shouting of hidden

enemies. This can evoke fear and stress.

connected with higher amount of cognitive load"’. Slow car driving with an exceedingly
difficult controls requires a higher cognitive load too and at the same time compared
to the previous shooting sequence doesn’t causes too much tension, so there is higher
time bias.

A special interpretational case is the Fallout 2 game. It differs by simple controls, by the
integration of complicated interface, turn-based fights and requirement to strategize by
the player. The distortion of the subjective time is the lowest. As with Machinarium this
game thanks to its turn-based mode doesn’t put any time pressure on the player. Even if
it's possible in some cases to predict the presence of arousal, this effect is mitigated by
the possibility to save the game at any time, although it shares Mafias negative valence.
In combat, which is associated with time-frame change, or activities associated with
the complex interface (leveling up, other actions with interface and inventory), so with
those which require tactics and familiarization with controls of game elements, time
went by quicker for the subjects (table n.5).

According to the AGM theory, we should also find an opposite effect on the estimated
time with the time frame disturbances, which are associated with the loss of tension
(loading a mission or losing in the Mafia, save/load game and dialogs in the Fallout 2,
cut-scenes). Such an assumption, however, didn’t prove to be valid. These activities are
associated with a progress of the player in the story, possibly with a progress in the
development of the game (Hitchens, 2006). It's possible, that the influence in progress
time frame would likewise show up in retrospective paradigm based on“memory based”
approach in a way that the estimate would be distorted by the number of the story
twists and progresses stored in memory. Under the prospective paradigm we can say
that the progress in games story doesn't distort the subjective time.

It's also necessary to reflect on some flaws of the method used, that lead us to misin-
terpretation of the results. Tobin, Bisson & Grondin (2010) claims that players get “into”
the game after 12 minutes. Although the individual game sequences of the experiment

17 Only three of eleven respondents are regularly players of 3D action games. Obviously we can argue, that
these three respondents couldn’t have shooting associated with high cognitive load (learned ability), but
also they can be more resistant to negative arousal (resistant to fear from hidden enemies...).

18 This assumption is based on observation too. Mafia plot takes place during the American
Prohibition. The vehicles and its physical models correspond to this. Vehicles are slow, heavily
maneuverable and very prone to destruction. Respondents reacts on car chase sequence in
the context of fun (destructions — positive valence) or boredom (slow speed - low arousal).
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lasted mostly around 15-20minutes, it would be better, if the experiment would con-
tain larger sections of the game. On the contrary, it became clear that some actions
(e.g. shooting or fighting) occurred so often that it would be better to choose a shorter
period than one minute for time estimates. The alternative solution would be to record
not only if an action occurred or not, but the number of these actions in a time period.
However, method used to measure subjective time proved to be applicable. Subjects
didn’t show instances, where they couldn’t carry out non-temporal and temporal ac-
tions simultaneously.

CONCLUSION

It can be assumed that transitions between real-time and turn-based interactions,
lower levels of stress, more complex controls and a greater number of gaming activi-
ties associated with cognitive load are tied to the higher probability of “loss of time”
With the story progress and non-gaming sequences under prospective paradigm and
informational-based approach we didn't prove any influence on the distortion of time.
Based on the theoretical balance it is likely that progress in the game is more affected by
retrospective estimates about the play time, not the judgment about time flow that we
make in the process of playing. This is especially more influenced by those gaming ac-
tions, which according to their design, employ our minds in various degrees. There are
logical problems associated with finding objects and actions leading to further progress,
additional mini-game puzzles, activities that are difficult to control (whether through an
interface or control of clumsy vehicles) or moments where you need to make decisions
for further progress (deciding in which areas to improve the characteristics of the ava-
tar, choosing weapons in your inventory, turn-based combat). It also became clear that
those activities that are linked to higher cognitive activity, but also to certain situations
in the game which produce increased negative or low positive arousal (fear, boredom),
works against each other in terms of their effects and thus distortion of time was not sig-
nificant (compare shooting in Mafia and combat in Fallout). So we can claim that game’s
type and structure alone intervenes in the measurement, even though it is based on an-
other study it isn't possible to generalize all game characteristics influencing the percep-
tion of time. Hopefully my contribution to better understand this phenomenon have
provided some guidance for future research in the progressive area of game studies.
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Rozhlasova reportaz:
stagnace zanru

Hana Sedlakova

ABSTRACT

The central theme of this article is the radio reportage. It deals with the reportage defi-
nition and with the question of crisis in the genre. The article also offers a reflection over
the causes of a low occurrence frequency of radio reportage in broadcast and it ends
with the reflection of reporter profession in the future.
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radio, reportage, definition, history of genre, reporter

Uvop

Nedostatek Casu, zkracovdni stopdZi, konkurence televize a mald podpora ze strany vede-
ni - to jsou Ctyfi nejcastéjsi argumenty ospravedlriujici soucasnou krizi rozhlasové reportdze.
Problém dnesni praxe vSak nelze pfi¢itat trendim posledniho vyvoje rozhlasu, pficiny snizu-
jiciho se zastoupeni Zdnru ve vysildni nutno hledat u samotnych reportérii - v jejich malém

nadseni, chybéjicim entuziasmu a neochoté investovat vlastni éas.

O rozhlasové reportazi se v sou¢asné dobé stéle ¢astéji hovofi jako o Zanru, ktery pro-
chazi stagnaci nebo dokonce hlubokou krizi (Marsik, 1997). Pfiznak ohroZenosti pro-
nasleduje reportaz nejméné poslednich Sedesat let, vyjimku tvofi snad jen produkce
brnénské skoly. Pfitom praveé reportdz je jednim z nejvlastnéjsich a nejsamostatnéjsich
rozhlasovych utvard, ktery vyuziva vsech prednosti akustické tvorby. Uz Josef BranZov-
sky (cit. dle Moravec, 2006, s. 39) v poloviné Sedesatych let minulého stoleti pise:

»ProZivat uddlost, jeZ se déje pravé ted, byt pri tom, to aktivizuje jak reportujiciho,
tak vnimajiciho. Proto je nepochopitelné, Ze rozhlas stdle jesté této své
nejsugestivnéjsi specifiky tak mdlo vyuZivd. A tam, kde ji vyuZivd, pracuje spis
s aranZmd neZ s bezprostfednim reportérskym vykonem. ReportdZ (...) je dnes
nejzaostalejsim usekem rozhlasové prdce, a co horsiho, nikdo nevold SOS.”

Pficinu soudobého stavu nutno hledat v absenci teoretickych zdrojd, které v oblasti re-
portazni tvorby stale cekaji na revizi. Vétsina priruc¢ek vymezujicich specifika zanru u nas
vysla jesté pred rokem 1989 a odrazi se v nich bud experimentovani prvnich patnacti let
rozhlasového vysilani nebo jedna ze zhoubnych ideologii, kterymi si v poslednim stoleti
Evropa prosla. Prestoze se néktefi zurnalisté domnivaji, Ze boj o formu je druhotného
radzu (Kozik, 1940) ¢i Ze jde o jev vcelku pfirozeny vzhledem k otevienosti novinaiské pro-
fese (Perkner & Hyvnar, 1987), zUstavaji stale platna slova Rudolfa Lesfiaka (1962, s. 109):

»~Reportdzni tvorba v rozhlase stavi pred nds v souc¢asnosti mimorddné zdvazné
i slozité problémy. Proto je potrebné shromazdovat co nejvic poznatki z praxe,
ale soucasné se odhodlat - jakkoliv jen diskusné — k formulaci teoretickych
a metodickych zdsad, ze kterych bude tfeba pfi dalsi praci vychdzet.”

Pokusme se také my s pomoci odborné literatu-
ry uchopit téma rozhlasové reportaze, zrevidovat
dosavadni definice Zanru a nahlédnout do zaku-
lisi rozhlasové tvorby. Pokusme si odpovédét na
otazky — pro¢ hovofime o krizi zanru? A jakymi
argumenty ji obhajujeme? Jesté pred tim, nez se
dostaneme k rozboru pficin stagnace reportaz-
nich Utvard, ujasnéme si, co se pod pojmem roz-
hlasova reportaz vlastné skryva.

REPORTAZ vV ROZHLASE

Rozhlasovou reportaz definuje Josef Marsik
(1999) ve dvou rovinach. V prvni ji oznacuje za
metodu Zurnalistické prace s odkazem na uplat-
néni pfedevsim v publicistickych formach vyjad-
feni, ve druhé nazyva reportazi,svébytny zanr na
rozhrani zpravodajstvi a publicistiky” a zdUraznu-
je jeji autenti¢nost, informativnost a dynamiku
(Marsik, 1999, s. 24). Pise:

._.-'

»Zdkladnim principem reportdZze je autentické, okamzité, presné, vécné, ocité
svédectvi reportéra, ktery pozoruje uréité déni (zpravidla Easové ohranicené)
a své pozndni bezprostredné sdéluje prostrednictvim popisu a vypravovdni
posluchaciim, ktefi se tak stdvaji spoluticastniky uddlosti(...). Z mnohotvdrné
skutecnosti, jez ho obklopuje, se zaméfuje jen na podstatné rysy, hledd jejich
souvislosti, hodnoti je a sdéluje své stanovisko.”

Je s podivem, Ze i na sklonku druhého tisicileti, na po¢atku digitalni éry, vnima Marsik
reportaz spise jako pfimy prenos informaci nez montaz predtocenych faktd. S volnéjsim
vymezenim prichazi sou¢asny redaktor a moderator Vaclav Moravec (2006, s. 39), ktery
shrnuje jednotici prvky reportaze: ,Vtdhnout posluchace do déje, vzbudit jeho zvéda-
vost a zdjem pomoci pozorovani néjaké epizody ¢i charakteristického detailu (...), ne-
chat publikum Ucastnit se déni a zprostfedkovat mu informace a dojmy.”

Podle Perknera (1981) pak reportaz patii do pomeznich zanrl rozhlasové Zurnalistiky,
jeji funkce jsou prevazné zpravodajsko-publicistického razu. Jedna se o jakési ,transpo-
novani optického viemu do zvukového zobrazeni a vyjadreni” (Marko, cit. dle Perkner,
1981, s. 9), pfitemz reportaz vyuziva vsech prednosti akustického média k zachyceni
emocionalni sily prostfedi. Spolu s ostatnimi povazuje Perkner praci u mikrofonu za vy-
pjatou dusevni ¢innost, kterd zahrnuje komplex v praxi jinak neoddélitelnych aktivit. Je
to pravé reportér, kdo vtiskuje reportazi konec¢ny tvar, to on vybira a usporadava jednot-
liva fakta, rozhoduje o kompozici a narativni linii (Marsik, 1999).

| pfes nespornou obtiZznost tvorby rozhlasové reportaze si jeji naroky ziejmé néktefi
soucasni pracovnici rozhlasu neuvédomuji. Bylo by pfilis kratkozraké tvrdit, ze dlvo-
dem nizké frekvence zastoupeni reportaze ve vysilani je lenost reportér(, vyloucit vsak



musime také nedostatek aktuélnich jevd - jak pise Stefan Horsky (1981) Zivot kolem
nas je pestry dost. Pojdme si tedy nejcastéjsi argumenty rozhlasovych teoretikl i autor?
reportazi rozebrat systematicky.

NEDOSTATEK CASU

Reportéfi nemaiji dostatecny &as na pfipravu, natoleni a zpracovadni kvalitni reportdZe. Vy-
tizenost reportért je disledkem globdini ekonomické krize.

To jsou obvykle pouzivané namitky ospravedliujici sou¢asnou reportazni krizi (Hrase
& Puncochaf, 2006). Jak ale vyplyva z literatury, reportéfi se vzdy potykali s naro¢nosti
vlastni profese. Petr Voldéan v souvislosti s jednim ze svych pfispévkud uz pred pétadvace-
ti lety napsal: ,Reportdz, jako je ta o osidlovani Frydlandu, nenatodite za den. Tato kon-
krétné stala tyden a pll prace. A tak podobnych vétsich reportdzi nebude radéji vic dé-
lat, protoZe si mnoho nevydélate. Je jednodussi natocit tfi reportaze po tfech minutach
a splnit tak svaj dil prace - tedy vyrobit tolik, co ostatni, nez byt bit na pracné reportazi,
kterd ve vysledku nepfinese autorovi takové ohodnoceni usili jako zabéhnuté prispévky”
(cit. dle Hrase & Punc¢ochaf, 2006, s. 33).

Nadseni prvnich desetileti rozhlasového vysilani a ochoty experimentovat vsak ne-
ustale ubyva. O tom, Ze chybi fascinace masovym sdélovacim prostfedkem, pfikladny
patriotismus i pile, pise naptiklad Jifi Hrase (1998, s. 17) ve svém anketnim pfispévku
do sborniku Sdruzeni pro rozhlasovou tvorbu: ,Imponuje mi zaujeti vSech nékdejsich
pracovnik( Radiojournalu, s nimz netinavné popularizovali rozhlasovou problematiku
(...) Takovéto zaujeti pro véc existuje uz jen vyjimecné.”

Ano. Vétsina dnesnich reportérli by uz asi nestravila 135 hodin pfipravnymi zkouskami
v dolech ¢i jednanim s vedenim Ustavu pro choromysliné. Jak vzdalena pfipadaji dnesni
praxi zazitky Josefa Cincibuse (1943, s. 53):

.Jd jsem napriklad mrzl pri dvaceti stupnich po tfi hodiny, mrzli se mnou
i rozhlasovi technici, a kdyz jsem mél zaclit mluvit, zjistil jsem, Ze mi ztuhly
svaly ve tvdfich tak, Ze jsem mluvit skoro nemohl (...). V tovdrné na vyrobu
tuku z kosti jsme zaZili také vielicos. Ze jsem tak $ldpl do nevinné louze, kterou
bohuzel vytvorila kyselina sirovd, a Ze jsem na to pozdéji doplatil podrdzkami,
to jen tak mimochodem. (...). Mluvil jsem do mikrofonu, zatim co mi skrz nohy
a pod rukama lezli kluci. Mluvil jsem do mikrofonu a vidél jsem, jak mi nékdo
klidné bere kabadt i klobouk a odchdzi s nim a jd jsem nemohl nic délat.”

To jen na okraj k nékdejsimu rozhlasovému entuziasmu a souc¢asnému nadseni. To, co
by reportér obétoval jesté pred triceti, Ctyficeti lety, dnes uz neni ochoten rozhlasu vé-
novat. Faktem vsak z(stava, Ze s nedostatkem ¢asu se potykali reportéfi ve viech vyvo-
jovych etapach, pfizplsobivost a jistou davku improvizatorskych dovednosti vyzaduje
uz sama podstata reportaze, jeji naroky na aktudlnost a blizkost posluchaci.

ZKRACOVANI STOPAZI
Casovy prostor pro reportdZ se neustdle zmensuje. Tviirci Zdnru jsou nuceni vtésnat infor-
mace casto do péti minut, v nichz Ize posluchace sezndmit nanejvys se zdkladnimi informa-

cemi.

Na uvedeny argument viak Hrase s Punc¢ochafem (2006, s. 33) odpovidaji jednoznac-

né. Pozadavek kratsiho ¢asového rozsahu pfispévku neznamend automaticky nemoz-
nost natocit sdélnou reportdz.,Argumentovani zkracovanim stopazi je nekorektni,” pise
autorska dvojice.

Reportér musi vzit v ivahu spole¢ensky dopad zpracovavaného tématu, jeho obec-
nou znalost ¢i neznalost a potencidlni vyvoj. Pokud predpokladd, ze pfislusny rozsah
prekroci, mize prispévek nabidnout do jiného cyklu.

LJe to jako s témi fantastickymi predstavami o tom, co ¢lovék sni za den. Vazi
to, feknéme, dva kilogramy. Kdyby se z toho redukovaly jenom Ziviny - vdpnik,
Zelezo, fosfor atd. — byly by to asi Ctyfi gramy. Ale predstava, Ze by ¢lovék mohl
byt Ziv ze Ctyf gramu potravy, je fantastickd (...). Kdyby chtél ¢lovék svému
organismu dodat opravdu vsechno, co potfebuje a mél by jen brambory, musel
by jich snist denné ¢trndct kilogramd. Téch ctrndct kilogramd brambor - to je
Spatnd, dlouhd reportdz. Ty Ctyfi gramy — to je Spatnd, krdtkd reportdz” (Gel,
1958, 5. 8).

Ve shodé s Markem Janacem (2006, s. 36), ktery tvrdi, Ze ,neustalé zkracovani stopazi
nuti reportéra k tomu, aby reportaze mély formu vtipu,” se mizeme shodnout na tom,
Ze nasilné predepisovani rozsahu je neadekvatni. V drtivé vétsiné pfipadu se vsak repor-
tér mlze diktatu prizpUsobit.

KONKURENCE TELEVIZE

Rozhlasovd reportdz nemdize vedle televizni obstadt. VizudIni rozmér sdéleni je nenahradi-
telny.

Podobné argumenty se v déjinach zurnalistiky opakuji. Ze vieho nejdriv se spekulo-
valo o zkdze rozhlasu a nastupu filmové produkce, v soucasné dobé je aktualni otazka
udrzitelnosti novin v konkurenci internetu a modernich technologii. Rozhlas v3ak odo-
lal ,vSem konkuren¢nim nastraham, nevyplnily se skeptické pfedpovédi o jeho zaniku
s nastupem televize. A jakkoliv to zni paradoxné, teprve s jejim nastupem vystoupila
do popredi jeho jedine¢nost” (Cmebhil, 1998, s. 10). Byly doby, kdy si sportovni fanousci
k televiznimu obrazu zapinali zvuk radia - a pro¢ asi.

Pokud reportér dokaze déj nejen popsat, ale i vysvétlit a nalézt Sirsi socidlni souvis-
losti, pak se rozhlas nemusi konkurence bat. ,Rozhlasova reportaz mliZze obstat vedle
televizni ne tim, Ze bude vizudIni stranku nahrazovat pfehnanym popisem, ale popisem
hlavnich udalosti, obohacenym dalSimi momenty, hodnoticimi postfehy apod.” (Maly,
1965, s. 134). Autor reportaze tak musi mit neustale na paméti jakym zplsobem a ke
E komu hovofi, nesmi dopustit, aby byl poslucha¢
absenci obrazu handicapovan.

Jakmile  reportér s nékym  hovofi
0 nezndmém predmétu (...) a posluchac
nevijak ‘to vypadd, vjakém je ‘to’ prostied,
je konec posluchacovi pozornosti. Zacne
se citit jako nékdo treti, koho nebereme do
party. Podle nds je to stejné neslusné jako
kdyz si dva ve spolecnosti povidaji o nékom,
koho treti neznd a neni do problematiky
zasvécen” (Lavickovd & Cerny, 2006, s. 34).



Argumentaci tak miZeme uzavfit s tim, Ze ucinit posluchace pouhym ucastnikem re-
portovaného déje, nemuze stacit vdobé, kdy nas do nejodlehlejsich koutt planety zvou
televizni kamery. Vysvétlovaci a hodnotici funkci ale rozhlasové reportazi nikdo nevez-
me (HraSe & Puncochaf, 2006).

MALA PODPORA ZE STRANY VEDENI

Managerim rozhlasu se casto vytykd nizkd vstficnost a malé financni ohodnoceni repor-
térské profese. Materialni motivace vSak nemusi byt jedinym ddvodem k tvorbé reportazi.
Podle Hraseho a Puncochére (2006, s. 33) svédci argument spisSe o lenosti reportérdi nez

o objektivnim faktu: ,Cesti novinafi davaji prednost praci jednodussi pred naro¢né;si
a o potfebé vzdélavat se spiSe hovofi, nez aby v tomto sméru néco opravdu délali”

V pripadé pravdivosti tvrzeni bychom se museli pozastavit také nad postavenim, které
v ramci Ceského rozhlasu poziva naptiklad Marek Jana¢ nebo Svétlana Lavi¢kova. Jejich
porady odporuji vsem vyse uvedenym argumentim - prace na nich trvaly mnohdy celé
tydny, natoceny byly ¢asto v délce kolem hodiny, poslucha¢skou obec maji poc¢etnou
(televize jim nekonkuruje ani v nejmensim) a co se tyce podpory — inu, tam, kde je vdle,
jeicesta.

VYHLED DO BUDOUCNOSTI REPORTERSKE PROFESE

Posledni desetileti provazi medialni vyvoj v Evropé trend digitalizace. Rozvoj novych
informacnich a komunikacnich technologii ozna¢ovany pravé timto pojmem znamena
podle Vaclava Moravce (2006, s. 39) v kone¢ném dusledku rozsifeni poctu rozhlasovych
i televiznich stanic. Aktudlni vyvoj rozhlasové Zurnalistiky tak ,nejenze posiluje trend
zprav v redlném case, kdy se ¢asova soucinnost shromazdovani a Sifeni zprav staly sa-
moziejmosti, ale umoznuje nékterym Zanrdm rozhlasové a televizni tvorby, aby nabyly
opét zdsadnéjsiho vyznamu. Neni pochyb o tom, Ze Zanrové formy rozhlasové reportaze
jsou na jednom z prednich mist, ne-li na prvnim misté” (tamtéz).

Pokud prijmeme predpoklad, Ze vile sdélovat a sdélovanému naslouchat se jen tak
nevytrati, budeme muset souhlasit také se slovy Jaroslava Cmehila (1998, s. 10):,Rozhlas
by se mél do budoucna kromé Zivych vstupu, zprav pfenos( atd. stale vice orientovat na
live pofady, vSude tam, kde to bude technicky mozné.” Neni sporu o tom, ze reportdaz ma
velky potencidl a ve vysilani by méla byt vyuzivana stale astéji.

Dovolte mi na zavér citovat nadsena slova jednoho z prvnich rozhlasovych pracovniki:

~Rozhlasovd reportdz je jednim z nejviastnéjsich rozhlasovych utvard. Mikrofon
jde do svéta a vypravuje o ném. Stoji na ddleZitych mistech v mésté nebo na
venkové, putuje pésky, jezdi autem, vlakem, lodi, a brzy ndm bude poddvati
zprdvy z letadla. Reportér musi byt zcela naplnén védomim, Ze prendsi
bezprostredni zivot (...). Reportér stane se tak zcela novym, svébytnym
typem mluvéiho, spojuje se v ném vécny zpravodaj se vznétlivym vypravécem,
cilevédomy fecnik s tviréim duchem” (Wolfenstein, 1933, s. 7).

Snad se nam uz brzy podafi reportérskému femeslu naucit.
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/ mainstreamu do
alternativy a naspat”
vyvoj jedinca

v studentskom
komunitnom radiu

Peter Dolnik

ABSTRACT

This paper presents case study of student community radio from the view of peda-
gogical sciences. Young people join student radio to gain practice in media, or to pre-
sent their community. But radio uses to attract its members with special atmosphere of
creativity, cooperation and fellowship, and members create here their own rules, habits
and rituals. Through the processes of social learning, cooperation and adaptation to
rules they learn except of radio practice media literacy or working with the group. My
aim is to describe the way of the individual who identifies himself with the radio, and ra-
dio becomes his meaning of life. Describe how do mainstream student becomes stable
member of the community and afterwards leaving with the values deeply internalized.

KeywoRrps:
student community radio, alternative, social learning, development of the individual in
the group

gTUDENTSKE RADIO AKO SUCAST SFERY KOMUNITNYCH RADII

Komunitné média v stredoeurépskom kontexte nemaju vybudovanu dlha prakticku
ani vyskumnu tradiciu. Na ich vymedzenie treba pouzit koncepty pouzivané v zahranici,
a prisposobit ich domacim podmienkam. Definicia Svetovej asocidcie komunitnych ra-
dii AMARC tvrdi, Ze komunitné media, a konkrétne radio su silné nastroje umoznujicie
komunitam prezentovat sa, vyzyvat a kritizovat autority a obhajovat obcianstvo (Diasio,
2009). Komunitné radia sltzia znevyhodnenym skupindm obyvatelstva na vyjadrenie
ich ndzorov ¢i obav. Su vacsinou nekomeréné (nevysielaju platené reklamy), experimen-
talne, nezavislé a vedené dobrovolnikmi (Diasio, 2009). Po celom svete reprezentuju
geografické a socidlne komunity - ruralne spolocenstva, mestské stvrte, ale aj rasové,

nabozZenské ¢i sexudlne minority, Zeny ¢i rézne nazorové skupiny. U nas si postupne
buduju svoje meno. Dobrud vyskumnu ale aj praktizujicu tradiciu maji komunitné radia
v Spojenych statoch a v Australii. V rozvojovych krajindch Afriky ¢i Juznej Ameriky sa ku
komunitym radiam stavaju zase z iného pohladu. Tu su ¢asto jedinym zdrojom informa-
cii, komunika¢nym kanalom ¢i poskyovatelom rézneho vzdeldvania. U nas sa snazi ich
zasadenost do konkrétneho mestského prostredia pochopit pripadovou studiou stu-
dentského radia Motal (2012). Kopecky (2004) sa zase zaobera takymito organizaciami
v kontexte poskytovania obc¢ianskeho vzdeldvania pre dospelych.

Cammaerts (2009) cituje Howleyho (2005) a obaja vyzdvihuju ako hlavnu ¢rtu tychto
radii ich participativnost. Participativne radid umoznuju pristup a podielanie sa na nich
kazdému prislusnikovi komunity. Do skupiny participativnych radii zaraduju pomeno-
vaniami komunitné, free a alternativne radia. Tieto radid byvaju nekomercné, experi-
mentdlne, nezavislé a vedené dobrovolnikmi. V nasich podmienkach sa s komunitnymi
radiami najcastejsie spaja privlastok alternativne. Alternativa sa v najsirSsom moznom vy-
zname chdpe ako moznost vyberu. Alternativhe médid sa lisia od tych oficidlnych, ma-
instreamovych produkciou, distribuciou a organizaciou. Podla Carpentiera (2007) tieto
prinasaju alternativny diskurz, informdcie, ndzor, formaty a zZanre ktoré nemaju priestor
v oficidlnych médiach. Su sucastou komunity a podporuju v obciansku spolo¢nost. Pri-
slusnost k urcitej komunite akoby implikuje to Ze su alternativne: poskytuju informacie
ktorymi sa oficialne média nezaoberaju. Nemusi to byt viak len nespokojnostou s nimi,
mébzu byt aj ich doplnkom.

Rennie (2006) zhina ako sa chape alternativa v medialnom priestore a v komunitnych
radiach v dvoch pohladoch: ako sp6sob vedenia tychto radii, a to seba-organizaciou,
participaciou a Ze su pristupné a otvorené pre vietkych. V zmysle produkcie tym, Ze
ponukaju alternativne programy, alternativne spdsoby ich distribucie a ale aj nehierar-
chicku organiza¢nu strukturu. Tym sa teda stavaju alternativou vodi oficidllnym médiam.

Sucastou siete komunitnych radii su aj Studentské radia. Tie su zakladané univerzi-
tami ako podpora volnocasovych aktivit Studentov, a sluzia im pre nacvik prace s mé-
diami. Vysielanie je organizované Studentami ako dobrovolna a neplatend cinnost. Ich
prijimatelmi je komunita univerzitnych studentov, ktori maju fahky pristup k internetu,
aich Zivoty st prepojené so socialnymi sietami a digitalnymi technolégiami. Studentské
radia vysielaju cez univerzitné semestre, a hoci sa ¢asto pokusaju odlisit sa od oficiél-
nych médii, pouzivaju rovnaku vysielaciu schému ako ony: ranné vysielanie, cez den
hudobno-informacna vyplni. Déraz je kladeny na vecer, kedy sa vysielaju $pecializova-
né programy a priestor maju najlepsi a najskisenejsi moderatori. Povolené su vietky
druhy programov a zanrov a vysielajuci mézu prejavit naplno svoju kreativitu. Funkcie
vysielajucich v studentskom radiu su také isté ako v oficialnych médiach. Su tu hudobni
redaktori, ktori predstavuju a hraju hudbu, robia rozhovory s hudobnikmi, umelcami.
Moderétori alebo literarni redaktori robia dramatizacie, ¢itania, rozhovory, relacie o fil-
moch, spravy, pocasie. Vysielajuci pracuju na baze Ze kazdy ovlada vietko. V zahranidi,
najma v Spojenych statoch americkych byvaju tieto radia velmi popularne, ¢asto maju
terestrialnu licenciu a vysielaju pre mesto a Siroké okolie. Hovori sa im campus radio,
college radio ¢i lokdlne radio.

PripADOVA $TUDIA RADIA R
M&j vyskum prebiehal v Radiu R, ktoré vzniklo v roku 2008 na zaklade univerzitou

obdrzaného grantu ako tréningové miesto pre studentov Zurnalistiky. Radio ma v sucas-
nosti okolo 120 ¢lenov, je lahko dostupné, vita vietkych ucastnikov a podporuje lokalnu



mestskud kultdru a Zivot univerzity. Vysielajuci
sU rozdeleni do Siestich redakcii (spravodaj-
stvo a publicistika, lifestylové, hudobné a na-
ucné programy, literarno-dramatickd redakcia
a redakcia hudobnych 3peciélov). Radio vysie-
la od rdna do vecera (ranny blok, cez den infor-
macno-hudobné pasma a vecer $pecializova-
né (hudobné) relacie), nechybaju pravidelné
spravy, Sport, vysielanie pre zahrani¢nych stu-
dentov, i vysielanie etnickych mensin. Zame-
riavaju sa na zivé vysielanie a interaktivitu so
svojimi posluchaémi.

Z3akladnymi otdzkami méjho vyskumu su:
Ako prebieha zaclenenie jednotlivca do Stu-
dentského radia? Ako prebieha jeho vyvin,
prispésobovanie sa, vrastanie do noriem a
hodnét skupiny, prechod z mainstreamu do
alternativy? Co to je alternativa z pohladu vy-
sielajucich v Studentskom radiu?

Ponukam pohlad na vyvin jedinca v Studentskom radiu z pohladu pedagogickych
vied, socidlnej psycholégie a socioldgie.V tomto pripade mi poznatky z medialnej tedrie,
Ci tedrie komunit sluzia na doplnok ku pochopeniu pozorovanej socialnej reality.

Moja pozicia v tomto vyskume je Specificka. Vyskum som zacal na jeseri 2010 sériou
zUcastnenych pozorovani. Na tristvrte roka ich prerusil moj Studijny pobyt v zahranici.
Po névrate som si uvedomil Ze na svoje pozorovania najlepsie nadviazem ked' do radia
vstUpim. Zacal som vysielat a zaujimat sa o veci radia nielen z profesionalneho, ale aj
osobného pohladu. S vysielajucimi sme si k sebe vytvorili tri druhy stratégii jednania.
Do radia som vstupil pre istu skupinu ludi ondlepkovany ako vyskumnik. KedZe som mal
predchadzajucu skusenost z iného studentského radia, o ktorej vedela zase ina skupi-
na, pre nich som bol ten z iného radia“. Trvalo to par mesiacov, kym si ostatni ¢lenovia
zvykli, Ze som jeden z nich a nielen vyskumnik, a ze uz neplati,vy tam vo vasom radiu”
Moju ¢innost si vSimla programova dramaturgicka, ktora sa stala mojou gatekeeperkou.
Zabezpecila mi pristup ku poradam a stretnutiam vedenia a ku internym dokumen-
tom. Moje predchdadzajuice skisenosti a angazovanost o dianie v radiu mi zase priniesli
postup a stal som sa po case ¢lenom vedenia. Zacal som teda sledovat dianie v radiu
z inej pozicie, ktora ale prinasa svoje Uskalia. Ako ¢len so zodpovednostou som musel
Casto odlozit poznamkovy blok a radsej reagovat na aktualne dianie v radiu, vyjadrit
svoj nazor. Na druhej strane som zase ziskaval komplexnejsie porozumenie o diani v ra-
diu. V tomto pripade perspektiva participanta a vyskumnika tvori krehky lad, ktory dob-
re popisuje koncept participativheho vyskumu, ked jedinec robi simultdnne dve veci
naraz: Snazi sa porozumiet konkrétnej cinnosti a zaroven sa podielat na jej vylepseni.
Poznanie sa tu primarne neviaze na poznanie novych veci, ale je zviazané s konkrét-
nou ¢innostou. Zvysuje kvalitu vyskumnikovho poznania, a upevnuje tak poznatkovu
zdkladriu. Okrem pozorovani a mnozstva neformalnych rozhovorov s ¢lenmi som mal
pristup aj k dokumentom vedenia ur¢enym na distribtciu radovym ¢lenom, zapisom
z porad, propaga¢nym materialom, nadvrhom na zlep3enia. Z tych som ziskaval napady
na Specifické vyskumné otézky, a diskurzivnou obsahovou analyzou ziskaval a porovna-
val ndvrhy s tym ¢o sa redlne zmenilo v radiu, analyzoval sp6sob rétoriky a komunikacie
vedenia s radovymi ¢lenmi.

Na zaciatku som pozoroval radovych ¢lenov. Vstupom do vedenia sa dostdvam medzi
»elitu” rddia, najviac angazovanych jedincov ktori sa podielaju na rozhodovani i Skoleni.
Zaujima ma vyvin aktivneho jedinca ktory chce byt sucastou radia, vyvija sa v iom a po-
stupuje po stuprioch spoloc¢enského rebricka. Tieto stupne nie su hranice, su volne pre-
chodné. Zalezi na jeho ochote a aktivite aky vyznam priradi svojmu pdsobeniu v niom.

VsTuP DO RADIA

Radio sa propaguje ako otvorené pre vietkych, ale zaujemca musi splnit urcité kri-
téria pre vstup a v radiu si ho musia vybrat. Vyhlasuje sa pravidelny konkurz avizovany
v spriatelenych médiach. Predpoklady na vysielanie nie st v tomto pripade az také dole-
zité. Jedinca musi prijat komunita vysielajucich, musi mat urcity predpoklad Ze sa do nej
zacleni. V Radiu R musi kandidat uchadzajuci sa o vysielanie svojej vlastnej autorskej re-
lacie zlozit vedomostny test, prejst technickym skolenim a zucastnit sa troch nasluchov
relacii skisenych kolegov. Podmienky prijatia ale nie su naro¢né. Na vedomostny test sa
da pripravit z ponukanej publikacie, a test sa da napisat tolkokrat, kym ho adept nena-
pise spravne. Tato procedura sa opakuje kazdy semester. Pomdaha tak udrziavat lojalitu
u vysielajucich.

Aj ked' sa do radia vacsinou hlasia ¢lenovia z blizkeho okolia, komunity, v radiu sa do-
hodli Ze konkurzy a vybery maju svoj vyznam, davaju totiz radiu aj institutu konkurzu
svoju vaznost. Petr: ,Ked sa prihlasia, tak vidi§ Ze maju zaujem. Lebo také to krémové:
Pod vysielat, a ten ¢lovek uz potom po tretikrat nepride. Ja by som to bral nie ako kon-
kurz, Ze by tam sedeli psycholégovia a skimali ¢o robis v stresovych situdciach, ale ked
stihnu ten deadline, tak stoja za to.”

Locher (1998) tvrdi, Zze Gvodnym impulzom vstupu do skupiny je jedincova schop-
nost dostat sa do nej bez toho, aby presiel nejakym formalnym vyberovym konanim.
Prijmani su nielen hotovi ludia, ale aj jedinci u ktorych je vyciteny nejaky potencial. Ti su
z pohladu tohto vyskumu najzaujimavejsi. Tento ¢lanok chce popisat ako prebieha pre-
mena od zaciato¢nika k pokrocilému, od studenta po ¢lena komunity, od mainstreamu
do alternativy.



VYvoJ €LENA V STUDENTSKOM RADIU

Radio R sluzi ako vyukové médium pre Studentov Zurnalistiky a medialnych studii s cie-
[om prinasat informacie z mesta v ktorom posobi. V radiu vysielaju aj rézne zaujmové
komunity ktorych zaber je 3irSi nez domace mesto. Tato ideova nejednoznacnost byva
pri¢inou rozporov medzi vysielajacimi. Casto sa tieto dve skupiny vysielajtcich a poslu-
chéa¢ov prelinaju. Studenti byvaja élenmi réznych komunit a hranice medzi vysielajicimi
a posluchaémi sa stieraju, tak ako je to bezné v participativnych, komunitnych radiach.

V tomto ¢lanku ma zaujima ako sa jedinec zaclefiuje do radiovej komunity, ako prij-
ma a zdiela jej pravidla a hodnoty. Ako postupuje v hierarchii od novacika po plnohod-
notného ¢lena vysielacej komunity az po jeho odchod z radia. Sledujem ¢o sa pritom
a pocas toho nauci a ako prebiehaju tieto procesy. ,(Radio) sa moze stat v idedlnom
pripade Zivotnym Stylom, pre tych menej zanietenych je ich participacia konzistentna
a ich spravanie a symbolika, vyjadrovanie prislusnosti s obmedzené. Mézu byt nositel-
mi viacerych identit naraz (Sardiello, 1998) a identita radia je len jednou z nich, ktora pre
nich nie je taka vyznamna”

Zalezi to na schopnosti jednotlivca, ako vie identitu radia prijat, stotoznit sa s fiou
a priradit jej svoj zmysel. Tento vyvoj jednotlivca rozdelujem do troch stupriov. Poma-
ham si pri tom Sardiellovym (1998) rozdelenim, ktory ¢lenov deli na zaklade toho ako
jedinci vnimaju a interpretuju systém noriem relevantnych zavedenému hodnotovému
systému v skupine a ako blizko je postoj jedinca blizky idealnej koncepcii ¢lena skupiny.

1. INDIFERENTNY MAINSTREAM

Vsetci novacikovia absolovuju povinné Skolenie prace s technikou, a ako spravne vy-
sielat. Toto Skolenie vedu skusenejsi ¢lenovia a individualne ho poskytuje veduci danej
redakcie ako peer learning. Kazdy novacik je tiez oboznameny s filozofiou komunitného
radia, jeho etickym kdédexom a postavenim takychto radii na medialnom trhu. Podmien-
kou k registracii je precitat si prirucku komunitného vysielania a zlozit z nej skuasku.

Clenovia ktori ostavaju v tejto skupine a nevyvijaju sa dalej po odvysielani svojho
programu odchéadzaju, a nedcastnia sa dal3ieho Zivota v radiu. Castokrat su to prvaci
na VS, velmi mladi ludia ktori si hladaju svoje miesto. Va¢sinou sa nezaujimaju o hudbu
a casto byvaju nespokojni s nizkou pocuvanostou, lebo nevedia zasiahnut konkrétnu
skupinu posluchacov. Ako zmieriuje Sardiello(1998), niektori mézu svoju rolu iba hrat
v ur¢itom situacnom kontexte. A ked' kontext pominie, odchadzaju. Do tejto skupiny
patria aj profesiondli vo svojom obore, ¢lenovia zaujmovych skupin a komunit ktori pri-
Sli vysielat pre svoje komunity, ale nemaju zmysel pre radio a jeho spolo¢né aktivity,
neidentifikuju sa s nim.

Z prezentacie radia na skolskom kurze: Clenky denného prudového vysielania spomi-
naju zZe radio je Studentské, zabudli pripomenut ze aj komunitné. Vyucujuci sa ich pyta,
¢o sa v radiu naucia: ,Naucime sa tu improvizovat ked sa nam pokazi vysielaci pocitac”
Vyucujuci:,Co robite ked vam spadne podita¢, to tam len tak Zvanite?” Vysielajuce: ,Pus-
time tam nieco z youtube”. Pritomnd ¢lenka vedenia v3ak opravuje nahlas hned ako sa
to da:,Tak za prvé: sme aj komunitné radio a nie, z youtube nepustame, lebo je to zaka-
zané. Platime si poctivo za hudbu”. Dalej spominaju aké témy rozoberaju vo vysielani:
krimi, moda, Zena, ¢o pekné navstivit na Slovensku, muzi.

Vedenie radia sa snazi ¢o najviac zapajat tuto skupinu vysielajucich do ostatnych cin-

nosti v radi, aby zvysili ich povedomie a zmysel
pre spolo¢nu vec.

2. NADSENY PRIJMATEL HODNOT A PRAVIDIEL

Ked adept presiel previerkou, dostava dove-
ru ostatnych vysielajucich a pristup ku vsetkym
moznostiam radia. Dalej uz zavisi od neho do
akej miery je skupina pre neho atraktivna, do akej
miery sa chce podielat na jej zivote a disponovat
jej zdrojmi.

Ako navrhuje Helus (2007, s. 154): Prvou pod-
mienkou nadviazania kontaktu s ¢lenmi novej
skupiny je vstupit do vztahov s fudmi. Dalej si treba osvojit prizna¢ny spdsob vyjadrova-
nia. V dalSich fazach je pre fungovanie skupiny nevyhnutné zdiefanie myslienok medzi
¢lenmi navzajom, ktoré je podmienkou efektivnej spoluprace. Spolupraca v takomto
druhu organizcie byva zdbavna, radostna a zaujimava.

Helus (2007) dalej pouziva pri tejto prilezitosti pojem socialny vplyv. Pod nim rozumie
zmenu v Usudkoch, nazoroch a postojoch jedinca v désledku stretnutia s nazormi a po-
stojmi dalsich oséb. Toto pdsobenie okrem iného vplyva aj na utvaranie socialnej iden-
tity jedinca. Tato tedria hovori o tom, Ze individualne psychické procesy sa ¢lenstvom
v skupine transformuju, a ¢lenstvo v skupine je vyznamnym aspektom nasho vlastného
obrazu seba.

Novacik v tejto faze prejavi nadsenie a identifikuje sa s rddiom a jeho ¢lenmi, ktori ho
akceptuju a prijmaju medzi seba. Stava sa sucastou komunity a podiela sa na jej chode.
Cas prechodu od novacika po skuseného ¢lena byva tym kratsi, ¢im viac do neho jedinec
investuje, a ¢im viac sa chce podielat na Zivote v radiu. Dovera sa da ziskat za semester
posobenia v radiu, za skiseného ho povazuji po dvoch semestroch. Najviac angazo-
vanych jedincov povazujem za akusi elitu radia, obvykle to ale byva mensina. Sardiello
(1998) spomina silné priputanie ku svojej role ktoru tito jedinci povazuju za spdsob zi-
vota. Jedinci sa ucia akceptovat a prijmat pravidla organizacie, ucia sa jej kulture, ucia sa
byt alternativne radio.

Vysielajuci o sebe rozsiruju ze su alternativne a experimentélne radio. Alternativne
hlavne na zdklade hudby ktoru hraju. Hudba je v tomto pripade vyrazovy prostriedok na
vymedzenie, odlidenie sa a ¢lenovia musia tento znak prijat. V radiu je sustava pravidiel,
ktoré musi jednotlivec akceptovat. Medzi zakladné patri Desatoro dobrého moderatora
a Pravidla pre pustanie hudby v radiu, ktoré spisal hudobny dramaturg radia. To je ¢len
ktory ziskal déveru a poverenie aby uréoval hudobné smerovanie radia. Hlavnym kri-
tériom pri vybere hudby je podla neho nendpadné priekopnictvo. Hudobny dramaturg
vybral hudbu ktora hrd v dennom priadovom vysielani a v no¢nych rotaciach. Tento
vyber sa viak nestretol so stihlasom v3etkych vysielajucich, hlavne nie dennych. Casté
zdroje konfliktov kvéli hudbe sa snazi vedenie eliminovat odporud¢anim vyberu hudby
radovym ¢lenom, a oficidlnym prehlasenim:

»Bolo by velmi pekné, keby ste sa s tymto ndzorom stotoZriovali, pretoZe ste
stcastou rddia. Vyhrady mat samozrejme mézete, ale za zamyslenie to stoji.
Niekdy si cez deri to rddio pustite, nech sa orientujete a nezahrabdvate len vo
svojom Zdnre.”



Typickym prikladom stznenia s pravidlami je akceptacia nizkej pocuvanosti radia,
s ktorou studentské komunitné radia dlhodobo zapasia. Dvaja vysielajuci sa bavia o tom
aku maju pocuvanost:

A: N6, tak kamosov a zndmych vicésinou”

B: No, ved o tom to aj je, komunitné rddio, vysielanie pre komunitu. My tiez
ked dame vediet kamosom tak nds pocuvaju. Keby sa to dalo chytit napriklad
v aute, tak je to uz iné!”

Aj ked nizku poc¢uvanost akceptuji, neznamena to, ze proti nej ni¢ nerobia. Len hod-
noty komunity sa im stavaju doélezitejsie, prisudili vysielaniu svoj vlastny vyznam a ak-
ceptuju tuto kulturu v radiu. To potvrdzuje aj staznost jedného indiferentného vysiela-
juceho: ,Oni radsej kupili pohovku do radia namiesto poriadnych slichadiel!” Tomuto
¢lenovi nadsenie do radia dlho nevydrzalo. Po tom ¢o zistil ze dosiahol zo svojho vysie-
lania vetko ¢o mohol, a nenasiel si cestu k ostatnym vysielajucim, po roku odchadza.

Clenovia ktori su v radiu najaktivnejsi a najzapélenejsi smeruju obvykle do vedenia.
Vadcsinou sa aj chcu podielat na chode radia, lebo radio sa stava ich srdcovou zélezitos-
tou, a od ostatnych ¢lenov je to najvyssie ocenenie za ich pracu. Veducim redakcie sa
stavaju najskusenejsi, najangazovanejsi a najaktivnejsi ¢lenovia. Takisto to mozu byt aj
¢lenovia, ktori maju menazérske schopnosti alebo dokonale zvladaju svoju pracu v ra-
diu a mozu ist prikladom a ucit ostatnych.

REZIGNACIA NA ALTERNATIVU, AKCEPTACIA MAINSTREAMU

Rédio sa opusta pre nezhody s ideovym smerovanim ¢i vysielajucimi, ¢o viak nebyva
Casté. Tym zZe je to dobrovolnd a vyberova organizacia, komunita ludi s rovnakym zauj-
mom, vyrazné porusovanie pravidiel nebyva Casté. Ludia odchadzaju obvykle po skon-
¢eni Skoly. Radio ich naucilo pravidlam vysielania, fungovania kolektive, zodpovednosti,
¢i medialnej gramotnosti. Zasluzili ¢lenovia si odnasaju mnozstvo skisenosti. Radio pre
nich stale vela znamen4, ale je ¢as posunut sa dalej. Aj tak si viak na radio stale narokuju,
prikladom je angazovanie sa vysluzilych, uz nie aktivnych ¢lenov do zmien v radiu ktoré
uz nemozu priamo ovplyvnit:,Po zavedeni novych pravidiel sa z radia vytraca pohoda..”

Naucili sa radiovej alternative, ale uz vidia Ze svet okolo nich uz nie je tolko alternativ-
ny, a je treba sa prisposobit jeho tempu. Ale skisenosti a zru¢nosti ktoré ziskali v radiu
v hom moézu dobre vyuzit a vytvarat napriklad aj vlastnu alternativu.

Vysielajuci v radiu su aktivni mladi fudia, ktori su ¢asto ¢lenmi réznych skupin a teda
aj nositelmi réznych identit. Ich individualny zmysel pre vlastné ja je postaveny na ich
schopnosti pracovat so svojimi roznymi identitami ktoré tvorivo integruju do svojej jed-
notnej osobnej identity. Tieto interakcie si dynamické a umozruju zmeny v nich, a zaro-
ven umoznuju jednotlivcom si internalizovat a zéroveri integrovat aspekty skupiny ako
sucast ich vlastného ja (Gordon, 1976, citovany podla Sardiella, 1998, s. 123).

CO ZNAMENA ALTERNATIVA V PONIMANI VYSIELAJUCICH vV RADIU R

Ako sa hudba stava zjednocujucim a zaroven vymedzujucim prvkom, tak sa stdva aj
zdkladnym rozporom v radiu spojenym uz z jeho pomenovanim - je to Studentské alebo
komunitné radio? Vyukové alebo alternativne? Zaclenenie sa do formatu radia predsta-
vuje casto zdroj konfliktov uz pri samotnom prijmani do radia. Su nastavené kritéria na
prijatie spravne? Komu dat Sancu, priestor? Chceme hotového ¢loveka zabudovaného

v miestnej komunite, alebo ddme 3ancu niekomu mladému, sympatickému, priatelské-
mu, ale tabule rase, ktord sa nauci byt radio? Tento rozpor je zda sa neriesitelny, preto
radio samotni vysielajuci volaju mackopes. Najzavaznejsim problémom sa tu zdd byt
zjednotenie komunity prostrednictvom akceptacie hudobného zamerania radia:

Tomas: ,Ja len nechcem aby to bolo raz tak, Ze tam budu iba deckd co nic
nepocuvajd, ale len sa prisli naucit rozhlasovu prdcu, a nemaju tam Ziadny
alternativny presah’.

Lena: ,Ale toto je Studentské rddio Tomds! A to md sluzit aj takto”.

Tomas: ,Ano, ale to sa mi az tak nepdci, mne sa pdci Wave, Ze tam beru ludi ¢o
maju svoj ndzor”.

Lena: ,Ale oni su stanica co si to moZe dovolit. Oni st verejnoprdvni, maju svoj
rozpocet a funguju na takychto principoch”

Tomas: A Rddio Streetculture funguje ako? Tam tieZ berti ludi ¢o sa chct naucit
vysielat”? (ironicky)

Lena: ,Ale Streetculture nie je edukativne Studentské radio”!

Tomas: ,Ano, a ja mdm strach, Ze sa z nds stane edukativne rddio a nie to
alternativne”

Lena: ,Ja rozumiem, a nehovorim Ze nechcem aby sme boli alternativne, ale
treba dat priestor aj tym mladym.A ty to ber tak, Ze ty im moZes otvorit ten
priestor! Ja som napriklad vdaka Rddiu objavila vela zaujimavych veci”

Z AVERY

Prilezitosti na tréning prace v médiach radio ponuka vela. Z pohladu tohto vyskumu
sa vSak zdd omnoho dolezitejsie to, ¢o sa ucia vysielajuci pomimo tohto hlavného pru-
du: Ako vrastaju do pravidiel organizacie a zaroven sa ich snazia utvarat a tym aj ovplyv-
novat prostredie okolo seba, ako si hfadaju a utvaraju svoju rolu a hlavne hladaju svoju
identitu, kedZe radio sa ¢asto stava zmyslom ich Zivota. Novi ¢lenovia sa snazia zaclenit,
najst si svoje miesto a priradit zmysel svojmu pdsobeniu v radiu. Vznika tu unikatna ko-
munita ktora sa potrebuje navonok vymedzit. Urcujicim znakom je kulturna orientécia,
informacie a hlavne hudba ktoré nedostava priestor v oficialnych médiach, a tym robi
zo Studentskych komunitnych radii alternativu k mainstreamovym médiam.

Skamani vysielajuci v Radiu R si vytvorili nadlepku alternativy a experimentu sami. Uve-
domili si dieru existujucu v naSom medialnom priestore, a zaroven aj jedine¢nu prile-
Zitost dat dohromady silné osobnosti, ktoré by nemali prilezitost sa za inych okolnosti
stretnut. Clenovia sa tu stretavaju, zabava tvori velku ¢ast ich &innosti, ale zaroven pri
nej aj experimentuju a ucia sa novym cinnostiam. Nalepkou alternativne sa prezentuju
navonok, a starsi ¢lenovia sa ju snazia ucit novacikov. Prichadzajuci jedinec ktory sa chce
stat ¢lenom musi akceptovat toto zameranie. Akceptaciou pravidiel, noriem a hodnét
skupiny sa u vysielajucich vytvéra identita alternativneho radia. Prikladmi su akceptacia
hudobného zamerania radia, ¢&i nizkej po¢uvanosti. Clenovia si buduju radiova komuni-
tu, ktord v nich utvara zmysel a pocit spolupatri¢nosti. Z toho Ze niekam patria si deri-
vuju svoju identitu. Panuje tu skupinova konformita, ktora sa prejavuje dodrziavanim
pravidiel a mierou identifikdcie sa so skupinou. Uchovavaju si svoje hodnoty, pravidla,
tradicie, ritudly, vedomie ktoré sa prendsa z ¢lena na ¢lena. Odovzavaju si kultdru, ucia
sa jej navzajom, ale ju aj upravuju po svojom. Pretoze v radiu je vysoka fluktudcia fudi,
hlavné idei radia musia vydrzat. Tieto procesy popisuje tedria dynamickej interdepen-
dancie, ked'si skupina zachovava urcité znaky aj po vymene, odchode kldc¢ovych ¢lenov,
ako pamat, inteligenciu ¢i, emocionalitu (Helus, 2007).



Vsetky tieto procesy prebiehaju prostrednictvom socidlneho uéenia, akceptaciou no-
riem a pravidiel jednotlivcom, ale aj jednotlivca skupinou. Kopecky (2007) potvrdzuje
vzorec v ktorom zaujem a aktivita rovna sa efektivne ucenie sa. Zdielané ciele v skupine
zase redukuju mieru konfliktov, vedu k harmonickym vztahom a teda aj vytvaraju uni-
katne ucebné prostredie ktoré stoji za to skimat (Helus, 2007).

Socidlnym ucenim sa podla zakladnych pouciek uci clovek zit medzi inymi (Hudecek,
Sedlak, 1988). Osvojuje si zru¢nosti, hodnoty a postoje potrebné pre styk s ludmi, prijma
ich do svojho moralneho a hodnotového systému. Medzi zdkladné formy socidlneho
ucenia patria:

1. Napodobniovanie kedy jedinec prijma spdsob Zivota, nazory a postoje , ¢i spésoby
spravania.

2. Socidlne spevihovanie prebieha prostrednictvom vyjadrovania pochval ¢i nesudhlasu.
Vtedy prichadza ku posilneniu urcitého spravania.

3. Ucenim sa identifikaciou sa jedinec stotoZnuje s osobou ¢i skupinou ku ktorej ma
kladny vztah. Preberd jej modely a vzory spravania.

Problematika osvojovania si pravidiel v dobrovolnej organizacii a prisudzovanie zmys-
lu posobeniu v nej zdaleka nebola tymto ¢lankom vycerpana. Tu ponuknuta typoldgia sa
vsak da pouzit aj v inych, podobnych kontextoch, alen dokazuje Ze takéto organizacie
sU neobjavené, ale o to viac unikatne ucebné priestory. A je dobrou vyzvou takéto akti-
vity mladych ludi podporovat, vyskumne aj prakticky. Podla Kopeckého (2007), ktory ich
povazuje za neformalne uciace sa organizacie, sa totiz tieto profesionalizuju. Obcianske
iniciativy sa rychle zapajaju do lokalnych i globalnych sieti spriaznenych zdruzeni. Prave
v tom pravdepodobne spociva jedna z nadeji na ich buduci Uspesny rozvoj.
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Martina Pelcova

Rises and falls of one
Polish student radio

Radoslaw Aksamit lead one of the most famous Polish student radios for two years and he
highlights this time as a forming part of his career. Earlier an ambitious student and now the
professional journalist and PhD researcher tells about his experience with the radio Egida.

RADOSLAW, YOU BECAME A PART OF THE STUDENT
RADIO EGIDA IN THE VERY BEGINNING OF YOUR UNI-
VERSITY STUDIES. HOW DID YOU GET THERE?

For me, participating in a student radio
was very obvious thing to do because
| started my studies to become a journalist.
When | heard that there was a student ra-
dio at the academic campus, | decided to
go there and find out what it was all about.
At that time the radio was in rather bad
shape: the equipment was old and insuf-
ficient, and radio crew didn't really know
how to do an interesting progamme. It
was totally different time in the Egida his-
tory than the famous era in the 80s. Egida
already broadcasted over the Internet, but
after three months the university lawyers
warned us that we didn’t pay the ZAIKS
(Polish equivalent to OSA - edition note)
for the music we played. Again it was all
because the crew did not know it was nec-
essary to do so. It took a year to sign all the
papers needed for regular start on the in-
ternet.

WHAT WAS THE BREAKING POINT THAT MADE THINGS
CHANGE IN EGIDA?

After a year and a half, my indignation
over the state of Egida resulted in creating
an opposition to the current chief editor
that seemed to be careless about the fu-
ture of the radio. He had some good ideas

Radoslaw Aksamit, a graduate student of the political sci-
ence and journalism at University of Silesia was leading
Egida from 2006 to 2011. He gained twice a scholarship
from the Polish Ministry of Education and got an award
from the Rector of University of Silesia for the best stu-
dents. He went through editorial offices of Polish National
Radio department in Katowice and Polish National Radio
n.3. Now he works as a DJ at the commercial radio station
Planeta and as the head of emerging student television at
University of Silesia. There he continues his Ph.D. studies
at the Faculty of Social Sciences. His dissertation focuses
at the agenda setting in student media.

but did not have sufficient energy to ex-
ecute them. After weeks of pressure, he
resigned so the election of the new head
of the radio was arranged. Oddly for me
| was the only candidate. | was the only
candidate. One could say | became the
head because of no competition. But | be-
lieve | proved the crew that | was in the
right place. As the opposition, we exactly
knew what we wanted to achieve with
the radio. We created a program with the
goals for the next five years. As a part of
local student parliament, we had experi-
ence with organizing the biggest annual
student party called “Juvenilia” and we
knew how to take care of such a big pro-
ject and that helped us a lot. Back in that
time | had a good crew, a good plan and
people | could trust they would do any-
thing to make the Radio going.

WHAT STEPS HAD TO BE DONE AFTER YOU TOOK
CONTROL OF THE RADIO?

Regarding organization, we creat-
ed different sections of the radio pro-

gramme - news, publishing, sports, and
cultural section. We started everyday
programmes and morning shows. We
engaged Egida in promotional work to
catch listeners because in 2007 just a few
people knew about the existence of the
radio. Regarding the equipment, we tried
to gain money everywhere it was possible:
we started approaching sponsors; we had
a meeting with the rector and the dean.
We rebuilt Egida, which was once by far
the biggest and the best student radio in
Poland, and decided to give the glory back
toit. When | left my post we had around 20
000 zloty (120 000 crowns — edition note)
a year to organize promotional events and
maintain the equipment.

WHAT IS MORE IMPORTANT WHEN LEADING A STU-

DENT RADIO — TO BE A GOOD JOURNALIST OR TO BE
A GOOD MANAGER?

It's very hard to answer. Well, of course,
when you start a career in a student radio,
you must become a good journalist. After
that, you might have a chance to show
your skills as a manager. But not every
good journalist can be a good manager.

Good trade is the foundation. As a man-

ager, you need the respect of the people
you manage. And you won't get it unless
you are not a good journalist.

AND WHERE HAVE YOU LEARNED IT?

Well, right in Egida, day by day, during
the whole process. And the process still
continues as one can never say he or she
is a 100% complete journalist. We all learn
all the time.

Egida, a student radio at the University of Silesia and one
of the oldest Polish student radio stations at the same
time, launched broadcasting in 1969. Originally a board-
ing radio and since 2007 an internet radio now offers
more than 40 shows a week made by more than 70 volun-
teers. The name “Egida” which is “Aegis” in English evokes
two different associations: the mythology, or the Polish
cabaret. For more information visit www.egida.us.edu.pl.

You STUDIED POLITICAL SCIENCE AND JOURNAL-
ISM AT THE SAME TIME. DID THE SCHOOL HELP YOU
TO GROW AS A JOURNALIST OR AS A MANAGER OF
A STUDENT RADIO?

Well, the courses helped me to build
up a ground for the praxis in Egida. But
every time someone asks me what to do
to become a great journalist, | always say:
studies are needy but the key is to gain as
much experience as possible. | am starting
my career right now, but luckily | have al-
ready experienced a lot. In real media you
won't be accepted just to find your feet,
you are expected to already have found it.

WERE THERE ANY MOMENTS WHEN YOU FELT THE
LEADING OF THE RADIO WAS NOT FOR YOU?

Of course | had a lot of sleepless nights.
Egida is a place where a lot of strong char-
acters meet and sometimes it is very dif-
ficult to find a compromise. The meetings
of the radio board deteriorated into five
hours of fighting but this is just because
we all took it so seriously. One must learn
to take it not so personally. As a head, you
must make decisions, and there is always
someone who is not satisfied. But after all
ups and downs, there is a moment when
you can see things working well and you
feel proud. Proud of yourself and of the
people you work with.

You STAYED IN THE POSITION OF THE CHIEF EDITOR
FOR TWO YEARS. WHAT IS YOUR RECIPE FOR A GOOD
WORKING STUDENT RADIO?

Well, most of the student media are
designed for the local students, so this
should be the fact always kept in the
minds of the redactors. They should not
focus on topics that are a major part of the
agenda of professional radio stations. That
would be nonsense. Programme of a stu-
dent radio reaches the students and aca-
demics and this should be reflected in the
topics dealt with in the programme. Also,
speakers behind the microphone should
be natural, not imitating famous journal-
ists; they should be themselves. And last
but not least, music is the key element



for a student radio. In the 70s and 80s,
Egida was very important source of alter-
native music for the whole local campus,
far from the censorship of that time. Even
now, every room here has a small speaker
so everyone can turn it on and listen. But
today, Egida competes with laptops full of
downloaded music, iTunes, Last.fm. Egida
must offer something special, something
no one can find easily anywhere else.

You TALKED ABOUT THE PROGRAMME FEATURES.
DOES THE ORGANIZATION OF THE PEOPLE IN THE
RADIO HAVE SOME SPECIALITIES?

The main thing you have to put up with
is that you work with volunteers that you
can't wholly rely on. You cannot expect
the work will be done perfectly and in the
moment it is needed. You have no tools
for forcing the volunteers; you depend on
their good will. Moreover, they are often
people of the same age as you and some
of them are even more experienced than
you. Their natural reaction is to try to show
you your incompetence; you must keep
proving you are in the right again and
again.

EXPERIENCE WITH THE STUDENT RADIO BROUGHT
You T0 PHD STUDIES FOCUSED ON THE STUDENT
MEDIA. Do POLISH MEDIA STUDIES REFLECT THIS
PART OF MEDIA SPHERE?

One of the reasons why | decided to
study student media is that only a few
researchers deal with this topic. There’s
Urszula Doliwa who wrote a great compi-
lation about student radios in Poland that
has not been translated yet. My work aims
to describe agenda setting in the student
media. But | am just at the beginning of
my research now.

DoEs POLAND OFFER GOOD OPPORTUNITY TO PAR-
TICIPATE IN STUDENT MEDIA?

There is a strong tradition of the student
media in Poland that comes up from the
70s. Ninety per cent of the most experi-
enced Polish journalists began in a student
medium. . | can mention Kamil Durczok,

Marek Niedzwiedzki, Piotr Baron, Henryk
Grzonka and many others.

Ironic is that the end of the communistic
era put the student media into hard times.
Before the 90s, all the student media were
part of ZSP - society of socialistic youth
that took care of the financial matters of
the media. After the year 1989 lost a struc-
tural support being left to them. They only
received a minor support from the univer-
sities. Commercial stations pushed them
out of the interest of people. But with the
internet, a new chance appeared.

WHAT ABOUT THE STUDENT PRESS?

Right now we have a vast number of
student’s press. Some of the titles are con-
nected with Universities and certain Fac-
ulties others are more widely distributed.
There’s also a great diversity in the level
of professionalism. Some titles are photo-
copied others are available only via inter-
net and there are some which are profes-
sionally edited and distributed. Whatever
is the quality of these media they are al-
ways a great place to try to work as a jour-
nalist. They are also a thriving and vivid
source of cultural initiatives.

You SAID THAT YOUR DISSERTATION WOULD BE
PROBABLY THE SECOND WORK DEDICATED TO STU-
DENT MEDIA. WHAT ARE THE MAIN TOPICS THAT AP-
PEAR IN POLISH MEDIA STUDIES RESEARCH?

Well, there are so many of them that the
only correct answer would be: everything.
We're conducting research in many dif-
ferent areas on an international level. But
there is a different thing | would like to say
about the Polish media studies academic
research. Our researchers have difficul-
ties with selling their ideas. When the re-
search is done in Germany, France or Great
Britain, the first thing researcher does is
write a book about it, sell it in thousands
of copies, and then go to the conferences
all around the world to spread the idea.
A great deal of Polish communication
scientists just finish their studies, put it
in a drawer, shut it and go home. It also

seems that it's very hard to find an insti-
tutional partner to be interested in the re-
sults of the research in the field of media.
This should be changed.

BEFORE WE FINISH, LET'S GO BACK TO EGIDA.
| GUESS THAT NOT EVERYBODY FROM THE STAFF
MEMBERS WANTS TO BECOME A RADIO WORKER.
| SUPPOSE THAT A LOT OF THE MEMBERS TAKE IT JUST
AS FUN AND AS A HOBBY. WWHAT CAN THOSE PEOPLE
GAIN BY PARTICIPATING IN THE STUDENT RADIO?

Well, you can learn how to manage peo-
ple, how to be managed, you examine dif-
ferent ways how to express yourself. You
can see the process of making a show. You
lose shyness and find self-confidence. And
also it is a great adventure.



Rozhlas a rozhlasove
vysielanie. od A po Z

Dana Hruskociova

KEITH, MicHAEL C. THE RADIO STATION: BROADCAST, SATELITE AND INTERNET. 8TH ED. OXFORD: FocAL
PRress, 2010, xvi, 343 p. ISBN 02-408-1186-0.

Slovami autora Michaela C. Keitha (2010, ix): ,Radio bolo, je, a dufajme, Ze aj nadalej
bude Gzasne zivym a dynamickym médiom so zdanlivo nevypocitatelnou zivotnostou.”

Michael C. Keith (1945) patri medzi najuznavanejsich teoretikov v oblasti novych mé-
dii a rozhlasového vysielania. Napisal viac ako dvadsat knih z oblasti vysielacich médii
so zameranim na rozhlasové vysielanie, je tiez autorom desiatok odbornych ¢lankov
z problematiky elektronickych médii. Okrem odbornych prac napisal aj niekolko roma-
nov a poviedok. V priebehu rokov 1966 - 1984 po6sobil ako novinar, hlasatel, manazér,
copywriter, vyrobny a propagacny riaditel v niekolkych rozhlasovych staniciach v USA.
Pracoval ako odborny asistent na Roger Williams University v Bristole, neskér aj na Emer-
son College v Bostone. Do zaciatku 90. rokov bol riaditelom rozhlasu, televizie a do-
centom komunikacie na Dean College vo Frankline. Okrem ucinkovania na akademickej
pode, sa v roku 1992 stal predsedom vzdelavania na Museum of Broadcast Communica-
tions v Chicagu. Posobil tiez ako editor v ¢asopisoch Journal of Radio and Audio Media,
Communication Booknotes Quarterly a The Radio Journal. Od roku 1993 je docentom
komunikacie na Boston College v Bostone.

Publikacia The Radio Station: Broadcast, Satellite & Internet amerického autora Mi-
chaela C Keitha je v poradi 6sma, a zatial aj posledna zo série knih s rovhomennym
nazvom, ktorej prvé vydanie vyslo v roku 1986.

Prva kapitola knihy otvara dvere do sveta rozhlasu - ¢itatela zasadzuje do historického
kontextu, popisuje podmienky vzniku a vyvoja rozhlasového vysielania, vznik rozhlaso-
vych sieti, situdciu po druhej svetovej vojne a podmienky vysielania po vzniku televizie.
V jednotlivych podkapitolach autor definuje pradvny rdmec rozhlasového vysielania, rov-
nako sa venuje charakteristike zakladnych pojmov rozhlasovej terminolégie, a nacrtava
existenciu rozhlasovych formatov, ako aj ekonomické podmienky fungovania rozhlasu
v USA.V texte sa venuje jednak komerénému vysielaniu, ako aj rozhlasu verejnej sluzby,
ktoré v kontexte amerického prostredia interpretuje ako nekomercné (,noncoms”) radia
ur¢ené mensinovému posluchacovi. Spravidla ide o vysielanie verejnopravne, univer-
zitné (internatne) alebo komunitné. Sucastou tejto kapitoly je aj nastolenie otazky pro-
cesu konsolidacie, problematike digitalizacie, prepojeniu radia s internetovymi sietami
a prieniku rozhlasového vysielania do kyberpriestoru - a teda vznik internetového radia.
Citatel je v tejto kapitole oboznameny so zakladnymi aspektmi fungovania rozhlasové-
ho priemyslu. Autor v nej podava jasnu a zrozumitelnu klasifikaciu jednotlivych druhov

vysielania, ¢im prijemcu uvddza do kontextu problematiky postupne. Vdaka tomuto
sposobu kontinualneho odkryvania faktov, sa tak aj laik v oblasti rozhlasového vysiela-
nia ziskava prehlad o danej oblasti.

V druhej kapitole sa Keith zameriava na vrcholovy manazment rozhlasovych stanic.
Rad radom podrobne opisuje pracu jednotlivych riadiacich funkcii v priestore mana-
zovania elektronickych médii. S ohladom na prebiehajuci proces konsolidacie na poli
rozhlasovych stanic, uvadza prehlad konkrétnych pozicii ako v lokalnych, tak aj v celo-
plodnych radiach. NajrozsiahlejSou castou knihy je tretia kapitola s nazvom Program-
ming, kde autor na Styridsiatich deviatich stranidch pojednava o rozhlasovych forma-
toch a principoch programovania. Okrem popisu jednotlivych formatov, ktorym venuje
samostatné podkapitoly v pomerne dostato¢nom rozsahu, autor predkladd aj moznosti
programovania v ,clusterovych” rozhlasovych staniciach a v satelitnom radiu, takisto
ponuka moznosti vyuzitia webovych stranok a blogov jednotlivych rozhlasovych stanic.
Priestor venuje aj pozicii programového riaditela a jeho vztahom k publiku, k legislative
FCC a k vrcholovému manazmentu. Problematike predaja a celkovej obchodnej sfére
rozhlasovych stanic je venovana Stvrta kapitola, kde priblizuje obchodné ¢innosti spo-
jené s predajom vysielacieho ¢asu, jeho Urovriami, tvorbou reklamy a ¢innostou reklam-
nych agentur. V piatej kapitole Keith pojednava o procesoch produkcie spravodajstva
v kontexte informacnych a komercnych radii. Zaobera sa tvorbou spravodajstva, spra-
vodajskymi agenturami, pracou spravodajcov a riaditela spravodajstva, a tiez etickymi
principmi pri tvorbe spravodajskych textov.

V daldich dvoch kapitoldch sa uz v mensom rozsahu Keith venuje problematike vy-
skumu. Konkrétne sa zameriava na vysledky ratingov, ,people meterov” a formovaniu
rozhlasovej stanice s ohladom na ich data. Posledné Styri kapitoly (Traffic and Billing,
Production, Engineering, Consultants and Syndicators) autor venuje réznym oblastiam
procesu produkcie a realizacie rozhlasového vysielania, po¢ntc technickymi aspektmi
rozhlasu, hardvérovou a softvérovou vybavenostou rozhlasového studia, cez pravne
normy FCC az po r6zne poradenské sluzby poskytované rozhlasovym staniciam.

Mozno povedat, ze titul The Radio Station je akousi interpretac¢nou priru¢kou urc¢enou
prevazne laickej verejnosti ¢i rozhlasovym zaciato¢nikom, ktora vo svojej ucelenej kon-
cepcii prevedie ¢itatela zakladmi fungovania radiového priemyslu v USA. V celom tex-
te autor predklada podlozené fakty z prostredia rozhlasového vysielania, kniha je viak
v prevaznej miere zalozena na poznatkoch a skusenostiach ziskanych pocas dlhoro¢-
nej praxe autora. Text je doplneny réznymi obrazkami, fotografiami, tabulkami a grafmi
s vysledkami réznych vyskumov, ktorymi autor jednak argumentuje svoje tvrdenia, jed-
nak zvysuje odbornost celej prace. Okrem toho text sprevddzaju vyjadrenia manazérov,
programovych riaditelov a mnohych dal3ich profesionalov a osobnosti pdsobiacich na
vyznamnych postoch veducich rozhlasovych stanic v USA, ¢im tiez zvySuje déveryhod-
nost publikacie.

Autor v knihe vyuZiva populdrno-nducny styl a putavy jazyk, ktoré su pre cielového
Citatela pomerne nenarocné a zrozumitelné. Michael C. Keith v texte pracuje aj s od-
bornou rozhlasovou terminolégiou, jednotlivé pojmy vsak vysvetluje v priebehu Citania,
¢im ¢citatel nadobida vedomost o ich vyzname postupne. Text je navyse rozdeleny do
logicky usporiadanych kapitol a podkapitol, ¢im sa zvysuje jeho prehladnost.

Da sa povedat, Ze obsahovo je tato publikdcia zakladnym ramcom pre pochopenie
fungovania prace v rozhlase. V porovnani s predoslymi siedmimi vydaniami je navyse
rozsirend o casti venujuce sa satelitnému, internetovému vysielaniu a novym digital-



nych technolégiam. Aktualizovana a doplnena verzia knihy disponuje informaciami aj
o programovani pre podcasting a blogy, integrécii digitdlneho vysielania a pod.

V oblasti rozhlasového vysielania patri medzi najrozsiahlejsie diela zamerané na prob-
lematiku rozhlasového vysielania v Spojenych statoch americkych .
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