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Abstract

Introduction. This thesis examines the portrayal of the first game of the 1972 world chess
championship match between Boris Spassky and Robert James Fischer across different
media. It argues for the importance of those media for preservation of the event as cultural
heritage.

Method. Lars Ellestrom’s transmedial theoretical framework is the basis for analyzing the
media. It investigates the transfer of compound media characteristics from the source
medium of the game to the different target media.

Analysis. Qualitative analysis was carried out on the chosen media. They were the most
prominent media that portrayed the first game, in both analog and digital form.

Results. The analysis showed strong advantages and disadvantages of the different media.
Results also marked the unique approach in this thesis compared to previous research on
transmediality of media and heritage of sports.

Conclusion. The preservation of the first game of the 1972 match is carried out by an eco-
system of media, each transferring information advantaged to the format of the medium.
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1 Introduction

1.1 Brief introduction

During its thousand-year-old history, the game of chess has gone through a plethora of
developments, both regarding the rules by which the game officially is played and the
impact it has had on the society we live in through different types of media. From Ruy
Lopez’s famous chess book in the 16" century and his advice about arranging the chess
board in such a way that the sun would blind his opponent to the modern way of analyzing
past chess games with powerful computers.

This thesis will discuss and analyze some of the most prominent types of media used for
depicting the 1972 world chess championship match, during the height of the cold war,
between the Soviet champion at the time Boris Spassky and the American contender to the
title Robert James “Bobby” Fischer. This match has enjoyed much media attention
throughout the years, from books and articles to YouTube videos and filmizations, such as
Edward Zwick’s Pawn Sacrifice from 2014. The media types at particular focus in the
analysis of this thesis are chess magazines, traditional newspapers, YouTube videos,
podcasts, and interactive online articles and chess platforms.

These media are analyzed using Lars Ellestrom’s theoretical and methodological
approaches to studying intermediality and transmediality of media. More concretely, the
focus of this thesis is to examine the ways in which different target media portrayed the
source medium of game 1 of the match between Spassky and Fischer. This theoretical
approach will be coupled with the notions of preservation of cultural and digital heritage.
Research concerning the latter is extensive when it comes to sports heritage but limited for
the more specified chess heritage. Likewise, the concept of transmediality is widely used
for describing media of different types but has seen limited use for any type of media
analyzing sports.

This thesis begins with stating its research aims and questions in the following section and
continues with providing deeper context to the match and the general game of chess in the
Background section. Later, Literature review provides an overview of strengths and gaps
within research on both transmediality of media and cultural heritage of sport and chess.
Theoretical framework continues on many of the ideas presented in the section before by
providing the basis for the tools used in the section of Analysis. The subsections of
Methodological approach and Materials are also included before Analysis. The thesis
continues with Discussion, where the Results of the thesis are compared and discussed in
connection with previous research. Lastly, Conclusion provides a brief summary and
takeaways of the research in the thesis and presents possibilities for further research on the
topic.
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1.2 Purpose and aims

The aim of this thesis is to analyze in which ways the Fischer-Spassky world chess
championship match from 1972 is transmediated in different media. Furthermore, the thesis
aims to describe the preservation of the match’s historical and cultural impacts through the

lens of cultural heritage.
The thesis questions are formulated in the following way:

1. How has the first game of the 1972 world chess championship match been
transmediated?

a. How does media transformation differ between different target media?
2. How has the history of the event been preserved?

a. What are the contributing reasons for its preservation in media?
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2 Background

This section will function as an illustration of how the world of chess operates today,
especially focusing on the media aspects surrounding the game. The game of chess is
thousands of years old, likely originating from India (Kraaijeveld, 2000). Through the
Middle Ages it spread to Europe and was one of the most prolific board games of the time
(Adams, 2006, pp. 10-25). This thesis focuses on the media aspects of chess beginning
from the latter part of the 20th century to the current day. For this reason, this background
section will focus on explaining key aspects of chess starting with the era of post war Soviet
domination of chess, both in terms of competitions and the coverage of the game. With the
emergence of internet, the coverage of chess games, events and players, even the act of
playing chess, shifted significantly from traditional media like magazines and newspapers
to online platforms and its associated modes of communication and information transfer.

21 Playing chess

To better understand how chess media portray the games of chess, one should be familiar
with the way a game of chess is typically played. There are several ways of dividing the
types of games one can play. Firstly, the most striking difference is physical setting. One
can play a game of chess in real life with a physical chess board, over-the-board (OTB) as
it is commonly called. Secondly, and far more commonly today, the game of chess can be
played through a mobile application or a browser website that shows the pieces in 2D.
There are also more unorthodox ways of playing: 3D chess through virtual reality or
connecting your physical chess board to a computer that plays the moves online. These are,
however, highly uncommon and are not the focus of this thesis.

The second way to divide the way in which a game can be played is by the manner of its
seriousness. Both online and OTB it is possible to play casual games with friends. These
games, especially when it comes to OTB, often include talking during the game and
laughing, something rather uncommon, and even frowned upon, during serious games. The
focus in this thesis is on serious and official OTB games.

Firstly, the OTB games. Most tournament games today are organized by the International
Chess Federation, or Fédération Internationale des Echecs (FIDE), with the help of the
hosting country’s national chess organization. There are three types of chess games:
classical, rapid, and blitz. The first, and the most common one, concerns the game in which
both players have more than 60 minutes each in total to play their moves during the game.
Rapid indicates a game that is between 10 and 60 minutes for each player, and blitz that
game which is under 10 minutes. Strictly speaking, the rules regarding rapid and blitz play
are near identical to those for classical. However, classical games feature one additional
component. Unlike rapid and blitz where time constraints make it less practical, both
players during a classical game must write down the moves they play on a sheet of paper
every time it is their turn.
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More broadly, FIDE provides a long list of rules in their handbook (FIDE, 2026). The rules
can be summarized by a couple of key notions: the player may not disturb the opponent,
the player must write down their moves, opponent shall not feel disturbance from the
opposing player, the player may not retract their moves and must press the clock to
complete their moves. And finally, nothing may disturb the game.

The system used by FIDE for writing down the moves of the game is commonly called the
Algebraic Notation. It is stipulated by the FIDE Laws of Chess section of the FIDE
Handbook (FIDE, 2023). Common understanding is that this system is superior to the other
historical systems due to its simplicity and clarity. Every single notation gives information
about which piece moved, to which square, and potentially what effect it had on the
opponent’s pieces. For example, Bxb5+ denotes a bishop move (B) that captured one of
the opponent’s pieces (x), that moved to the b5 square on the board (b5) and put the
opponent’s king in check (+). Historically, the systems in use merely mentioned the squares
from which one piece to another, making it much harder to quickly keep track of which
piece on the board it was. The initial letter that indicates the name of the piece may be
different in different languages. The B for “bishop” in English is, for example, commonly
L for “I6pare” in Swedish. As such, the Swedish notation would be Lxb5+. Lastly, for
online play or game publications, many websites, chess magazines, or databases choose
figurines in place of letters for the names of the pieces, eliminating the last possible
confusion among an international audience.

An important part of OTB chess are player ratings. These are structured, in similar fashion
to many other sports today, around an Elo rating system. It is a mathematical model for
predicting the game outcome between two players of two different ratings (Szczecinski &
Djebbi, 2020). When it comes to chess organized by FIDE, there are four traditional chess
titles that a player can obtain by, among other things, achieving a specific rating: Candidate
Master (CM), Fide Master (FM), International Master (IM), and Grandmaster (GM). The
latter two were introduced in the 1950s, while the first two emerged in 2002 and 1978
respectively.

For online games, the rules are rather different. Most notably, FIDE is not a common
organizer of events that happen online and their regulations, and as such players’ chess
ratings, are not nearly as important. There are two primary online chess places: chess.com
and lichess.org. Both started in the early 2010s as web browsers places and their developers
have since developed mobile applications for playing chess that are connected to their
respective website servers.

Lastly, another component of online chess has for the past 20 years been the use of chess
engines to analyze games. With IBM chess engine Deep Blue’s defeat of the world
champion Garry Kasparov in 1997, chess engines have only been getting stronger and
stronger, vastly surpassing the abilities of humans to play chess and evaluate chess
positions (Shenk, 2007, p. 163). Such engines evaluate and calculate thousands, if not
millions, of positions per second. They typically use complicated mathematical models,
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and more recently neural networks, to give a numerical evaluation of any position. For
instance, +1 may mean that the player with the white pieces has a 50% chance of winning
the game, while +2 is already above 95%. Conversely, -1 and -2 give the same opposite
advantage to black (Stockfish, n.d.). Chess players frequently use such chess engines to
analyze games, train and solve chess puzzles, learn new chess openings and strategies, and
prepare for their opponents by analyzing their previous games. The strongest and most
dominant chess engine of the past decade is the open-source engine named Stockfish.

2.2 Historical chess

Before the 20™ century, chess was organized locally in many places worldwide. The most
dominant chess players were typically of European or American origin where the game
was the most popular. Some of the earlier mentions of chess clubs and their developments
come from the early 19" century, such as the Oxford University chess club from 1810
onwards (Fiala, 2025).

For the better part of the late 1900s, players from Soviet Union dominated the chess scene.
Death of reigning world champion Alexander Alekhine in 1946 left the chess scene empty
of both a champion and a contender. Previously, most of the world chess championship
matches were arranged privately between the reigning champion and a contender deemed
strong enough, but also wealthy or popular enough to raise a sufficient prize fund for the
winner. In 1948, the emerging FIDE took control of the world championship format. FIDE
organized a tournament among the five of world’s best chess players at the time: Soviet
Mikhail Botvinnik, Vasily Smyslov, Paul Keres, American Samuel Reshevsky, and Dutch
Max Euwe. Botvinnik won the tournament convincingly and was crowned world
champion. From 1951 to 1969, the world chess championship title kept its place in the
Soviet Union. After the 1948 tournament, the older style of matches was brought back. The
world champion would face the contender who qualified for the place by winning several
qualifier tournaments. Matches were played every two years on average. Botvinnik won
five titles, Tigran Petrosian two, Vasily Smyslov, Mikhail Tal, and Boris Spassky one.

For the first time since the end of the Second World War, a non-Soviet chess player
qualified to play the world champion in a match in 1972. Robert James “Bobby” Fischer is
by many measurements one of the best chess players of all time (Alliot, 2017). He beat
many of his opponents during the qualifier tournaments in such a dominant style that the
world championship title was possibly going to leave the Soviet Union. In a famous, and
somewhat turbulent match in 1972 in Reykjavik, he beat Boris Spassky in a convincing
manner winning the world championship title.

The two players were portrayed drastically differently across worldwide media at the time.
Spassky enjoyed limited coverage by western media who often described him as having
calm posture and manners, and the fact he was the defending champion. Soviet media
focused somewhat more on Spassky but focused even more on Fischer. The same was true
of other media worldwide. This was partly due to Fischer’s demands, and subsequent delay
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of the match in 1972, and partly due to Fischer’s, as often described by them, “excentric”
behavior. While some of these descriptions may be a product of the cold war, Fischer’s life
decisions later in life would not improve his legacy. Fischer refused to play a world chess
championship match in 1975 against the emerging contender, Soviet Anatoly Karpov, and
forfeited the title disappearing from the chess scene. In the 1990s, the much older Fischer
played and won another match against Spassky. Fischer’s growing, and publicly outspoken
since the 1980s, antisemitism, support of September 11 attack in 2001, detention in Japan
and arrest warning by the US in 2004 stained his legacy even further (Ponterotto, 2012).

The 1972 match, at the peak of the Cold War, gained much attention in western media. It
is commonly named “The Match of the Century.” The previous world championship
matches had been widely reported in Soviet affiliated media, with common front-page
coverages by Soviet Union’s most prominent newspapers Pravda and Izvestia. As the
match of 1972 was played in a strategically chosen Reykjavik, a neutral country, it was
more accessible to western media coverage than previous matches. Articles about the match
and the players could commonly be found in the American The New York Times, or for that
matter the Swedish Dagens Nyheter and Yugoslav Slobodna Dalmacija. Edward Zwick’s
2014 movie Pawn Sacrifice depicts and dramatizes the events leading to, and during
Fischer’s match against Spassky. Furthermore, the Netflix 2020 tv-series The Queen’s
Gambit takes strong inspiration from the events, and its political consequences, of the 1972
match.

After Fischer’s refusal to play another world championship match in 1975, and thus loss of
the title, Soviet players again dominated the chess scene until the early 2000s. During this
time the western media coverage of chess lessened. However, leading chess magazines
continued, in the same manner as they had before, to share and publish chess games from
the whole world. In Sweden, Swedish Chess Federation’s Tidsskrift for Schack published
articles on chess since the late 1800s. Internationally, the Yugoslav Chess Informant since
1966 and New In Chess from 1984 are the most notable chess magazines. Naturally, many
newspapers also covered chess during world championship matches. Chess magazines and
newspapers are two most prominent examples, and most consistent and common, of chess
media. As such, they are at the center of media that covered chess before internet became
widely available and used.

2.3 The age of internet

With the emerging access to internet, types of media where chess games could be shared,
or even played, increased rapidly. During the early 1990s, one of the first online places,
Internet Chess Server (ICS) split, on one hand into the commercialized and pay-to-play
Internet Chess Club (ICC), and on the other hand into Free Internet Chess Server (FICS).
Until the emergence and expansion of chess.com and lichess.org in the early 2010s, ICC
and FICS were the two dominating online platforms for playing chess.
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Next to the development of chess playing platforms were chess databases oriented towards
players preparing and analyzing own and opponents’ games and tournaments. The best-
known of these, and by far the most exhaustive and monopolistic, is ChessBase. While
ChessBase also provides a chess platform for news and playing chess, its focus and what it
is well known and used for today is the database of international games that it provides. Its
most recent iteration contains more than 11 million games, of which a smaller number
contain annotations and commentaries by strong players (ChessBase, 2026). The
invaluable, for the time, collection of games provided by chess magazines such as Chess
Informant have largely been made obsolete with the emergence of mega databases like
Chessbase, or even the less thorough free alternatives.

The previously described chess magazines did not stop with the emergence of widespread
internet. Much like the newspapers, they too adopted the digital and digitized format.
Tidsskrift for Schack, for example, continues in both a digital and original format with
multiple issues each year. Furthermore, all issues of Tidsskrift for schack since 1894 have
been digitized by the Swedish Chess Federation (Sveriges Schackforbund, n.d.). Lastly, the
games described in the issues since 2014 have been made available online together with
their respective annotations.

Moving forwards into the days of early video platforms like YouTube, chess enjoyed
minimal coverage in the early 2010s. Chess as a video format existed on a smaller number
of YouTube channels during this period. Most of the videos were of the same type as they
are today across different channels; live play commentary, and commentary of previously
played games.

With the sudden COVID-19 pandemic of the early 2020s, the game of chess suddenly
gained vastly more new players and thus viewers of chess videos on YouTube than it had
ever previously enjoyed. This increase was aided by the highly popular Netflix television
series The Queen’s Gambit that aired in autumn of 2020. During the pandemic years, the
YouTube coverage of chess flourished, with many channels gaining hundreds of thousands
of new followers.

Other formats other than simple game analyses and live gameplay also increased in
popularity on YouTube. C-Squared podcast with Grandmasters Fabiano Caruana and
Cristian Chirila is an example, where the former is one of the strongest players of the past
decade, and a world championship contender in 2018 (n.d.). The second example, one
analyzed in this thesis, is Ben Johnson’s Perpetual Chess Podcast. Both podcasts
frequently analyze games, but also events in the world, frequently of social and political
nature.

24 Commerciality and culture

The success of the described chess media above is partly, yet directly, connected with their
ability to profit from the general interest of the chess community, and other communities,
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to consume chess-related content. The 1972 world chess championship match is one such
product of chess in media that still to this day fascinates new chess players. All the analyzed
media except two in this thesis are profit-based. The exceptions are the chess magazine
Tidsskrift for Schack and the online playing platform Lichess. The former of these is
published by the Swedish chess federation and paid for by its membership’s fees. The latter
is a non-profit charity based in France, aiming to spread chess as an alternative to other
profit-based chess platforms like Chess.com (Lichess, n.d.-b).

This aspect of commercialized chess media is strongly connected with notions of chess
culture, and to some extent chess tourism. When it comes to the 1972 match, the memory
of the match is preserved in, apart from the different media discussed in this thesis,
memoria places such as the one near Reykjavik in Iceland where the match was played.
Bobby Fischer Center and Fischer’s final resting place at Laugardelir cemetery are an
example of frequently visited places by international (chess) tourists to pay tribute to one
of the greatest chess players ever and to explore the location where the 1972 match took
place (Fischersetur Selfossi, n.d.).

Page 8 (67)



3 Literature review

As will be presented in the following section concerning the theoretical framework, this
thesis combined two different theoretical fields: that concerning cultural and digital
heritage, and the more methodologically oriented framework discussing the intermedial
and transmedial elements of different media analyzed in latter sections of the thesis. For
this reason, the next subsections of this literature review will analyze both of the theoretical
fields in connection with the topic and the aims of the thesis. Moreover, it will attempt to
bridge the gap between the fields by discussing in which ways they contribute to the
research conducted in this thesis.

3.1 Relevance and scope

The scope of this literature review ties directly to two factors. Firstly, there is the inherent
relevance of other research discussed. Intangible cultural heritage aspects of chess, or other
sports and games, analyzed in a given book may prove very relevant for this thesis, while
analyses of tangible cultural heritage sites across different continents may not be as
relevant. Secondly, the scope is also affected by previous research done in similar fields. If
similar chess media analyses have not been conducted using both of the theoretical fields
as framework, then it is reasonable to consider whether such analyses have been more
generally conducted across different sports or games, not just chess. Naturally, it should
even be expected that not much research has been done on such a narrow and specific topic,
as the alternative may begin to question the need for this research altogether.

For these reasons, the scope of this literature review has been extended in a number of
different ways, while still maintaining strong, as argued by the thesis’ author, relevance for
the research questions, topic, theoretical framework, and analysis. Below follows a
description of the steps and choices taken to create a relevant and complete literature
review.

Starting with the research on transmediality of chess media, it became evident from the
start of choosing and writing this thesis that such research is highly limited in amount.
Some research mentions chess as one of the games or sports analyzed, but little research
specifically focuses on chess media. For this reason, focusing more on the media types
analyzed in this thesis rather than their connecting topic was one of the choices made for
enlarging the scope. As the analysis will show in later sections, much of its focus lies in
analyzing the media types themselves and how they transfer information among them, and
not necessarily the information itself. Furthermore, the methodological aspects of this
thesis seem little explored within other research, and as such there is a clear gap in research
that uses Lars Ellestrom’s model of analyzing transmediality of media. This is also true for
analyses of sports and games media. Lastly, certain more general research on intermediality
has been found useful for discussing elements of other research. As such, they too are
included.
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In the same vein as the research on transmediality, relevance of intangible cultural heritage
research for this thesis has been located in a few different places. In slight contrast to the
theoretical field of transmediality, research on chess can also be found coupled with notions
of cultural heritage. This is not unexpected, given the history of chess spans a thousand
years and has had major influence on developments of other board games across many
different countries. Its connection to culture is strong.

However, such research is despite these factors limited in amount. For such reason, the
scope of research included connecting to cultural heritage has expanded in a few important
ways. Firstly, similarly to research connecting to transmediality, the term “chess” has been
expanded to “sports” and “games”. Considering their closeness and strong relevance to
chess, such terms would be expected to contribute to this research even if research
connecting solely to chess were to be plentiful. Secondly, certain research on cultural
aspects of chess and sports that do not necessarily directly address heritage has also been
found useful for pinpointing this thesis’ place in this theoretical field. As such, they key
terms of intangible cultural heritage and digital heritage have in some cases been expanded
to other terms concerning culture and history of relevant places and topics. Thirdly, there
is also research loosely combining intermedial aspects of chess and sports to cultural
phenomena. As such, this research has also been found to be relevant for this thesis.

3.2 Strengths and gaps

3.21 Foundational research

While the more general and foundational research on transmediality, intermediality,
cultural heritage, and digital heritage is more broadly discussed in the next section on
Theoretical Framework in this thesis, it is important to emphasize that they too bare direct
relevance to the specific research conducted in this thesis. Lars Ellestrom’s three analyses
from Media Transformation: The Transfer of Media Characteristics Among Media (2015).
play a vital role in the latter analyses of different media in this thesis. The development of
transmedial techniques for analyzing different media are continued by Ellestrdm in
Transmedial Narration: Narratives and Stories in Different Media (2019) .

These two works are foundational for research on transmediality and intermediality. The
latter of these provides a plethora of analyses of practical examples, among which is the
way in which narration of different qualified media types functions for guided tours, where
culture and history are vital aspects of the analysis. Similar analyses are included in
Ellestrom’s even later work Beyond Media Borders Volume 1 (2021).

Naturally, other researchers have developed some of Ellestrom’s techniques and ideas
further. Such is the case with the extensive The Palgrave Handbook of Intermediality where
intermedial and transmedial research of different kinds of media are developed and put into
context to each other (Bruhn et al., 2024). Furthermore, in Future Directions in
Intermediality and Multimodality: Dialogues Inspired by the Work of Lars Ellestrom Kjaer
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Jensen and Davidsson discuss intermedial aspects of cultural phenomena such as religious
ceremonies surrounding funerals and remembrance of the dead (2025). Such cultural
ceremonies share similarities to notions of heritage. They also analyze new digital media
and new technologies as forms of transforming and transferring information among them,
stating that much of what we experience in our daily lives is intermedial.

Finally, for a different transmedial approach focusing on transmedial narratology, there is
Jan-Noél Thon’s book Transmedial Narratology and Contemporary Media Culture (2015).
While this thesis does not strongly focus on transmedial narratology, Thon’s book provides
a useful, and in some sense alternative to this thesis’ theoretical and methodological
approach to studying contemporary media such as films, comics, and video games.

Likewise for the research on cultural and digital heritage, there is general research and
definitions, some stemming directly from the UN, that are relevant to consider. In What Do
We Mean by “Heritage”? Whose Heritage Do We Manage, and What Rights Have We to
Do So? Joe E. Watkins and John Beaver discuss the term “heritage” and note its changing
and evolutionary definition through time, stating that “when we (as anthropologists,
historians, and social scientists) discuss heritage, however, it is important that we not get
caught up in the mistaken belief that it is a one-dimensional concept” (2008, p. 12). This
type of reasoning opens up the discussion and possibilities for analyzing cultural events
(such as chess events) as heritage, enabling this thesis to position itself in the discourse of
this theoretical field. Ullrich Kockel et al. in Heritage and Festivals in Europe: Performing
Identities develop this idea further by encompassing analyzing a large number of events in
Europe and bridging the gap between “heritage” and other cultural practices “from folk
traditions to museums and memorials, the management of historic sites and traditions, and
everyday matters such as education, political discourse, home life, food consumption and
people’s relations with place” (2020, para. 4). Relevantly to this thesis, it analyses cultural
aspects displayed at the Commonwealth Games of 2014 in Glasgow (McFadyen & Mairéad
Nic, 2019, p. 151).

3.2.2 Purpose-oriented research

The research detailed in the paragraphs above functions as foundational research of the
theoretical fields in this thesis. It is also a bridge between this section of Literature Review
and the following section on Theoretical Framework. The next paragraphs will instead
focus on research more directly connected to the research questions and the topics
discussed in the Analysis section.

Starting with the, as previously explained, limited research on intermedial and transmedial
aspects of sports. The first of these is Russian News Coverage of the 2014 Sochi Winter
Olympic Games: A Transmedia Analysis in which the authors use a transmedia storytelling
approach to analyze media platforms’ coverage of the event (Gambarato et al., 2016).
Comparing this research to the one in this thesis is complex. While the topics may be
similar, the approach taken differs greatly. Their method of analysis is “[...] related to
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transmedia storytelling and transmedia strategies in journalism [...]” (2016, p. 1449) and
as such focuses strictly on news coverage across different media platforms and genres.
Nevertheless, certain results of their research can be compared to the one conducted in this
thesis. In fact, similar research instead aimed at analyzing Brazilian media was conducted
a year later in 2014 FIFA World Cup on the Brazilian Globo Network: A transmedia
dynamics? (Rampazzo Gambarato et al., 2017) showcasing the successful formula of
analyzing different media and their transformations of information.

Camila Augusta Pires de Figueiredo’s short analyses of “transmedial adaptations” in
Adapted into multiple media: what happens when adaptations meet transmedial franchises
function as a useful comparison for stories adopted in multiple media (2022). While the
author’s focus, much like in Gambarato et al., lies on transmedia storytelling, a concept not
used in this thesis, the qualitative analysis strongly resembles the one conducted in the latter
section of Analysis in this thesis. The types of contemporary source and target media, such
as online forums, novels, and films, analyzed by the author are highly relevant to this thesis
as well. Furthermore, storytelling as an object of analysis is hardly uncommon. Raquel
Novais’ master’s thesis Buried Voices: Reclaiming Egyptian Counter-Narratives from the
Bilingual Archive of Giza’s HU-MFA Excavations A reparative interactive storytelling
approach to colonial-era archives in digital heritage projects illustrates this well by
discussing digital storytelling in the context of digital heritage projects, showcasing the
possible connection between several theoretical fields, some of which are present in this
thesis (2025). Lastly, Kamil Kocyigit’s A4 Cyberpsychotic Requiem: Digitisation,
Corporeality and Ecology Reimagined through Ludonarrative in Cyberpunk 2077 and
Cyberpunk: Edgerunners (2025) too focuses on storytelling through a digitisation and
multimodal and transmedial lens, coming even closer to the topics discussed in this thesis.
Kocyigit however aims to “[...] explore how the concepts of digitisation, corporeality and
ecology are employed and communicated through Iudonarrative and multimodal
affordances in the videogame Cyberpunk 2077 and the animated TV-series Cyberpunk:
Edgerunners through transmedia storytelling [...]”(2025, para. 1) instead of exploring the
transmedial transformation of the source medium through different farget media.

There is other research too which analyses similar or same types of media as this thesis.
Such is the case with Silke Jandl’s The Intermediality of Emotion Representations of
Emotionality and Fear in YouTube Vlogs and Beyond who discusses different YouTube
channels and their content (2017). However, despite the inherently similar theoretical
approach and similar datapoints, Jandl’s research focuses on vastly different aspects of
these media. As such, the comparison to this thesis is limited. Fereshteh Mehrpanah’s A
Multimodal and Intermedial Analysis of Digital Platform for Classroom Management:
Impact on EFL Young Learners’ Engagement is another such example (2025). While the
theoretical framework used for studying a comparative (digital) space is highly relevant to
this thesis, the methodological approach and subsequent analysis and results are vastly
different. These papers discussed in this paragraph are an illustration of the gaps and
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opportunities in research using transmedial and intermedial theoretical framework and
methodology.

Continuing with the more extensive research on intangible cultural heritage and digital
heritage, the upcoming paragraphs will initialize the discussion with research directly
focusing on cultural aspects of chess. After that, research more broadly oriented towards
sports and games will follow. Lastly, certain research outside of these paradigms that was
deemed relevant will also be discussed.

In his master’s dissertation Chess and Twitch: Cultural Convergence Through Digital
Platforms: A Virtual Ethnography about Affordances and Capital, Erik Johansson
discusses chess communities on the popular online live-streaming platform Twitch (2021).
Johansson analyses a highly similar material to the one in this thesis. However, similarities
to this thesis end there. Johansson’s research focuses on studying the online chess
community using Bourdieu’s sociological concepts of field and capital, rather than
investigating different chess media and platforms through a transmedial lens. Johansson’s
research serves the same purpose as Jandl’s and Mehrpanah’s for this thesis, showcasing
the opportunity for analyzing digital spaces through theoretical concepts of transmediality,
intermediality, and cultural and digital heritage.

As discussed before and partly showcased already, little research orients itself towards
studying chess as a cultural phenomenon. Johansson’s example is among the few ones.
John Sharples on the other hand analyzed the cultural history of chess players (2017). While
Sharples does not discuss any of the theoretical concepts used in this thesis, his analyses
are useful for understanding the portrayal of chess players in media, stating that

“[...] the chess-player has become a fragmented collection of images. The formation of
these images has been underpinned by challenges to, and confirmations of, chess’s status
as an intellectually superior and socially useful game, particularly since rule changes
five centuries ago. Yet the chess-player is an understudied figure whose many faces
have frequently been obscured” (2017, p. 1).

Among the chess players discussed is the familiar personality of Robert James Fischer.
Sharples discusses the many ways in which Fischer was described by other authors, from
chess wizard to a big wild animal. Finally, he notes that “Bobby Fischer’s complex cultural
image demonstrates the multifaceted, fragmented popular image of the chess-player”
(2017, p. 164) These descriptions are vital for understanding Fischer’s persona, and the
subsequent transformation of it through different media analyzed in this thesis.

Drawing even closer to chess as a cultural phenomenon is Emily Loren Castelao’s master
thesis Pawns and Power: Evaluating Chess as a Cultural Movement in the Diplomatic
History of Russia which explores the game of chess as more than just a game in the history
of Russia, encompassing many areas of society: teaching, leisure, culture, political
diplomacy, and a tool for exercising domestic and foreign power (2024). This trend is
similar to the Tibetan Jiu Chess which is shortly analyzed in An Online Game Platform for
Intangible Cultural Heritage Tibetan Jiu Chess where the game “[...] is formed by the
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innovation and development of multi-ethnic cultures such as Han, Tibetan,"Mongolia and
Hui [...]” and “[...] has been listed in the catalogues of intangible cultural heritage of
Qinghai Province, Sichuan Province, Tibet Autonomous Region and national level in
China. [...]” (Li et al., 2023).

Expanding the horizon beyond chess and chess-related games, the research conducted on
the broader subject of sport in connection with heritage is more extensive. Heritage, Sport
and Tourism: Sporting Pasts — Tourist Futures (Gammon & Ramshaw, 2007) and Sport,
History, and Heritage: Studies in Public Representation (Hill et al., 2012) are two of the
more foundational books of the past twenty years discussing sports in connection to
historical and cultural heritage. Where Hill et al. focus more on the historical aspects of
sports heritage, especially in media, Gammon and Ramshaw pivoted their discussions on
commercialization and sustainability of sport heritage tourism, an aspect highly relevant to
promotion and conservation of cultural heritage as discussed in the following section on
Theoretical framework. Both books analyze the historical developments of sport heritage
and their role for culture and society.

Subsequently, two later articles analyzed some of the previous research within the field of
sport heritage. Carol A. Osborne’s Introduction: Sports heritage and sports history: theory
and practice is a short discourse analysis of the connections between sport historians and
heritage researchers, stating that “[...] knowledge exchange does not generate out of the
ether; it is a product of conversations had and networks developed over a long period of
time, aspects of which would be worthy of more concerted analysis in future publications”
(2023, p. 272).

Expanding on this discourse is Yudik Prasetyo et al. in Cultural heritage sports tourism
design opportunities: a bibliometric analysis which identified strengths and gaps within
research on sport heritage. Their results showcased that “the development of cultural
heritage sports tourism has great potential” but that cultural heritage attractions need “to
consider visitor expectations, the content presented, government involvement, and
promotion” (2024, para. 1). As mentioned earlier and more thoroughly explained in latter
sections, these themes are identified as key aspects of promotion and preservation of
cultural heritage.

Directly drawing from the previously mentioned research, Making the intangible tangible
in sport heritage: a conceptual analysis of sport statuary’s spatial fix by Kiernan Gordon
and Gregory Ramshaw examines a type of sport heritage and, like previous research, points
to the pivotal role of “[...] marketing implications of sport statuary, location implications
of sport statuary, and sport statuary as an instrument to frame symbolic heritage [...]”
(2023, para. 1). Gordon and Ramshaw argue that their results showcase the possibility of
measuring and converting the intangible aspects of sport heritage into the tangible,
emphasizing their economic values and presence in space.
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There is also research into more specific sports and the places they are exercised in,
supporting the idea that chess too can be analyzed separately. John Berg’s analysis of two
Swedish heritage sites, Hindas Ski Jumping Hill and Virdavallen Stand in Alvesta, is an
example. Berg argues for the importance of preserving the sites for “honouring past
generations” and “offering the heritage of sport to future generations”(2025, para. 1). This
preservation, according to Berg, is partly based on fear of losing the sites. Similar example
of sport heritage preservation is demonstrated by Maciej Baraniak in “Kumoterki”,
tradition, sport and cultural heritage analyzing its major developments throughout the 20"
century and today (2021).

The last two research articles showcase the historical and chronological developments of
commercialized sport heritage, from the 19" century to the present digital age. Mateusz
Romiarek’s and Izabella draw similar conclusions about techniques for preserving heritage,
emphasizing that “the 1850s shift toward menagerie exhibitions and the display of human
curiosities further exposes how commercial spectacle integrated bodily mastery with the
staged control of nature — practices that constitute difficult heritage whose ethical
complexities persist into the present” (2026, para. 1). Peng et al. the same vein focus on
contemporary growth and development of sport heritage, in this case as part of a learning
method for students (2025). They show that, similarly to importance in preserving heritage,
“[...] robust institutional support—comprising clear policies, continuous faculty training,
and reliable technological infrastructure—is pivotal to enhancing the learning experience
for students” (2025, para. 1).

3.3 Brief summary

As alluded to during the previous sections, it is clear that there are many gaps in both the
cultural heritage and transmediality research oriented towards specific sports and games.
This thesis does not aim to describe general trends across different sports in connection
with cultural heritage and transmediality of media, but instead to relate the 1972 world
chess championship match and its subsequent media coverage to similar research of other
sports. Berg’s and Baraniak’s works are some of such examples.

The exact connection between previous research and the one in this thesis will be
thoroughly discussed in the further section of Discussion, naturally including the discussion
regarding the results of this thesis as well.
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4 Theoretical framework

The theoretical concepts of this thesis are two. The first part will explain in broader terms
the concepts of cultural heritage, and events with which specifical heritages are connected.
This theoretical approach provides the necessary tools for discussing and answering the
research questions previously presented in this thesis.

The second part of the theoretical framework of this essay, and indeed even the
methodological approach to the analysis, is strongly drawn from Lars Ellestrdom and his
works on the concepts of intermediality and transmediality. These theoretical concepts are
rather broad, and as such offer a great number of possible approaches to the analysis of this
thesis. Some of these ideas also overlap with similar works from other neighboring
disciplines, most notably multimodality.

The following sections will first discuss the concepts of cultural heritage, followed by
detailed explanations of intermediality and transmediality. Later, the methodological
approach of the thesis, stemming from the theoretical aspects of intermediality and
transmediality, will neatly follow. Lastly, the materials used in this thesis will be presented,
together with the possible ethical concerns and limitations regarding them.

4.1 Cultural heritage

411 The definition and its application

On the 16" of November 1972, UNESCO adopted the Convention Concerning the
Protection of the World Cultural and Natural Heritage (UNESCO, 1972). With it,
foundations were set and clearly defined for the preservation of the world’s cultural and
natural heritage. Article 1 of the Convention describes the cultural heritage as: monuments,
groups of buildings, and sites. Article 2 describes the natural heritage as: natural features,
geological and physiographical formations, and natural sites. Importantly, Article 3 states
that “It is for each State Party to this Convention to identify and delineate the different
properties situated on its territory mentioned in Articles 1 and 2 above” (1972, Article 3).

More recent conventions have expanded the definitions of cultural heritage. Convention
for the Safeguarding of the Intangible Cultural Heritage and Charter on the Preservation of
Digital Heritage were adopted by UNESCO on the 17" of October 2003. The intangible
cultural heritage is defined, as per article 2 of the convention, as:

[...] the practices, representations, expressions, knowledge, skills — as well as the
instruments, objects, artefacts and cultural spaces associated therewith — that
communities, groups and, in some cases, individuals recognize as part of their cultural
heritage. This intangible cultural heritage, transmitted from generation to generation, is
constantly recreated by communities and groups in response to their environment, their
interaction with nature and their history, and provides them with a sense of identity and
continuity, thus promoting respect for cultural diversity and human creativity. For the
purposes of this Convention, consideration will be given solely to such intangible
cultural heritage as is compatible with existing international human rights instruments,
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as well as with the requirements of mutual respect among communities, groups and
individuals, and of sustainable development (UNESCO, 2003b, Article 2).

Furthermore, this definition is manifested, among other things, in oral traditions and
expressions, performing arts, social practices, knowledges and practices, and traditional
craftmanship.

When it comes to digital heritage it is defined, per article 1 of its charter, as:

[...] unique resources of human knowledge and expression. It embraces cultural,
educational, scientific and administrative resources, as well as technical, legal, medical
and other kinds of information created digitally, or converted into digital form from
existing analogue resources. Where resources are “born digital”, there is no other format
but the digital object. Digital materials include texts, databases, still and moving images,
audio, graphics, software and web pages, among a wide and growing range of formats.
They are frequently ephemeral, and require purposeful production, maintenance and
management to be retained (UNESCO, 2003a, Article 1).

The charter also addresses issues concerning the access to and threat of loss of digital
heritage and digital continuity, measures required for ensuring protection of the former,
and the preservation of cultural heritage through digital methods.

4.1.2 Key events

Within this thesis, the theoretical ideas and concepts concerning cultural heritage will
primarily orient themselves towards intangible cultural heritage. More specifically, the
connection between historical events and cultural heritage will be more closely discussed.

With the previously presented UNESCO definitions concerning intangible cultural heritage
and digital heritage, historical events on their own are not to be considered heritage. They
are merely a part of the whole story. What separates history from heritage is the continued
consumption of a given practice, or the continued retelling of a story. For this reason, it is
not impossible to understand the retelling of the 1972 world chess championship match
between Fischer and Spassky as containing elements closely related to those with
intangible cultural heritage. As Alessandro Testa showcases in Events that want to become
heritage: Vernacularisation of ICH and the politics of culture and identity in European
public rituals (2019), the European case studies analyzed by the author showcase three
correlated aspects of rituals that aspire to become heritage: framework for comprising the
heritage part of the ritual, the marketable aspects surrounding the ritual, and the will to
profit off of the heritage itself. Testa argues that one of the main differentiating aspects of
events, festivals and rituals alike, that have become heritage and those that have not is their
marketability.

For the case of the 1972 match, marketability is a well-established fact. As the latter section
of this thesis will showcase, the chess match of 1972 is well-grounded in a plethora of
media, many of which are clearly aimed towards profiting on the success of the storytelling
and analysis of the match.
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4.2 Intermediality and transmediality

Starting with the concepts of intermediality, this section will give an overview of the
theoretical field. As mentioned earlier, the concepts of intermediality cover a broad
spectrum of issues, of which only a smaller number will be used for the analysis in this
thesis. The first section below will summarize intermediality as a field and that which is
necessary for understanding transmediality and media transformation. After that, the
following sections will provide a more detailed description of transmediality. Finally, these
theoretical concepts will be used to describe the methodology of the thesis and its analysis.

4.21 Intermediality

Much can be, and indeed has been, written about intermediality. During the past few
decades, a lot of confusion has been generated among similar, and sometimes competing,
yet clearly distinct scholarly fields on the topic of analyzing media, modalities, and modes.
What constitutes a “medium” may indeed be different within different interpretations of
intermediality or multimodality. In fact, what the concepts of intermediality or
multimodality should cover may differ in the ideas of different disciplines and researchers.
This section presents Lars Ellestrdom’s interpretation of intermediality, medium, modality,
and more.

Ellestrom’s model starts not with, as has been somewhat of a common practice, with the
notions of types of media. Instead, it focuses on media modalities that can be understood
as categories, features, or traits of a given medium. This model suggests the following four
media modalities: material modality, spatiotemporal modality, sensorial modality, and
semiotic modality.

It is worth understanding what is meant by modality in this model. As Ellestrom explains:

The modalities should be understood as categories of related media modes that are basic
in the sense that all media products have traits belonging to all four modalities. All media
products appear as specific combinations of particular modes of the four media
modalities. A certain media product must be realised through at least one material mode
(as, say, a solid or non-solid object), at least one spatiotemporal mode (as three-
dimensionally spatial and/or temporal), at least one sensorial mode (as visual, auditory
or audiovisual) and at least one semiotic mode (as mainly iconic, indexical or symbolic).
Hence, the four media modalities form an indispensable skeleton upon which all media
products are built (2021, p. 46).

Furthermore, the first three modalities are presemiotic, meaning that they cover media
modes which create representations of (any) objects in the mind of the perceiver. The last
modality is semiotic, as noted by its name.

Starting with material modality, it concerns itself with that which can be described as
physical. Ellestrom further suggests that these can be divided into different categories based
on their physical properties, such as organic and non-organic or solid and non-solid. While
a potentially useful categorization in other uses, the main takeaway from this type of
separation for this description is the gained understanding that even unusual materialistic
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properties can be categorized under the material modality. Perhaps the best example of this
is sound, which in essence is a vibrating form of a gas (in this case air) that can be produced
by human vocal cords, television or computer speakers, or indeed anything that creates
vibrations in air.

The spatiotemporal modality is clearly described from its name. It described the modality
which closely resembles a description of different dimensions from a physics book. There
are three dimensions in space, and one dimension of time, creating four spatiotemporal
dimensions. As argued by Ellestrém, the only possible representation of monomodal
spatiotemporality is that which is temporal. One such example would be sound of music.
Sound does in factuality have three dimensions, as even explained by the paragraph above,
in form of its physical properties of a vibrating gas, it is not experienced as such by its
receiver (Ellestrom, 2021, p. 48). Furthermore, experiencing space requires at least two
dimensions. An example of a two-dimensional medium would be a photograph of, for
example, a house. The house itself naturally contains three dimensions. And the initial
process of building that house can be said to be contained within four spatiotemporal
dimensions.

The third modality is the sensorial modality. Similarly to the previous two modalities, it
too is closely related to real physical phenomena. Commonly, as explained by Ellestrom,
humans are primarily thought to use five different senses: sight, smell, touch, taste, and
hearing. Media products exist merely in a way that they are experienced by these senses.
However, as Ellestrom points out, the human body has far more than these five senses;
sense of temperature, sense of balance, sense of knowing where we are in space, sense of
pain, and many more. These too can serve for the sensorial modality. However, typical
media are less commonly aimed at them. Virtual reality is a possible example, where the
sense of balance and knowledge of where the receiver’s human body is located is a vital
part of experiencing media in such a format.

Lastly, the semiotic modality. It is the framework of representation. As explained before,
the three former modalities are all presemiotic. In this way, the semiotic modality
differentiates itself from them. It is, however, deeply connected to the former modalities.
While the material, spatiotemporal and sensorial modalities are not semiotic themselves,
they create representations of semiotic traits. This is the result of perception within the
receiver’s mind.

As Ellestrom states:

I suggest three terms to denote the processes of iconic, indexical and symbolic
representation. Although these terms are widely used for different purposes in diverse
contexts, they fit the rationale of this study. Hence, I propose calling iconic
representation depiction, referring to indexical representation as deiction, and denoting
the process of symbolic representation with the term description (2021, p. 51).

The study of iconography and symbolic representation has historically been widely studied
and is deeply connected to other theoretical fields such as multimodality. For the purposes
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of this thesis, understanding of semiotics and the semiotic modality as a framework for
iconic, indexical, and symbolic representation is sufficient.

The next to last part of this section on intermediality will provide another explanation to
the concept of “medium.” More specifically, it concerns the categorization of basic and
qualified media types. Starting with the former, basic media types are the media that can
strictly and solely be described with the formerly described four media modalities.
Prominent examples of basic media types include texts and images. However, adding the
notions of where and in which way an image was drawn creates a situation where basic
media types are not sufficient for describing it. Inherently, as Ellestrdm argues, qualified
media types as these are more vaguely and less strongly defined than basic media types.
He explains that:

The selective attention of the perceiver’s mind, which is often formed by social praxis,
decides what material, spatiotemporal and sensorial qualities of certain parts of the
physical entity or process become involved in signification, resulting in a virtual sphere.
When we perceive a standard book page, we usually ignore its slightly three-
dimensional features and think of it as a flat surface; we also look at it in certain ways
rather than try to taste it or listen to it. Hence, basic media types—such as inorganic,
flat, static, visual texts are really categorisations of salient traits that enable
communication in certain ways, not simply of objectively existing traits of physical
items or occurrences. This becomes apparent especially considering the semiotic
modality. Although they are based on the presemiotic modes, it is the semiotic modes
that fulfil the communicative function of the media product, and different sign types,
different forms of representation—belonging to different basic media types—may well
result from similar forms of mediation depending on different forms of expectation and
interpretation (2021, p. 57).

Thinking beyond the conceptual and strictly structured media modalities, and in the same
manner the basic media types, will show to be crucial for understanding the later described
transmediality and the methodological framework stemming from it.

Lastly, brief explanation of media product and technical medium is necessary for the
following sections. Starting with the former, media product should, as defined by
Ellestrom, be understood as an intermedia stage which enables transfer of cognitive import
from the producer to the receiver. Cognitive import here denotes mental configurations (in
a human) that enable both sides of communication, receiving and sharing. Examples of
media products are texts, gestures, and speech (Ellestrom, 2021, pp. 12—13). When it comes
to the technical medium, it is merely any medium that includes either basic or complex
technological means for producing, transmitting, or perceiving. Examples range from
books to cameras and microphones.

422 Media transformation

The previous section concerned itself with introductory ideas of intermediality, more
specifically primarily those needed for understanding transmediation and media
transformation. The three upcoming sections (including this one) will use the previously
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explained concepts to focus on transmedial properties of media. Finally, this will culminate
in describing the transformation model that will function as the methodology of the thesis.

Ellestrom separated two types of media transformations: transmediation and media
representation. He notes that “whereas transmediation is repeated mediation by another
type of medium (exemplified by adaptation), media representation involves the notion of
one medium that represents another type of medium (exemplified by ekphrasis) (2015, p.
11).

In this quote, the concept of “mediation” (or even the verb “mediate”) concerns the
previously described process of objects with presemiotic qualities being perceived as
semiotic by a human recipient. “Representation” on the other hand is a purely semiotic
process in which the recipient interprets signs. Ellestrom exemplifies the former with
hearing the sound (with its spatiotemporal and sensorial modality features) as a human
voice, and the latter with understanding that voice as human language (where words signify
objects from real life). When it comes to representation, Ellestrom differentiates three
different #ypes: iconicity (similarity with the object), indexicality (contiguity with the
object), and symbolicity (habitual connection with the object). Furthermore, Ellestrom
notes three different processes of iconic, indexical, symbolic representations. Ellestrom
names these processes: depiction, deiction, and description respectively (2015, p. 13).

While the above-described surface level explanations of transformation, transmediation,
media representation, mediation, and more, are useful for understanding the complexities
at hand, a more detailed explanation of the two types of transformations is necessary for
understanding the later described, and used, model of analysis.

Ellestrom divides the concept of transmediation into four different types: simple
transmediation of qualified media and of media products, and complex transmediation of
qualified media and media products.

While simple transmediation of basic media can easily be understood as transmediation of
elementary traits, the simple transmediation of qualified media is better understood as
either contents or forms being transmediated between qualified media. For example, one
may notice the same type of apple being mentioned within news articles or in a photograph.
On the other hand, the taste of said apple may differ slightly from one apple producer to
another.

Simple transmediation of media products merely denotes the process in which the medium
that is the target of transmediation, henceforth called “target medium” (as opposed to
“source medium”), exhibits the same sensory configuration. In practice, such
transmediation is rarely thought of because most transmediations hardly produce exactly
the same configurations in the target medium. One of the few examples may be concepts
or narratives in media, rather than real life objects. Texts merely mentioning that somebody
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won the lottery, or a news reporter briefly mentioning the same lucky person, may be
described as a simple transmediation of a media product.

Complex transmediation of qualified media is arguably much more common. It is the
process of transmediating multiple media traits of a qualified medium to a qualified
medium or a media product. This type of transmediation may include form as well as
content. Novels and newspapers may tell the same stories about people, and films and
music may use the same pacing to create narratives or invoke different types of moods in
the perceiver.

Finally, complex transmediation of media products. As Ellestrom puts it:

Complex transmediation of media products should be understood as target media
presenting sensory configurations that trigger representations of complex media traits
comparable to those of source media products. The target media may be either qualified
media or other media products (2015, p. 24).

This type of transmediation has potential for most complexion. Arguably, even at first
glance unrelated objects may indeed be products of complex transmediation of media
products. Ellestrom provides the example of lan Fleming’s James Bond novels while do
not have complete, or at time at all accurate representation in the James Bond movies, but
they nevertheless capture Bond’s common traits from the novels. Similar, and more recent,
example may be the Amazon Prime’s adaption of the very short stories from the
Silmarillion book, authored by John Ronald Reuel Tolkien, into The Rings of Power
television show. While having, to the common disapproval of the show’s fans, little basis
in the events of the book, the show captures a series of narratives and place settings
inherently associated with the book. These are argued to be a form of complex media
products transmediated to the target media of the television show. For the purposes of this
thesis, this type of transmediation may be the most relevant.

When it comes to the forms of media representation, they may be equally strictly divided
into four different types: simple representation of qualified media or of media products,
and complex representation of qualified media or of media products.

Starting with the first one, it is merely the representation of qualified media by a media
product. Examples vary, such as photographs that themselves include framed paintings in
the background.

Simple representation of media products concerns itself with media products representing
other media products. An example of simple representation of media products, given by
Ellesstrom, is an obituary notice in a newspaper referencing songs, country anthems, or
even statues by famous sculptors. However, these representations commonly trigger
associations in the perceiver’s mind, and as such blurring the line between simple and
complex representations.
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Complex representation of qualified media happens when more than a single reference is
included in the representation of one or multiple media products into a qualified medium.
As argued by Ellestrom, qualified media such as news commonly has multiple
representations of different media types; texts, speeches, interviews, images, and many
more.

Lastly, complex representation of media products often focuses on both form and content,
but these two can also be represented individually. Despite their inherent connection,
describing the painting, and its change through time, in Oscar Wilde’s novel The Picture
of Dorian Gray may be done without referencing the events of the book. The opposite too
is true. The complex representations of media products can be lean both into the abstract
and towards the objects of the real world. As Ellestrom explains:

Complex representations of specific, known media products are of many types. A verbal,
visual text such as a description on a website or a short story printed in a magazine may
represent in detail both temporal media products such as Handel’s hallelujah chorus
from Messiah and nontemporal media products such as the label on a can of Heinz baked
beans. Both a monologue in a drama and the voice and gestures of a news correspondent
on television may describe the content of Virginia Woolf ’s diary from 13 September
1925. A still photograph may depict and deict the same text from Woolf ’s diary but also
may represent Vanessa Bell’s 1912 portrait of the author. A piece of music may deict
and depict Martin Luther King’s speech, ‘I Have a Dream’, delivered on 28 August
1963, by including its recorded sound and elaborating its rhythm and sound qualities
(2015, p. 32).

423 Transmedial characteristics

This section will more definitely describe the previously mentioned media form and media
content. Firstly, Ellestrém makes a distinction between two aspects of media. The first of
which is media modalities which can be described as the more physical aspects in the
processes of media transmediation and representation. Secondly, and that which is at focus
in this section, there are cognitive aspects of media in the perceiver’s mind. These are
named compound media characteristics (Ellestrom, 2015, p. 40).

Compound media characteristics should be understood as the cognitive understanding of
sensory configurations within the perceiver’s mind. If we compare two movies watched on
television, they may share the same modality modes. Yet the range of emotions in the
perceiver’s mind may be drastically different, the pace at which the stories unfold, or the
type of visualizations the films use can vary greatly. Such compound media characteristics
can be great in numbers. Indeed, the number of them can be magnitudes of numbers greater
than the modality modes.

Media form and content are deeply connected, as aspects of it, to compound media
characteristics. Ellestrom notes that: “Content may be understood as ‘entities’ and form
may be understood as ‘relations between entities’” (2015, p. 42). Furthermore, form and
content can be difficult to distinguish at deeper levels. Ellestrom provides the example of
a classical symphony, which typically consists of four movements. These movements
individually consist of a certain structured outline such as sonata. The sonata is then

Page 23 (67)



structured in part by melodies which themselves contain notes. Every level of this process
can be analyzed as form with its lower level being the content of said form. Lastly, it can
be a useful guideline to associate the form of a media with the three presemiotic modalities
(material, spatiotemporal, sensorial) and the content of a media with the semiotic modality
and certain aspects of the presemiotic modalities.

4.3 Methodological approach

The methodological approach of this thesis stems directly from the theoretical concepts
presented in the previous sections. More properly described, this thesis will feature two
different methods. The first of them concerns the mentioned theoretical aspects for the
analysis. It will use a later described model for media transformation formulated by Lars
Ellestrom (2015, Chapter 4).

Secondly, the following section will include more brief description of which materials, or
better described as target media, that will be used in the analysis. Furthermore, as even
Ellestrom previously noted, the number of different media, and by extension target media,
is rather large, or in some sense even impossible to completely account for. For this reason,
the last subsections before the analysis will partly argue for a number of vital target media
that are most crucial for answering this thesis’ research questions, and partly describe the
method used for gathering and storing the data of those materials.

The way in which the analysis will be conducted will now be briefly described. It will be
divided into multiple sections. These sections will predominantly be based on the type of
material and the consequential target media used in the analysis. Initially however, the
source media will need scrutiny as well. As presented in the section concerning previous
research, chess as a media enjoyed little intermedial and transmedial attention. Even less
has been researched with this specific methodological approach in mind. As such, the case
of chess as a source medium must first be concretely defined. For this reason, the first
section of the analysis will concern itself with defining the game of chess as a source
medium.

4.3.1 Transformation model

For the model of transformation, Ellestrém proposes a simple formula for transformation
of media. This transformation includes both transmediation and media transformation. He
explains:

Trans’ means ‘across’ or ‘beyond’ and transfer as well as transformation must be
understood as spatiotemporal notions in that compound media characteristics are
transferred (and simultaneously transformed) from one physical or cognitive place to
another; first they are ‘here’, and then they are ‘there’. First we play a computer game,
and then we see a motion picture at the movies and recognize it as more or less the same
story. First a sculpture is placed on the square, and then we see photos and read
descriptions of it in the newspapers (2015, p. 57).
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Ellestrom completes the notions of transmediation and media representation by showcasing
two diagrams, here represented as Figure 1 and Figure 2 (2015, pp. 55-56).

Figure 1

Transmediation

Transmediation
TM1 > MP1 > Cl1
Mn Rn
Source
T
Target
T™M2 —> MP2—> Cl1
n Rn

Note. From Media transformation: the transfer of media characteristics among media (p.55), by
Lars Ellestrom, 2015, Palgrave Macmillan.

Figure 2.

Media representation

Media representation

™1 " > MP1 T » Cl1
) Source ’
y
Target

N\

s
T™M2—> MP2—> C2=M1—>C1
Mn Rn Rn

Note. From Media transformation: the transfer of media characteristics among media (p.56), by
Lars Ellestrdm, 2015, Palgrave Macmillan.
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The ingredients of these two figures will be briefly explained. Media transformation should
be commonly understood as a combination of transmediation and media representation,
and less commonly as merely either one of them. C, M, TM, and MP stand for compound
media characteristics, a medium, a technical medium, and a media product respectively.
On the other hand, Mn, Rn, and T denote the processes of mediation, representation, and
transformation. The numbers 1 and 2 next to the letters simply imply that these are two
different instances of the described component. Typically, 1 is connected to the source, and
2 to the target media. The inherent thickness of arrows, albeit indistinguishable in the
presented figures, denotes the complexity of the transformation. That is, the complexity of
the transformed media characteristics.

Lastly, the direction and the extension of the arrows show the perspective of the media
transformation, that is to say which of the media represent the other in case of media
transformation. This is more clearly observed in the case of media representation, while
transmediation can at times be vague. Furthermore, the arrows may be pointing to both
sides, suggesting that the process is more complex. Target media can in some cases affect
source media too. Especially in the mind of the perceiver, a target medium may perhaps be
the first point of contact, whereupon the interaction with the source medium is affected by
the target medium too. There may even be, in the case of the extension of the arrow, reason
to construct a model in which two different source media affect its target medium. Or
indeed, one source medium with its initial target medium working together on a third or
fourth target medium. Relevantly to this thesis, a certain target medium may also function
as a source medium for another target medium.

4.3.2 Materials

4.3.21 The target media

Previous sections of this thesis have chronologically described some of the major and most
popular media coverages of chess since the end of the Second World War. For that reason,
this section will focus on arguments for why the chosen target media were chosen for the
analysis before others.

The first two types of target media analyzed in this thesis will be chess magazines and
newspapers. These are chosen because of their historical importance and availability. More
specifically, the chess magazine chosen for this part is Swedish Chess Federation’s own
Tidsskrift for Schack, the most read and available chess magazine in Sweden (Sveriges
Schackf6érbund, n.d.). For the newspapers, there are vastly more options. The analysis will
focus on The New York Times coverage of the event in 1972 (The New York Times, n.d.).
The third alternative for this period would be chess books as a target medium. However, as
they are rather similar to chess magazines, individually less read than specific chess
magazines, and less readily available as a source for the thesis, the analysis will not focus
on them.
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The next of the target media is YouTube, especially concerning the early 2010 era. As
previously described, this period of chess was before the game was greatly popularized.
The target media described onwards will orient themselves towards online spaces. Two
different YouTube videos will be analyzed, featuring different styles of chess game
analysis. The first of these is a basic game analysis, featuring only the board, a human
voice, and occasional use of chess engine. It is hosted by CM Tryfon Gavriel, also known
as “kingscrusher” online, on his YouTube channel (2013). The second video is a live
recording of a chess lecture from the Saint Louis Chess Club, one of the most prominent
chess clubs in the US (Seirawan, 2015).

After YouTube, the target medium that will be featured in the analysis is podcasts. While
there are a number of different podcasts about chess and on different platforms today, the
one used for this thesis is Perpetual Chess Podcast by Ben Johnson, specifically episode
202 with Dr. Frank Brady discussing Fischer’s 1972 match and later life (2020). This
podcast is featured on YouTube on Spotify, among other places. This type of target medium
is inherently similar to a talk show or an interview. As such, it functions well as a bridge
between more traditional and more modern online types of media.

Lastly, the format of ChessBase databases and Lichess studies will be analyzed (Friedel,
2022; Lichess, n.d.-a, Chapter 1). These resemble chess magazines but are used for vastly
different purposes. Chess magazines are connected to enjoying chess, chess databases and
studies for learning and professionally preparing for opponents. Certainly, there is some
overlap, but they are designed for different purposes. These media also allow the user to
interact with them and control their own experience to an extent. As such, this last section
of the analysis will promptly be named Interactive media.

4.3.2.2 Brief method for working with the materials

Starting with the chess magazines and newspapers, these will firstly be downloaded locally
in, whenever possible, full issues. While the analysis will most commonly make use of
smaller parts of the specific issues, there may on occasion exist a need for other parts of it
too. For this reason, and for consistency, full issues will be used and referenced. The
contents of these issues will be analyzed qualitatively and accordingly to the previously
described theoretical and methodological framework.

When it comes to early YouTube videos and chess podcasts, both of these exist on the same
platform. Videos will firstly be divided into several segments. Perpetual Chess Podcast
analyzed in this thesis already features segments made by its creators. Considering the
length of the videos and the podcast, some segments may receive less analysis than others.
This is primarily due to their relevance for the thesis.

Lastly, content from ChessBase and Lichess, user experience will be considered even more
for these two media due to their focus at allowing the user to interact with them.

Page 27 (67)



4.3.3 Ethics and limitations

Starting with ethics of this thesis, the potential number of ethical issues at concern is
limited. This is primarily because the thesis does not use any data about private people. All
of the materials used in this thesis concern public people and public entities that published
the materials. However, there are two possible ethical considerations. The first of these
concerns the use of the materials in the thesis regarding copyright. With no materials
appearing as photographs in this thesis, but merely commented on as sources, copyright is
highly unlikely to be an issue for this thesis. Furthermore, much of the materials, even if
presented in the thesis more directly, would fall under Fair Use doctrine in United States
law.

The second potential issue concerns discussion of Fischer. As presented in Background,
Fischer’s later life made his legacy controversial. While the discussion regarding Fischer
in this thesis primarily concerns his chess games, the description of Fischer as “brilliant”
(in chess) can be seen as problematic in connection with his, among other things, publicly
outspoken xenophobia in latter parts of his life. This thesis attempts to make it clear that
such descriptions are only targeted at his chess skills.

Softly connected to ethics of a thesis is the understanding of its methodological limitations.
These are mostly connected to the chosen theoretical approaches in the thesis. The concept
of transmediality serving as a basis for understanding different media is only one of
possible approaches. There is a plethora of theoretical models for understanding media.
Digital storytelling mentioned in Literature review is one such example. There is also the
argument that due to Ellestrom’s model being used less widely compared to other
theoretical approaches, its advantages and disadvantages are less clearly established. This
thesis will hopefully illustrate well some of its advantages.

Lastly, there is the most important limitation of this methodological approach. It is the
limited number of media analyzed. The argument against it is twofold in this thesis. Firstly,
this thesis does not attempt to analyze the absolute full extent in which the first game of the
1972 world chess championship match has been transmediated across all media. Rather, 1
argue that the media analyzed in the following section of this thesis illustrate well the
overall picture of the game. Secondly, while there are, for example, thousands of different
chess videos on YouTube alone, the vast majority of them share great similarities to each
other due to existing in an inherently same space. They are also some of the finest examples
of such media formats. The same argument extends to other media analyzed in the
upcoming section as well.
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5 Analysis

5.1 Defining the game

For practical purposes of understanding the source media, this section will briefly describe
the aspects of OTB and online chess. Firstly however, it must be clearly specified what part
of chess is considered to be the source medium. According to this thesis, one chess game,
typically played between two players on opposite sides with white and black pieces, from
its first to its last move is considered to be the medium. Besides this definition of the
medium are other important, one may even argue key aspects that should not be ignored:
the time and location of where the game takes place, the manner in which it takes place
(OTB or online), the players who played the game, the chess moves themselves as written
down using any of the chess notation systems, or even the emotions experienced by those
playing and spectating the games. It is precisely the transfer of these characteristics, and
many others, from the source medium of chess to the different target media that will be
analyzed.

This section will define OTB and online chess games as media in their purer and simpler
forms, out of the contexts of the 1972 world championship match and the chess.com
Pogchamps season 6 tournament. While similar works have been done for other types of
media, especially concerning online video games, this thesis is first at defining the game of
chess, as described by the previous paragraph, by its intermedial and transmedial
properties. As such, this thesis has not only one but two different contributions: defining
the game itself and analyzing the ways in which it is transformed in different media formats.

Starting with the OTB chess games, it is the original way of playing chess. Firstly, it is
necessary to consider the modalities of the OTB chess game. The material modality already
poses some questions, specifically considering what should be counted as essential for
playing chess. I argue for the following. Eight likely wooden or plastic chess pawns, two
rooks, two bishops, two knights, one queen and one king, for each side. These are the pieces
necessary for playing chess. Often, a spare queen for both sides is included for cases of
promoting a pawn to a queen. The chess board with its sixty-four squares, sometimes
including numbering and lettering next to them to signify the names of the squares (b5 for
example). Lastly, there is the chess clock too. Before the 1990s, the chess world used
analog clocks which really were two clocks showcasing the time each player had left
separately. Commonly, they included a small flag that would drop down once a player used
all their time. This coined the term of “flagging” an opponent in chess, where the player
wins because the opponent lost on time.

Shortly after the internet became common for broadcasting chess games, digital clocks and
digital boards became more popular. The digital board is still, due to its cost, rather rare,
but the digital clock is widely used and has mostly replaced the analog clocks. Its function
is however the same. It shows the time for each opponent and at its top are two buttons,
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one for each opponent to press and stop their time from ticking after they have made their
move.

As explained in the Background section, classical games also mandate that each player
writes down their move. This type of play was the only official one before the 1980s, and
as such a pencil and a sheet of paper were two last mandatory material aspects of playing
the game.

When it comes to spatiotemporal modality aspects, the game of chess can be described as
using all four dimensions. Certainly, the act of playing chess is experienced in three
dimensions of space and the added dimension of time. One may argue that the game itself,
in its purest and most bare description, exists only in two dimensions of space instead of
three. Photographs, for example, are two-dimensional representations of a three-
dimensional world. The game of chess can be thought of as the reverse of this phenomenon,
it is a two-dimensional configuration being realized in the real three-dimensional world.
This type of reasoning will be more evidently important for defining the online chess game.
However, when it comes to OTB, the four different spatiotemporal dimensions are inherent
parts of the game.

Sensorial modalities of chess are more difficult to define. While the game itself produces
no sound for example, the act of playing it does, even if in limited amounts. Firstly, seeing
the board and where the pieces are is one of the most important elements of playing chess.
However, even this statement does not paint the whole picture. This is because sight is
merely a tool with which the player’s mind conceptualizes the game. Players with visual
impairment still commonly play chess. In their case, they rely on hearing, with help of
somebody else saying the moves, to think of the position, or physical touch of the pieces
to determine their location on the chess board. As such, sight, hearing, and touch are used
for the same purpose, to conceptualize the game of chess in the perceiver’s mind. Naturally,
these senses are also used for operating the chess clock, for figuring out the number of
minutes the player has left and for stopping the time after completing a move on the board.
Finally, the senses are used for writing down the moves, and for communicating with the
opponent in case of resignations or draw offers.

Lastly, semiotic modality is arguably the most complex. There are two separate concepts
at play here. First are the actual chess pieces that determine the game, and by extension the
board squares on which they move. Second is their direct representation, and the way in
which they moved during the game, using the chess notation system. Starting with the
former, each side starts with a set of six different types of pieces: king, queen, two rooks,
two knights, two bishops, and eight pawns, amounting to sixteen pieces in total for either
side.

Historical, and contemporary, chess inspired allegories have made their way into common
expressions in different languages. In English, social critique can be expressed by
comparing the common people to pawns in a chess game. The Swedish expression “hélla i
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schack” directly translated as “keep in check” means “to control” someone. Indeed, this
expression, albeit less commonly, exists in English too. But such similarities across
different languages end quickly. This is best exemplified by the fact that the six different
pieces carry many different names in different languages. The English knight is a coarser
in Swedish, an elephant in Russian, and a jumper in Croatian. It is evident thus that
expressions stemming from chess differ greatly across different languages and cultures. As
such, it is difficult to argue that the game of chess and its pieces carry one original and
specific type of symbolism. Rather, it is the argument of this thesis that chess symbolism
is shaped and constructed differently in each society it exists in. The topics of meanings of
chess, and its pieces and expressions deserve a separate thesis by itself. As such, the
symbolism of chess pieces in this analysis will be left at this.

Another aspect of the chess pieces is their movement. This is significantly more important
to chess players than constructed meanings of said pieces. When imagining a chess piece
such as the knight, chess players will immediately think of the letter L, as it is the way in
which the knight captures and moves on the board, and not of the medieval knight with
which the piece shares its name.

This reasoning neatly extends to the second concept mentioned previously, the chess
notation. As described in the Background section, chess notation is a system which is used
in classical OTB games to write down the moves. Multiple different systems have existed
throughout the history of chess, but their purpose has been the same. They are the official
record of the game and in which manner it was played. The modern chess notation system
combines three different aspects: which chess piece was used, from which square to which
other square the said piece moved, and potentially which effect it had on the opponent’s
pieces (capture or check for example). The old system that was used during the Spassky-
Fischer world championship match in 1972 merely denoted the square from which a piece
moved to another. That system was made obsolete with the modern one primarily because
it provided less information but required just as much writing.

As such, the notation system has two different semiotic aspects to it. First is its described
representation of games. Second is the representation of chess pieces. While the connection
between these two aspects is evident, they are separate entities, nonetheless. It is common
practice to discuss single positions from a game where one single move is vital. These
positions are often called “chess puzzles”. Likewise, complete games are commonly
referenced as well, such as the 13-year-old Fischer’s game against Donald Byrne in 1956
which today is known as the game of the century.

The previous paragraphs have discussed the media modalities of chess. The upcoming ones
will continue defining the game of chess through the lens of compound media
characteristics. These are inherently both more subjective and more in number. One may
even argue that the whole complex nature of compound media characteristics is impossible
to neatly define for every single of medium in existence.
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This section will take inspiration from Ellestrdm’s own analyses of media transformations
by dividing the medium into different sections. The choice for how many sections a chess
game should be divided into is somewhat made easier by common practice within analyses
of chess games. Chess games are commonly divided into three different parts: the opening,
the middle game, and the endgame. Opinions may vary on the exact definitions of when
each of these parts start. Commonly accepted is that the opening is from the start of the
game to around the game’s fifteenth move. The endgame starts once there are no more than
three pieces, excluding pawns, for each side on the board. The middle game is thus any
position between those two parts.

However, the game of chess can also be divided into two other parts, primarily concerned
with the time left on the clock on the board. Typical classical games may allocate around
two hours for each player. Once a player gets under twenty minutes one may say that they
are in “time pressure” or even “time trouble”. In modern chess, all games are played on the
same day. However, many games before the 1990s were “adjourned”, that is they were
paused and continued the day after. As such, one may even divide the games by the day
they were played on. Typically, most players end up in time pressure once they have
reached the endgame phase of the game, and as such these two are deeply connected to
each other. These divisions are highly important because the nature of the game changes
drastically once time pressure becomes a factor. The opening phase can commonly be
described as fast and calm, due to the players’ preparations before the game, and the middle
game often as chaotic but calm, due to the large amount of time each player has at their
disposal. The endgame, however, is often neither calm nor simple, and as such emotions
that follow both from players and the spectators often are at their highest level.

With this in mind, it is reasonable not to attempt to define general compound media
characteristics of chess games. Instead, the focus here will be the chosen source medium.
The first game of the world chess championship in 1972 between Bobby Fischer and Boris
Spassky ended decisively. Spassky won the game after 56 moves, the first 41 of which
were played on the first day and the rest on the second day.

While different commentators may define the phases of the game differently, it is my
argument, as an experienced chess player too, that the opening phase of the game was
completed by move 12 when the players entered a queen-less middle game. By move 23,
they had entered the endgame. This fits neatly with the previous argument of time
pressuring occurring primarily in the endgame phase.

While analysis of modalities of chess combines the players as indirect participants, any
mention of compound media characteristics must include the players playing the game as
critical components. The emotions, tensions, context, or even players’ likeableness all play
a major role in how the target media transform the game and in which ways the consumers
of these media perceive the game. This is especially true for the 1972 match, and even more
important for the very first game of it. This game would become one of the most famous
ones played by Fischer.
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The context of the match was turbulent for multiple reasons. Firstly, at the peak of the cold
war tensions the match was also the first one to feature an American chess player making
a claim on the world championship title. The match was played in Iceland precisely for the
reason of avoiding additional conflict and ensuring a neutral place. Secondly, the match
was delayed for a few days, and it was even unclear if it would take place at all. Fischer
was namely dissatisfied with the conditions and was unwilling to fly to Reykjavik from the
US. When the match finally started, Fischer also arrived some minutes late at the board,
costing him some time on the clock.

However, while the context behind the start of the match was full of tension, the beginning
of game 1 was calm. Typically, at this level, most opening stages of the game are calm due
to players’ immense preparation before the match. However, even with that in mind,
Spassky chose a safe option to play in the opening, as is evident by the players’ quick entry
into the endgame by move 23. While analysis of, among other things, expert commentaries
of the game within chess magazines is done in a later section, it is also the opinion of the
author that most games reaching a similar position by move 23 would end in a calm draw.
The sides stand almost perfectly equal. As such, the situation at the board and with the live
audience would have been calm and uneventful. Commonly, the first games of such
matches are known to be calm, as both players merely test the waters. The games that do
end decisively are often due to unprecedented errors by one of the players, rather than
aggressive play from one of them.

Fischer’s twenty-ninth move would however come as a shock to most spectators. It quickly
transformed the game from its calm nature to very dynamic and unpredictable. While the
previous moves indicated that only one result, draw, was most likely, with Fischer’s
twenty-ninth move all three results were possible. To less experienced players, it would
indeed seem like Fischer’s move was a mistake and gave immediate advantage to Spassky.
This was the likely reaction of most spectators. While the reality is different, and the move
may not have been terrible with more recent analysis, it indeed proved, in practical terms,
to be Fischer’s road to his first loss.

The game was adjourned by move 40, where the position in the game is still somewhat
unclear. However, it has clearly become a two-result game, strongly favoring Spassky.
With modern chess engines, it is evident that the position at that moment is winning for
Spassky, something that may have been the feeling of both players and many of the
spectators too. The next sixteen moves played the next day proved that the position was
lost for Fischer, and Spassky won the first game of the match. For Fischer, this result would
have hardly been surprising, as the adjournment nearly ensured that Spassky, with help
from his team of coaches for the match, would find the optimal continuation for the rest of
the game.

Determining which compound media characteristics may be the most significant for the
target media is difficult without considering the mentioned target media. Vastly different
characteristics may be present in transfers to different target media. However, some
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characteristics can be defined as more crucial regardless of the target media. The form of
the source medium must evidently be kept the same. The game consists of 56 moves, it was
played in Reykjavik across two days, and Spassky was on the winning side. Furthermore,
any media coverage of the game is likely to have mentioned, or at least alluded to, the
aforementioned turbulency concerning the match start.

With these pieces of information in mind, the next step of the analysis will, piece by piece,
examine different types of media and the transformations of media characteristics from the
game of chess to the said target media. Lastly, the contents and transformations of different
compound media characteristics will be greatly expanded in relation to the target media.

5.2 The classical world of chess

5.21 The chess magazine

While this analysis of media transformation concerns primarily the game itself, it is clear
from the start of the Tidsskrift for schack match report that the comments in the magazine
concerning the days before the match too are necessary for understanding which media
characteristics have been transferred, and in which manner. As such, below follows a brief
summary of the text concerning the world chess championship match in Tidsskrift for
schack issue 6 of 1972 (Gedda, 1972).

The match report, which mostly concerns the starting few games of the match, follows an
interview with Spassky, in which he appears calm and humble while describing Fischer’s
chess skills. This match report is merely two pages long and primarily describes Fischer
and his actions leading to the match, and during its first few games. It is evident from the
start that Fischer is not as keenly regarded as Spassky in Tidsskrift for schack, and as argued
by the author, for good reason. Fischer is described as excentric and as someone attempting
a form of extortion by demanding changes to the match format mere days before the match.
Lastly, the game analysis in Tidsskrift for schack is preceded by a short summary of
Fischer’s previous achievements, both as a chess player and in life. As such, the reader and
perceiver of this information is already, in some way unconsciously, influenced by the
contrasting descriptions of Spassky and Fischer in the chess magazine.

The first game of the match between the world champion and the contender does not take
much place in Tidsskrift for schack. There are in total eight games from the match analyzed
across five pages. The first game is shown on the majority of the first page, with the analysis
of the following games starting by the end of it. Among the lines of game moves are short
sentences explaining the moves. They are brief, no more than two hundred in total for the
whole game. However, the key difference between Tidsskrift for schack, and Fischer, who
famously used the older system, is their use of the more modern notation system, the same
type still in use today. As previously explained, the primary advantage of the newer system
is its readability and density of information compared to the older system. This is
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unsurprising given the focus towards easier readability is an aspect of both the newer
system and any serious publisher of books, newspapers, or (chess) magazines.

The analysis can be divided into two parts. Firstly, there are the initial 28 moves where the
commentary focuses on small nuances in an otherwise calm opening and middle game
stages. Secondly, following what is described as a crucial mistake by Fischer on move 29,
the commentary shortly presents the continuation with which the game finished. Lastly, the
analysis establishes that Fischer’s position was hopeless for many moves before he actually
resigned. While it is true that strong players commonly resign in positions that they find
unsavable, the commentary does not provide sufficient explanation for why Fischer was in
such a position many moves before the game ended. This is certainly true considering
Fischer’s expertise in endgames.

Before making use of the media transformation model presented in the section on the
methodological approach, it is useful to consider what type of medium a chess magazine is
through the lens of the four modalities. Firstly, it is clear that this medium is vastly less
complex than the game of chess as played in real life. Its material modality can be described
as either a simple sheet of paper with ink on it, or a screen on which electrons are creating
an image.

The sensorial modality is significantly limited as well, primarily connected to the visual.
While playing chess without visual information is possible in real life, experiencing and
understanding the content of the chess magazine is nearly impossible without the sight of
seeing. Spatiotemporally, the magazine exists in two dimensions of paper sheet or a
computer screen, where the temporal aspect is a mere side-effect of the human inability to
process all of the textual information simultaneously and instantly. Lastly, for the semiotic
modality, the differences are less pronounced. While the chess pieces do not exist in the
same format, they are still presented in the form of the chess notation. Commonly chess
books and magazines include two-dimensional pictures of most crucial positions from the
game in the analysis, making it even easier for the reader to understand the commentary.
However, Tidsskrift for schack only included the chess notation in its analysis, something
that is also present in the source medium of the chess game.

Using the previously described formulas in figures 1.1 and 1.2, compound media
characteristics are said to be transferred from its source medium to the target medium. As
shown in the previous paragraphs, the properties of the target medium are simpler in nature
than those of the source medium. As such, potential transfer of compound media
characteristics too is more limited. For the case of the Tidsskrift for schack chess magazine
and its analysis of game 1, contextual text provided by the authors of the chess magazine
may prove more useful in understanding which compound media characteristics were
transferred than the analysis alone.

The limited analysis and commentary of the moves may invoke in the mind of the reader,
the perceiver of the target medium, similar emotions to those experienced by the spectators
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during the match. Certainly, the crucial move 29, described by the authors of the chess
magazine as a likely fatal mistake by Fischer, would surprise both the spectators and the
readers, filling their minds with sudden tension and anxiousness. However, the game
analysis in the chess magazine invokes no further emotions.

Considering the number of days it was delayed, the spectator of game 1 in Reykjavik would
have perhaps been irritated by the circumstances under which it was played. For this reason,
the texts written in connection with the game analysis in the chess magazine are crucial for
understanding how even the reader may have experienced and perceived the first game in
a similar manner. The unfavorable description of Fischer in Tidsskrift for schack in
connection with his loss could possibly be experienced as satisfactory to those readers
swayed by the leading articles in the chess magazine. Likewise, Fischer’s loss could have
been experienced as a pleasant surprise by those who had to wait multiple days more than
anticipated for the first game to begin.

For all the reasons named above, it can thus be argued that while the transformation of the
medium of the original chess game into the chess magazine is limited in some respects, it
is also complex. The arrows denoting such transformation in the previously presented
figures would be thicker, indicating that the transformation is more complex. This perhaps
is true of any transformation across two media which differ vastly. However, it has also
been shown that much can be transferred. The complex nature of emotions and perceptions
invoked by the game, essentially functioning as part of compound media characteristics,
can successfully be transferred from one medium to the other.

5.2.2 The newspaper

The second target medium of this analysis is the newspaper format. More specifically, The
New York Times coverage of game 1 from the July 13" issue (Arnold, 1972). The
newspaper format has inherent similarities to the chess magazine. The game analyses are
both printed on sheets of paper, they feature certain commentary and analysis, chess moves,
and often a picture of a chess position. However, reading through The New York Times
issue from 1972 many differences become immediately apparent. These certainly stem
from the rather different intended audiences of the newspaper compared to the chess
magazine.

July 13" issue of The New York Times contains three mentions of the match. Firstly, it is
very briefly mentioned on the first page of the newspaper, signaling that the issue contains
a larger analysis of the first game on its thirty-first page. There, the game is discussed in
two separate notions. Firstly, and more prominently, the game is discussed in terms of the
context of the match (Arnold, 1972), where Fischer and his actions are negatively described
multiple times. This description is mixed with shorter analyses of different moves and
positions during the game. Specifically, the position after the crucial move 29 is discussed.
The position after this move is also shown as a picture at the top of the text. At the end of
the text all of the moves of the game are shown using the old chess notation system.
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Secondly, at the bottom of the page in a smaller cubicle, Isaac Kashdan, one of the few
American grandmasters at the time, provides a briefer, but more chess oriented, analysis of
the game (1972). Coupled with the text is a picture of the final where Fischer resigned on
move 56. Page 32 also includes a third, and longer, text about some of the spectators of the
match. However, only the aforementioned two texts will be analyzed here, as their contents
directly relate to the match and its first game.

As alluded to in the previous paragraphs, there are three major differences between the
coverage of game 1 by The New York Times and Tidsskrift for Schack. Firstly, and perhaps
least importantly, the styles of writing are different. 7he New York Times combines chess
analysis with complementary texts, while Tidsskrift for Schack separates these two. This is
unsurprising given their different target audiences. Secondly, the chess notation provided
by the two media are different. Tidsskrift for schack uses the more modern, and easily
readable, algebraic chess notation. The New York Times on the other hand keeps the older
chess notation. This too may seem unsurprising. There are multiple possible explanations.
One such explanation is that the chess magazine, due to its much closer connection to the
chess world, is likely to keep up with the more recent innovations within the chess world
and adopt them sooner. However, the chess cultures of the two different countries, Sweden
and the US, naturally too could affect the choice of the chess notation at use.

Before analyzing compound media characteristics of The New York Times analysis, it is
important to briefly conclude that the modalities of the newspaper are nearly identical to
those of the chess magazine, which was analyzed in the previous section. Naturally, there
are minimal differences between them, but these play no major role in this case.

Starting with the larger article, it is divided into five different chapters. The first two
chapters describe Fischer’s behavior before and during the game. As previously mentioned,
these descriptions are rather negative. The third chapter is the first to discuss the game, and
the picture after the famous move 29. BxKRP (or Bxh2 using the modern notation system)
is shown in this segment. No concrete analysis of the moves is given in this section, merely
the assertion that Fischer’s move in effect had given up the bishop to gain two pawns, a
trade that is usually seen as highly unfavorable. Furthermore, it is said that while the
position initially was unclear for most spectators, the feeling the day after the adjournment
was such that most people understood the move to have been a blunder and should lead to
a loss. No concrete chess analysis is provided to explain why this is the case. The fourth
chapter further goes into aspects of Fischer’s psychology to explain why he had made such
a great mistake. The fifth chapter provides some historical background to the match and
explains the match format. The article ends with a full list of moves for the whole game.

It is thus clear that this article is similar in nature to the ones in the Tidsskrift for schack
that preceded the game analysis. However, there are still major differences between them.
The New York Times provides a picture of the players at the board from their first game,
and a picture of a position from the crucial twenty-ninth move in the game, neither of which
is present in Tidsskrift for schack. Specifically, the latter difference is crucial. It transforms
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the game of chess in the newspaper from merely an imaginary game in the perceiver’s mind
to something stronger and directly visual. It combines the notion of imagination and visual
information. This is more comparable to the feelings live spectators may have felt during
the game after seeing Fischer play the move.

It is, however, necessary to consider the perceivers of both cases. The live spectator of the
game is more likely to be a chess player, and as such quicker to be intrigued by the
confusing move Fischer had played. On the other hand, why the twenty-ninth move would
be a mistake may not be as quickly obvious to an average reader of The New York Times at
the time. To a chess player the answer is relatively simple, once Spassky moves his “g”
pawn forwards one step ahead, Fischer’s bishop is effectively trapped in its place and has
nowhere to go. After that, the bishop will have to give up itself for only one more pawn,
resulting in the previously mentioned imbalance of two pawns for a bishop. This same
thought process may certainly not be as obvious to a non-chess playing individual. For that
reason, the target media of The New York Times would invoke some degree of confusion
in the perceiver’s mind. Confusion would indeed be present among the live spectators too,
but for other reasons previously discussed.

Unlike within the live audience, the feeling of tension is unlikely to have been a factor for
the reader of The New York Times. The title of the article, “Fischer Walks Out, Comes
Back, Loses” immediately signals the fact that the game was decisive in Spassky’s favor.
As such, the twenty-ninth move would instead carry the feeling of disappointment for the
reader, not anxiousness as for the live audience. Lastly, the idea that The New York Times
is aimed at a much wider audience is supported by the very last part of the article, the list
of moves. For the average person it is hardly remarkable, but the chess player would find
it highly useful for potentially recreating the game at home with a chess board. Both the
chess magazine and the newspaper in this analysis thus provide the same possibility of
experiencing the first game in a different manner from the target media itself. In 7he New
York Times, the list of moves is also neatly connected to the last article about the game one
the same page, the previously mentioned chess analysis of the game by Grandmaster Isaac
Kashdan.

The final article in this issue of The New York Times, named “Experts Expected Fischer
Defeat at Adjournment”, described more concisely, yet briefly, the endgame position of the
first game. In the article, the grandmaster analyst explains that the position by move 40 had
been deemed lost for Fischer. Fischer did not have enough compensation for the missing
piece and Spassky showed clean technique to win the game. The article includes a picture
of the final position, in which Spassky has an easy way towards victory. The chess analysis
is more technical and difficult to follow than of the previous article, seemingly indicating
that this portion of the issue is mostly targeted towards chess enthusiasts. Preferably, one
would even need a chessboard to follow the moves and ideas discussed in the article.

This further continues the idea that not only is the first game of the match transformed in
the newspaper; it is an expectation of the perceiver also to transform it themselves. Many
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compound characteristics of the game 1 medium may have been lost in the transfer from
the live action to the simple descriptions of it in a newspaper. However, these
characteristics are in some form recreated by the person following the analysis with their
own chess board and pieces. Naturally, the emotions experienced by those participating in
the game directly by playing it or indirectly by spectating cannot exactly be recreated, but
parts of the form and much of the content of it are the same thanks to the provided chess
notation in the newspaper.

For these reasons, the last article in this issue of The New York Times differentiates itself
by both being more technically oriented towards a smaller target audience, primarily the
chess enthusiasts, and by merely focusing on the very last parts of the game. As such, this
target medium only partially transforms the media characteristics from its source medium.
It is comparable to having listened to only the final parts in a musical. While enjoyable in
itself, crucial context may be missed.

Naturally, the reader of the newspaper is likely to have read the other articles about the
game too. This article thus provides the perceiver with a more balanced opportunity to
follow the game, one where contexts of the match are known but not crucial. In fact, this
portrayal of the game may be the more truthful one to the atmosphere among the spectators
of the match’s second day of play after the adjournment. The position would have been
known to be losing for Fischer by most spectators, and the focus would have shifted
towards understanding the way in which Spassky tried to close the game.

The analysis of The New York Times has shown that the complex nature of the
transformation of the game of chess is similar to the one in Tidsskrift for schack. However,
it differentiates itself by invoking other types of emotions, some confusion included, and
potentially showing a more balanced view of the game. Naturally, The New York Times
articles also contained images of the players, suggesting that the transformation of the game
is slightly more complete than the one in Tidsskrift for schack. The complexity of the
transformation is arguably equivalent to the one in the chess magazine. Certainly, this is
not too unsurprising given the similarities between the two media.

5.3 The modern chess media

5.31 YouTube media

Previous sections have focused on target media that primarily are based around textual
content. The essence of the following media is vastly different. While YouTube chess
analyses are based around communication, they provide vastly different and greater
opportunities for the creators of these media to transform the source medium into the
desired product.

The target media will be two different videos from the platform. The first of these is a
simpler and shorter chess analysis, around twenty minutes in length, that features an expert
chess commentator using a digital chess board for analyzing chess. The second is a longer,
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around forty minutes in length, and more complex live recording of an expert analysis
where the analyst simultaneously interacts with a live audience. This video too features a
digital chess board but coupled with a camera feed of the commentator and a microphone
recording both the expert analyst and the audience. The first video was published on
YouTube in 2012, while the second was in 2015. Both were thus created before the more
recent increase of chess popularity across mainstream media platforms. The source medium
for both the videos is, as likely evident by the years in which they were published, game 1
of the 1972 world chess championship match between Boris Spassky and Bobby Fischer.

While the analysis mostly focuses on the target media themselves, it is clear that these
videos are neither created nor published in a vacuum. Starting with the first video, apart
from the twenty-minute-long segment of analysis, it also contains, as is common on
YouTube, a title that is designed to attract viewers. It reads “Amazing Chess Game : Boris
Spassky vs Bobby Fischer - World Ch. 1972 - Game 1 - Huge blunder!” (Gavriel, 2013).
The thumbnail of the video, the picture with which the video is shown before opened that
is, is a frame of Spassky and Fischer from the match, where Fischer looks stressed and deep
in thought. Both these aspects affect the way in which a potential viewer of the video, the
perceiver of the target medium, will experience it. Lastly, the video description provides,
among other things, the whole chess game in the modern chess notation, descriptions of
Fischer and Spassky, and their, expressed as impressive, achievements in chess.

The first video can roughly be divided into four different sections. The first six minutes of
the video contain analysis of the opening and middle part of the game. While the very
beginning of the video mentions a blunder by Fischer in the latter part of the game, it is
established clearly by the expert commentator that the game should be heading towards a
draw due to both sides having equal play and an equal pawn structure. Pawn structures, the
way in which pawns support each other, generally determine the nature of the game. Stable
and solid pawn structures typically indicate the same type of game, while broken, not
supported and asymmetrical pawn structures signal imbalances and greater chances for a
win or blunder for both sides. The commentator also mentions Fischer’s previous
unfavorable record against Spassky while emphasizing the fact that the game should be a
draw.

The second part of the video, starting from the sixth minute and ending by the twelfth,
discusses Fischer’s apparent blunder and the reasons why he may have thought the move
was not bad. The commentator further explains that the alleged blunder is not an obvious
mistake as it may seem at first glance. The engine used by the commentator even suggests
the bad move initially and only removes it as an option after using more time to analyze
the position. As such, while the video title and the beginning of the video lead with the
notion that the move is a simple mistake, it is made clear by the commentator that the
position is very complex instead.

The third section of the video, starting from the twelfth minute and ending around the
fourteenth, establishes that the game should be lost for Fischer and focuses on Spassky’s
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conversion of the winning position to a full point. This portion of the game is presented as
simple and without hope for Fischer to save a draw.

Lastly, the fourth section of the video starting around the fifteenth minute and lasting
towards the end of the video goes through key moments of the game with the help of a
chess engine to support the key points made by the commentator.

The second, and the longer, video is named “Spassky vs. Fischer | World Championship
1972 - GM Yasser Seirawan - 2015.09.17” (Seirawan, 2015). It is a recording of a live
lecture at the Saint Louis Chess Club. The video description is short and briefly mentions
the contents of the video and with which sequence the opening of the game began. The
thumbnail of the video is one of the frames from the same video, featuring an analysis
board to the right side and camera-feed of the expert commentator and teacher grandmaster
Yasser Seirawan to the left. As such, both the title and the thumbnail are less suggestive of
the content of the video and of the game. Likewise, the description of the video also does
not give information on the outcome of the game.

The video can roughly be divided into five different segments. The first of these starts from
the beginning of the video and ends around the fifth minute. In it, the grandmaster
commentator provides brief context to the live lecture, specifically concerning the
previously mentioned 2014 movie Pawn Sacrifice which depicted a dramatized version of
the events from the 1972 match. Most notably, Seirawan explains the key differences
between the movie version of the game and that which was played in real life.

The second segment of the video spans from the fifth minute to the eleventh. The focus
here is the opening and the middle game, with nuanced explanations by the grandmaster
on why each player played each move and the common alternative motifs which could have
been played instead. Furthermore, it is made clear that the position resulting from the
opening is equal and should lead to a draw.

The third segment of the video is arguably the most interesting. It starts around the twelfth
minute and ends around the sixteenth. Compared to Tidsskrift for Schack, The New York
Times, and the first YouTube video of this analysis, Grandmaster Seirawan presents a
different story concerning Fischer’s twenty-ninth move. Firstly, he describes it as (one of)
the most famous moves in a world chess championship match. Secondly, he provides
alternative explanations to why Fischer likely wrongly assumed the move was not bad.
These more nuanced explanations provide a better and more comprehensive answer to the
question of how one of the greatest chess players of all time seemingly made a beginner’s
mistake. As shown by Seirawan, the real mistake in Fischer’s calculation of the moves had
come much later than simply missing Spassky’s first move response to 29. Bxh2.

Coupled with the third segment, the fourth segment of the video differs from the previous
target media as well. It spans from the sixteenth minute to the twenty-fifth. In this section,
Grandmaster Seirawan explains the more objective, computer engine assisted, reasons for
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Fischer’s loss. As stated in the video, Fischer’s crucial mistake came after his twenty-ninth
move, but importantly before the adjournment of the fortieth move. As such, this part of
the analysis presents the game in a rather different light compared to the other target media
which strongly alluded to the idea that Fischer had made his crucial mistake on the twenty-
ninth move and was defenseless afterwards. Due to this, the video focuses on other possible
moves and potential ways in which Fischer could have secured a draw. Instead of the
twenty-ninth move, according to Grandmaster Seirawan the thirty-seventh (37. Ke4) move
was the losing mistake by Fischer. For this reason, it can be even argued that Spassky was
somewhat fortunate that Fischer had not come up with a better move so close to the
adjournment.

Finally, the last segment of the video starting from the twenty-fifth minute and onwards
contains contextual stories and anecdotes about Fischer’s games and life as explained by
Seirawan. Compared to the previous target media, this YouTube video contains most of the
contextual information about the players after the game is presented. For this reason, the
game itself can be argued to have been transferred in a cleaner manner, free of subjective
influences that would steer the opinion and emotion of the perceiver into a certain direction.
However, it can also be argued that it is precisely these pieces of contextual information
that more thoroughly recollect the story behind the first game of the match.

When it comes to the modality aspects of the two YouTube videos, they are vastly different
from the previous target media analyzed in this thesis. The perhaps most prominent
difference is the new sensorial modality included in the media; the sense of hearing.

Besides that, the videos naturally transfer the game of chess in a different manner compared
to, for example, the newspaper or the chess magazine. These previous target media heavily
relied on chess notation. The YouTube videos on the other hand primarily show the game
through a digital chess board. Chess notation is used in limited numbers for two other
purposes. Firstly, chess engines show their line of thoughts through the modern chess
notation, for example signaling that “37. a6” would have been a superior move to “37.
Ke4”. Secondly, the commentators typically tell the moves as they are shown in the
notation system. For example, using the old notation the famous “29. BxKRP” would be
pronounced “twenty-nine bishop takes king rook pawn” and using the modern notation “29.
Bxh2” would be “twenty-nine bishop takes h 2”. In this case, the chess notation is used in
a transformed manner, primarily utilizing the hearing sense instead of the visual.

The nature of watching a YouTube video is different from reading a newspaper or a chess
magazine too. While Tidsskrift for Schack and The New York Times can be viewed and read
online through a digital interface today, their original format which is analyzed in this thesis
is simple ink on a sheet of paper. For this reason, the digital nature of a YouTube video is
vastly different from them. Today YouTube is primarily experienced through two types of
devices, a personal computer and a mobile phone, both of which feature necessary
ingredients for using YouTube. These are a screen and speakers. As noted, it is especially
the sense of hearing that makes this target media differentiate itself from the previous target
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media. However, the use of digital boards is also more prominent than the use of pictures
of chess positions. Lastly, the video format expands the possibilities for the amount of
content, Compared to Tidsskrift for Schack and The New York Times, both of the YouTube
videos are able to provide more thorough analyses of the game. The contextual information
is also developed further, especially by Grandmaster Seirawan in the Saint Louis Chess
Club YouTube video.

With the above-mentioned points in mind, it is not difficult to understand that the
compound media characteristics of the two YouTube videos offer a much greater range of
possibilities than the previous target media analyzed in this thesis. Starting with the first
video, it tells a story more similar to the one found in Tidsskrift for Schack and The New
York Times. The context of the game is provided prior to the analysis of the game. For that
reason, viewers are likely to be interested from the start as to why Fischer lost from a
seemingly unlosable position in the middle game. This is naturally contrasting to the live
audience of the game in Reykjavik in 1972 who could not predict the future. For the same
reason, the eventual (alleged) blunder came as less of a surprise for the viewers of the video,
especially because it was advertised in the video title. The analysis provided by the
commentator is such that the twenty-ninth move by Fischer may still be very surprising to
the viewers.

The digital board is a more intuitive and clearer representation of the game. In fact, similar
styled analog 2D boards were commonly used in analysis rooms when following chess
games. Concerning the analysis itself, its subjectiveness in describing Fischer’s twenty-
ninth move as a blunder is arguably a closer representation of the game at the time. As
discussed earlier, it is likely that most of the spectators of the match would have thought
by the adjournment that 29. Bxh2 was indeed a mistake, due to the resulting endgame by
move forty being analyzed as lost.

The aspect of a voiced commentary brings this target medium into new territory. The game
of chess is famously a quiet game where action is merely shown visually by moving the
chess pieces. As mentioned before, there are aspects of chess where noise is present, most
notably when pressing a clock offering a draw to your opponent, but these instances are
limited nonetheless in comparison to a YouTube analysis of a chess game. This type of
coverage of a game can also be, and should be, as the argument here is, considered
entertainment, more similar to movies than newspapers. As such, the source medium’s
characteristics can not only be transferred and transformed in new ways but also expanded
into something new. The original game was, as described previously, played over two days,
and many hours combined, in mostly quiet rooms with dozens of spectators. The first video
presents the game to a greatly bigger audience in a much shorter format, mere twenty
minutes. Coupled with the thrilling title, the first YouTube video transforms the source
medium into a much different form of entertainment. Arguably by many, a more successful
one too.
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The second video by Saint Louis Chess Club with analysis by grandmaster Yasser Seirawan
can be considered an extension of the notions and ideas presented in the previous
paragraphs. Its two critical parts are a digital chess board and voiced analysis of the game.
However, it also features a camera feed of the commentator, psychologically bringing the
viewer closer to analysis. Indeed, this YouTube video was filmed during a live lecture of
the game where the audience at times can be heard asking questions to the analyst. As such,
the created situation enables the viewer of the video to feel as part of the live audience or
at least experience the lecture in a very similar way. In fact, as Ellestrom notes, this video
can be considered as a part of a chain of media transformations (2015, p. 61). Where the
initial source medium is the game itself. Then, its target medium is the live lecture at the
Saint Louis Chess Club. This live lecture however is the new source medium for the
YouTube video. Analyses of chained transfers of media characteristics get highly complex
quickly. For that reason, it is pragmatic to focus most on the initial source medium and the
final target medium.

While movies are not one of the chosen target media of this analysis, it can nevertheless be
useful to consider some of the context pieces of the video produced by the Saint Louis
Chess Club. This is especially useful for illustrating the points made in the past paragraph.
Grandmaster Seirawan’s analysis of the game between Boris Spassky and Bobby Fischer
did not immediately start with the game itself. Instead, as explained earlier, it was preceded
by mention of the movie Pawn Sacrifice which too showcased parts of the match, including
the first game of it, in a highly dramatized film fashion.

The first section of the video by Saint Louis Chess Club thus includes a mention of
essentially another target medium which influences the perceiver’s opinion of the target
media here at analysis. These target media clearly exist not only in a chain of different
media transferring their characteristics one to the next, but also in a space together with
each other, more so making references across the media space. Seirawan explains how,
despite their efforts towards showcasing the game of chess in an authentic way, the
portrayal of Fischer’s first game against Spassky contains great inaccuracies. Most notably,
the game in the movie ends with Spassky’s answer of 30. g3, where Fischer’s bishop
suddenly cannot escape.

As analyzed previously, Saint Louis Chess Club’s video differs from other target media
due to its more objective analysis of the game. Notably, Fischer’s twenty-ninth move is not
proclaimed to be a major game-losing mistake. Instead, the real mistake comes later in the
endgame. The movie Pawn Sacrifice and its portrayal of the game’s ending may indeed
have influenced the very analysis of the game by Grandmaster Seirawan. Notably, there
may not have been as much emphasis in the video on which move exactly was the losing
blunder if the movie had not made such a mistake in the first place. In the perceiver’s
perspective, this video thus creates thoughts about both the movie and the game between
Spassky and Fischer. As such, the reference to other target media such as the movie Pawn
Sacrifice are vital for the target media of this YouTube video too.
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For all the reasons given above, it is arguable that the transformation of the source medium
to the two new ones presented in this section is even more complex. Simultaneously, this
transformation is also quite different. It is first with the Saint Louis Chess Club video and
its mention of the movie Pawn Sacrifice where the potential for analyzing transformation
from one medium to another can be discussed in terms of chained transformations. This is
also where the first video by Tryfon Gavriel differs with its more two-dimensional nature
and transformation, not utilizing or referencing other media as extensively.

Furthermore, it is debatable whether the transformation is more complete in either of the
YouTube videos compared to the previous chess magazine and the newspaper. While more
extensive in nature, covering a greater range of topic and simply requiring their perceivers
to spend more time consuming them, the YouTube media also evolve into something much
more. While the chess magazine and the newspaper can be argued to be mostly informative
and merely partly entertaining, the YouTube videos are clearly aimed at both teaching their
audience about the game and also providing entertainment. Arguably, were their
entertainment aspects limited their success on YouTube would be too.

5.3.2 The podcast world

Analysis of the target media of YouTube, chess magazines, and newspapers showcased
how contextual information can be important for the transfer of compound media
characteristics of the source medium. For this section, such contextual information is of
essence due to inherent complexity of portraying a game of chess through words only.
Indeed, podcasts are a special type of target media primarily utilizing the hearing sense.
This property of the medium presents the perceiver with certain advantages and
disadvantages. Firstly, it is much easier to consume the medium. Notably, podcasts are
famous for being consumed in a multitasking manner during other activities. However,
such limited repertoire makes it challenging to transfer properties of certain source media
fully.

For the podcasts medium, Perpetual Chess Podcast serves great purpose (Johnson, 2020).
Hosted by Ben Johnson, it is one of the most well-known chess podcasts. In the analyzed
episode, Johnson is joined by Dr. Frank Brady to discuss the life of Bobby Fischer,
including his 1972 world chess championship match against Boris Spassky. The podcast
itself is hosted on multiple online places, including YouTube. Due to the way podcasts are
typically consumed, video footage from the video or comments on YouTube will not be
considered in this analysis. The podcast is divided into multiple segments roughly
corresponding to the questions and topics discussed.

The podcast is around eighty-five minutes long, with certain segments more closely
discussing the match between Spassky and Fischer. Most of the information about the
match is from the first ten minutes of the match, while the rest of the podcast provides
information on Fischer’s life in general. For that reason, the second segment of the podcast,
starting at minute 02:00 and ending at 10:30, will be more closely analyzed than the rest.
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Listening to mere minutes of the podcast, it becomes immediately clear that this medium
does not attempt to compete with the previously analyzed target media where chess analysis
is easier to conduct. It knows its strengths and weaknesses. With the first segment of the
podcast discussing Fischer’s world championship match it is evident that the listener is
expected to be familiar with the general events that took place during it. This concerns both
the things that happened outside of and on the chess board. The first game of the match is
not directly mentioned and not referenced. However, listeners who may be familiar with
the second game of the match, where Fischer refused to play and forfeited the game to give
Spassky a two-point lead, will immediately recognize that comments by Dr. Brady
concerning unclearness on the match’s future are indirectly referencing the first two games
of the match.

The content of this target medium is not the chess game itself, it is among other things the
context pieces surrounding the match and, to some extent, the first game. When it comes
to the perceiver of this medium, there are two likely scenarios. The (vast) majority of the
listeners are likely to be people familiar with chess and history concerning the match. This
is especially true because the Perpetual Chess Podcast is a smaller podcast targeted at a
more niche and static community such as chess than many other podcasts that commonly
discuss different topics. Secondly, however, and helped with the more recent increase of
chess popularity across the internet, there is a minority of listeners who will not be as
familiar with the events of 1972, or Fischer’s life as described later in the podcast. These
two types of listeners will experience the podcast in a vastly different manner. Unlike with
the previous target media where vital information about the match, the first game, and the
players were commonly provided, the podcast assumes a certain level of knowledge about
these topics to then be able to discuss similar topics about Fischer at an ever-deeper level.

Starting with the first and more likely of these scenarios, the listeners familiar with
Fischer’s match with Spassky and his later life are unlikely to be surprised by the mentions
and references to the events of the match, as these pieces of information are already known
by them. Instead, the focus is instead on Dr. Brady’s experiences, certainly those during
the match where he attended all the games as a reporter and a friend of Bobby Fischer. As
such, the listeners are not focused on the information about Fischer but about Dr. Brady.
However, later parts of the podcast may prove to be more information heavy regardless of
the listeners’ knowledge of Fischer’s chess games. In them, Dr. Brady provides more
concrete information on his personal connections with Fischer and goes more into detail
on Fischer’s later political views. While Fischer’s more damaging behaviors, more
concretely strong antisemitic views in his older age, may be known by most experienced
chess players, Fischer’s Jewish heritage could be less well-known. Similar topics and
contextual information are discussed in the latter segments of the podcast.

The second type of listeners, with limited knowledge of Fischer and his life, will inherently
find it more difficult to follow the discussion and will miss subtler references made by the
host and Dr. Brady. Certainly, those pieces of information referring to the first game of the
match are unlikely to be picked up by them. Their focus is likely to be on the contextual
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information surrounding the match; why the match was delayed, how Fischer behaved,
what Dr. Brady thought about him. The latter portions of the podcast may even come as a
shock to the listeners.

As described previously, the podcast medium can be described using a limited number of
modalities. To enjoy it, one merely needs access to the internet through an applicable device
and a set of speakers or headphones. The only sensorial modality at play is the aspect of
hearing. Spatiotemporally, the podcast is only really represented in time and can be
compared to music. Naturally, the materialistic means which we use to perceive the podcast
are three-dimensional in space, but these dimensions are not reflected in the content of the
podcast. Semiotically, it is perhaps the most complex among the different modalities. The
content of the podcast has a complex temporal structure to it, where different events are
referred to in a non-chronological manner. Different topics are in some way thematically
connected. Fischer’s dissatisfaction with Dr. Brady’s biography of him is directly
connected to his antisemitic views, something that was expressed to Dr. Brady as early as
during the 1972 match in Reykjavik. Other topics however do not connect to each other as
well, and references to events from different years of Fischer’s life are merely subtly given.
As such, the semiotics of this podcast have a rich range.

For these reasons, the range of transfer of compound media characteristics from the original
medium to its target medium of the podcast has a rather wide range, despite its limited
modalities. Previous target media likely had a much smaller variance in transfer of
compound media characteristics among different perceivers due to their more direct
structure and connection to the first game of the match in 1972. Secondly, the podcast
format is much longer in length too. This naturally allows for more material, more transfers,
and in cases like this one, more possible variance and interpretations of the content. The
thesis author’s own reaction to the contents of the podcast was mild as most of the things
discussed in it were familiar to him. Furthermore, the information that was new about
Fischer was perceived and understood as typical of his previous actions and behaviors. But
this perception is only one of the possible ones, and likely somewhat unique due to this
perceiver’s uncommon level of knowledge about Fischer’s life and the 1972 match with
Spassky.

It is thus possible to conclude that the podcast medium is rather different from the other
media previously discussed. Podcasts are inherently simpler than YouTube videos and
lectures, and even chess magazines and newspapers. The complexity of the transformation
of the source medium to the podcast is arguably less complex, and certainly less intense
and complete than the of the previous target media. However, as was the case with the
YouTube videos, the Perpetual Chess Podcast creates new reasons to consume this
medium. While the complexity of the transformation and the amount of compound media
characteristics transferred is less than that of the previously analyzed media, the podcast
does not merely orient itself toward giving information about the game, it also provides
knowledge about topics related to the match, partly as form of entertainment for the
audience.
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5.3.3 Interactive media

Previous sections have concerned themselves with target media where the viewer, the
reader, or the listener is a passive perceiver of information broadcasted by these media.
Personal involvement with a YouTube video for example is minimal. The following target
media, however, require a certain level of active participation by the user.

More concretely, the focus of this section are digital analyses of chess games, such as
Spassky vs Fischer game 1 from 1972 in this case. The first object of analysis is the largest
and most popular chess database called ChessBase. It is primarily a tool for OTB chess
players to prepare for their opponents by studying their previous games. It, however, also
contains thousands of games where additional textual analysis, also known as annotations,
is provided. Due to its fame, game 1 of the 1972 world chess championship match is one
of such games. It is featured, together with an analysis, in an online article published by
ChessBase, celebrating the fiftieth anniversary of the match (Friedel, 2022). Apart from the
interactive board where the game is annotated and can further be analyzed by the user, the
article also features, among other things, similar contextual information as articles in
Tidsskrift for Schack and The New York Times.

The second target medium in this section is a Lichess study, featuring a similar format to
ChessBase (Lichess, n.d.-a). Compared to the article and the annotated game in ChessBase,
the Lichess study contains no contextual information about the game, prompting the user
to merely see the game. There is also no information about time usage by either player, or
when the game was adjourned. There are no annotations for the game either providing the
user with no suggestions or explanations for why certain moves potentially were played by
either of the players. Lastly, the study features a chat function, similarly to the comment
section featured in the ChessBase article.

There are, however, certain advantages of the Lichess studies compared to articles in
ChessBase. The most notable of these is the inherent ease with which a user can analyze
the game on their own. The study features a powerful chess engine built on the website
which the user can use to check the quality of every move played by both players, and any
possible alternatives to any of the moves. Furthermore, due to the relative strength of a
chess engine increasing with added computational power, this specific study features a
game analysis already provided by a strong computer, in addition to the above-mentioned
ability to use a chess engine manually in the study.

The modality aspects of these target media need no introduction. They are largely the same
as compared to any of the previous electronic and digital media types. Semiotically they
possibly differ. This is because the experience of the user is partly self-created. It is,
however, precisely this aspect of them that makes them unique and provides different
opportunities for the user to experience the games of the match compared to the other
media. Using the chess engine on Lichess for example will indicate that a completely
different move than the two previous ones discussed, 29. Bxh2 and 37. Ke4, was the
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important mistake in the game by Fischer. This move, according to Lichess, is 40.f4. The
engine evaluation only drops from 0.0 to 0.3 in Spassky’s favor with 29.Bxh2, and 0.3 to
0.7 with 37.Ke4, indicating that these moves indeed are inaccurate but do not lose
immediately. As described in Background, an engine evaluation of 1.0 suggests that the
white player has a 50% chance to win. On the other hand, 40.f4 drops the evaluation from
0.7 to 2.1, suggesting Spassky’s chance of winning the game to be higher than 95% from
that point onwards.

This claim adds extra tension, since it implies that Fischer’s mistake came just before the
adjournment of the game. As such, if he had made another move instead of it there is a
possibility that he and his team would have figured out the drawing technique before the
continuation of the game the next day. However, the Lichess study makes no mention of
the adjournment altogether, and few people looking at this study without much prior
knowledge of the first game would know that it was adjourned exactly at that point, or at
all. Even the author of this thesis does not know which games of the rest of the match were
adjourned, and at which respective moves.

Starting with the Lichess study, the question of which compound media characteristics that
have been transferred from the original source to this medium is complicated. The
experience, and as such the perception of the game, is partly curated by the user. This
experience can be related to their previous knowledge of the match and the games. More
experienced chess players will explore different options using the chess engine, while
newer players may find numbers from an engine too overwhelming for truly understanding
the nature of the game. This experience perhaps is not too dissimilar to some of the previous
target media, where insufficient explanations could lead to the same experience. For that
reason, the experience of using Lichess studies differs significantly from other media, but
the perception of the game itself may be like previous media. This is inherently because
the perception of a user is greatly influenced by their previous knowledge of the game as
well. In the case of the Lichess study, it is merely the case that this influence is even greater
since the study itself provides very limited contextual information. In general, it has been
evident in this analysis that contextual information plays a role in the user’s perception of
the medium, even when the focus of the thesis is on the game alone.

Continuing with the article in ChessBase, it shortly reflects on the “Match of the Century”,
but its focus is the first game of the match. Its first and main subtitle is named “Bobby
Fischer in Iceland: The drama of game one”, indicating from the start that this game is an
important one. Certainly, this title has a double meaning too. Firstly, it refers to all the
events and delays to the match, prior to the first game. Secondly, it also refers to the chaotic
nature of the first game itself, which is at focus in this analysis. The article features details
descriptions of the events prior to the game, coupled with a short YouTube video of the
original camera footage from the game. The article also featured numerous photographs
from the event, whose descriptions are still present in the article. Unfortunately, however,
these photographs have since been removed for unknown reasons. Nonetheless, they would
have provided the reader with information about things such as the playing venue,
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prompting the reader to themself determine whether some of Fischer’s actions were
justified. The article also features a short video of certain scenes from the movie Pawn
Sacrifice which depicted this game.

This brings another dimension to re-experiencing the events of the match compared to the
previously analyzed target media. Before discussing the game itself as it is presented in
ChessBase, this article is arguably the most complete recollection of the events before and
during the first game of the analyzed media. At its publication it featured photographic
information, video feed from the venue from when the game was played and where both
players were present, thorough complementary textual information about the match,
snippets from the movie Pawn Sacrifice, and naturally the annotated game itself. Even
without the photographs and parts of the Pawn Sacrifice movie in the article, the
combination of video feed from the first game, the thorough complementary text, and the
annotated game where the user is also allowed to analyze the game by making moves on
the virtual board, is unique and extraordinary.

Analyzing the annotated game in ChessBase, it is different from other target media in a few
ways. Firstly, it is far more extensive than any of the previous analyses of the game. It
features move suggestions, chess annotations, and comments frequently throughout the
analysis. Furthermore, it includes input and thoughts from many different top players of
the time, either in form of direct opinions or similar games and moves they previously
played; Gligori¢, Timman, Byrne, Smith, Purdy, Pachmann, Botvinnik, Wade. Secondly,
and continuing with the same logic, it is clearly aimed at experienced chess players. In fact,
some of the analysis is hardly graspable without deeper thought at the position. As such,
the analysis also requires far more time to be experienced as intended by its creators than
the previous media. The use of different annotation symbols in the analysis further supports
this point. While chess notation is commonly known, chess annotation symbols are rarely
featured outside of serious and professionally oriented chess circles.

This level of expected knowledge by the reader of ChessBase is not unexpected. Despite
its publication in 2022 during the height of chess popularity, the article follows more
conventional chess publication traditions where the expected readers of it are experienced
chess players. Certainly, ChessBase is a professional tool and most of its paid users are
strong chess players. The annotated game is a free snippet of their paid product which
features thousands of such annotated games.

This professionalism is further supported by the content of the analysis. While previous
target media often focused on one of the three different possible mistakes by Fischer as the
“true” reason for his loss, ChessBase takes a more pragmatic, and in the end more human
and, argued by the author of this thesis, correct approach to evaluating the game. The
human annotators of the game simply note that all three moves, 29. Bxh2, 37. Ke4, and 40.
f4, were practical mistakes which led to the loss. Computer engines may point to the idea
that 40.f4 was the most concrete of these mistakes in the “objective” manner, but strong
players realize that such a mistake is a product of a series of previous moves that led to it.
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Fischer would not have made that final mistake had he not initially put himself in such a
practically difficult position to play. Objective evaluation, strongly connected with chess
engine evaluation, often does correspond directly to subjective difficultness of a position
for a human. The target audience of that article is, after all, human chess players.

For these reasons it is clear that the article in ChessBase not only provides the most
complete picture of the first game of the match among the different target media but also
transfers it in the most complete way from its source medium. Both the players and the
audience during the match would have been unsure of which moves exactly were the losing
ones. 29. Bxh2 would receive strong reactions, but it would remain unclear until the end of
the game which moves exactly were mistakes by Fischer. The reader of the article in
ChessBase receives this full experience. Lastly, it is also possible to use a chess engine
while following the analysis of the game in ChessBase. However, that is hardly necessary
given the analysis already provided by the annotators.

It is also in this section of the Analysis that some difficulties with directly applying
Ellestrom’s transformation model become visible. While the perceivers’ input to the
consumption of different media was evidently important for previous media too, mostly
connected to their prior knowledge of the game, the interactive media of Lichess and
ChessBase take this a step further. The big part of the experience of consuming these target
media is carefully curated by the media creators, but an equally large part is directed by the
users through their choices and ways of navigating the chess tools provided in the media
themselves. This creates an essentially different and unique experience, and thus
transformation of the source medium to the new one, among every perceiver.

This potential issue is naturally relevant, in more limited amount, to all the analyzed target
media. However, with the target media of ChessBase and Lichess, its impact is an order of
magnitude larger. As such, the complexity of the transformation of the source medium to
the target media of Lichess and ChessBase is the most complex of the ones analyzed in this
thesis, with ChessBase taking the first place due to its own use of other media. This type
of transformation with strong user control can potentially be analyzed through the notion
of chained transformations that differ for each user. However, the practical limitation of
such an analysis using Ellestrom’s transformation model must be acknowledged.
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6 Discussion

The discussion section of this thesis is divided into three parts. The first of these will
summarize the results of the analysis, focusing on differences between the analyzed target
media. This will neatly be followed by the second (in the whole thesis) presentation of the
research questions. The first research question and its sub-question directly relate to the
methodological approach of the thesis and are as such answered by the results of the
analysis. The second research question and its sub-question are more interpretive in nature
and will allow for a larger discussion. This discussion will strongly follow into the second
part where the results of the analysis will be related and compared to previous research and
the theory presented in Literature review and Theoretical framework respectively. Lastly,
the third section will briefly summarize contributions of this thesis and opportunities for
further research on the topic.

6.1 Summary of results

The qualitative analysis of the different target media has shown their greatly different
strengths and weaknesses in conveying the information about chess games and the certain
context surrounding the whole match between Robert James Fischer and Boris Spassky.
The Analysis has shown that the basic information of the first game of the match is largely
kept the same across all the analyzed media formats. However, many smaller details are
left untold in certain media forms compared to other ones. Likewise, certain media show
inherent advantages by explaining certain particular details of the match such as the
discussed key chess positions or the emotions shown by both players during the game.

Starting with the first two media analyzed in the section of Analysis, the chess magazine
and the newspaper, it is clear that these two media types are more basic. They also bare
strong similarities with each other. Both featured the game played by Fischer and Spassky
in a similar format and utilized expert chess players to provide necessary commentary of
the game. The contrasting feature between the two media types was not necessarily the
method by which they showed the game but the expected knowledge of its readers
concerning the world chess championship match. Tidsskrift for Schack could expect certain
level chess knowledge among their readers while The New York Times had to balance their
writing for a much wider and general audience. However, as the Analysis noted, the last
article of The New York Times was more oriented towards chess players, showcasing that
The New York Times coverage of the first game was larger in volume overall. This is
perhaps unsurprising, as the newspaper produces a vastly larger volume of publications
than a chess magazine. Lastly, there were also stylistic differences between Tidsskrift for
schack and The New York Times, the latter of which contained images to familiarize its
readers with the players and used the older chess notation system.

Continuing with the two YouTube videos, these two media have shown in particular that
transferring information from one medium to another differs not only due to the differences
between the media but also due to the way the media are used. The YouTube video medium
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offers a great range of possibilities, from recording a 2D-style lecture like the first YouTube
video to recreating a 3D space with the second video. While the first video featured a more
typical analysis of a chess game, the second video combined elements of the first video
with aspects of a live lecture, providing additional details concerning the match and
engaging with the live audience. In that sense, the second video shares certain similarities
with another medium type not analyzed in this thesis, the livestream. In fact, there are
perpetual references by Yasser Seirawan, the commentator and lecturer in the video,
comparing the information given in other media formats such as the Pawn Sacrifice film.
This goes well hand in hand with Ellestrdm’s notion of chained target media, which in
connection with each other influence the transformation of information among the different
media formats.

Continuing with the podcast medium, it is perhaps the most unique of the ones analyzed in
Analysis. Where contextual information of the match was useful for differentiating the
other media from each other and detailing their focuses, it is at essence of all the
information for the medium of podcasts. This is because the medium itself is highly limited
in the way its perceiver can receive information from it. It is primarily through sound, with
limited information on the podcast in its description on different platforms like YouTube
and Spotify. This medium showed a diversified range of topics discussed about the match.
At the same time, it was also unsuited for listeners with limited knowledge of the match
and its players. Certain information was only mentioned and presented assuming that the
listener understood the reference. This is inherent to the medium, as descriptions of the
moves cannot meaningfully be analyzed using speech only. Normally, a chess board is
needed for more complex positions, such as the ones from the first game of the match
between Spassky and Fischer.

Lastly, there are the two interactive media that transferred information regarding the first
game. The Lichess study showed great possibilities for users to experience the game by
being able to study it themselves using an objective computer chess engine. However, it
lacked significant pieces of information surrounding the whole match which were vital for
understanding the history of the players, to explain their choices of moves in the opening,
and arguably why Fischer’s blunder was more likely to happen to him than to Spassky. The
article in ChessBase on the other hand successfully combined a great number of different
media formats into one, using the textual information similar to the one provided in
Tidsskrift for Schack and The New York Times and providing pictures of the match, linking
to several YouTube videos connected with the match, and providing the user with the
ability to self-analyze the games of the match in a similar manner to the Lichess study,
albeit with slightly inferior tools. The ChessBase article is arguably the most complete way
to experience the first game of the match (bar using the TARDIS time-machine), combining
features of multiple previously analyzed media formats into one.
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6.1.1 Applicability of transmediality

The discussion above regarding the summary of results can be further extended to the
notion of applicability of the theoretical concepts used to analyze the material. The
analysis has applied the theoretical framework in a few different ways. Firstly, it noted
how the media exist and function through the four modalities of media: the material
modality, the spatiotemporal modality, the sensorial modality, and the semiotic modality.
Secondly, and primarily, the media has been analyzed regarding the transformation of
information from the source medium to the target media, using concepts such as
compound media characteristics. Thirdly, the complexity of the transformation from the
source medium to the target media has also been analyzed. The degree of transformation
of information and its complexity were analyzed in connection with analysis on the type
of information transferred, the type of information lost, and the type of information
created or modified within the new medium.

The initial media analyzed, the chess magazine and the newspaper showed higher degree
of transformation of information of the first game of the match, while signaling a medium
to high level of complexity of such a transformation. The two YouTube videos as the next
target medium displayed an approximately equal degree of transformation of information
using an even higher level of complexity. The podcast medium showed a lower level of
complexity due to its limited use of modalities, and an equally lower degree of
transformation of information. However, the medium noted itself with a higher degree of
added or modified information about the chess game and the overall chess match. Lastly,
the interactive media showed an even higher degree of transformation of information,
certainly when it comes to ChessBase, utilized with a vastly higher level of complexity.

The previous paragraphs, and the parts of Analysis they are referencing, clearly show that
Lars Ellestrom’s theoretical concepts regarding transmediality are applicable to analyzing
diverse media, their coverage of a historical event, and their strengths, weaknesses, and
complexities in doing so. However, it must be noted that the framework has shown
certain practical limitations when analyzing target media with high degrees of complexity
regarding the transformation of information from the source medium. This limitation was
noted in the latter parts of the Analysis, specifically concerning the interactive medium of
ChessBase.

The use of the theoretical framework is also presented in Table 1, focusing on the
strengths and weaknesses of the different media in connection with the theoretical
concepts discussed previously.
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Table 1

Theoretical strengths and weaknesses

Medium Modalities Complexity Transformation Creation  Applicability

Magazine  Low Moderate Moderate Low High
Newspaper Low Moderate Moderate Low High
YouTube Moderate  High High Moderate  High
Podcast Very low  Low Low Very high  Moderate
Lichess Moderate  High Moderate High Moderate
ChessBase  High Very high Very high Very high Low

Note. The levels in this table, Very low — Low — Moderate — High — Very high, are
approximations of the information in Analysis and Discussion and not part of the
methodological approach of this thesis by which the material was initially analyzed.

6.2 Comparison and relation

Following the summary of the results is the second presentation of the research questions
of this thesis. As defined in Purpose and aims subsection of the Introduction, the first
question asks:

“How has the first game of the 1972 world chess championship match been
transmediated?”’

With its subquestion:
“How does media transformation differ between different target media?”

As the beginning paragraph of Discussion noted, this question is closely connected to the
results of the analysis. While the complete answer to this question is essentially impossible
to answer due to the immense media coverage it has received across vastly different types
of media since 1972, the analysis of this thesis, as argued by me, principally covers the
most important types of media coverage of the match. For this reason, the first research
question can be answered truthfully. It is clear from the subsection Summary of results that
there is great variety in the way the information from the medium of the first chess game
in the 1972 world chess championship was transmediated, and transferred, into and by other
media. Some media primarily focused on the chess moves played during the game, some
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media solely oriented themselves to providing contextual information around the first game
and the whole match, and some media attempted to provide a completer and more
comprehensive picture of the game, both in terms of the history of the players, how the
event was organized, and how the game(s) were played.

Furthermore, the transmediation of the medium differentiated itself from the perspective of
the receiver of the information. Some media assumed limited knowledge of the receiver
and provided more basic chess, or other forms of information. Other media oriented
themselves to certain pieces of information while relying on the receiver of that information
to be familiar with the overall topic. This had some correlation with the overall popularity
of the media. The Perpetual Chess Podcast assumed that the common listener would be
familiar with the topic and also had less reach than, for example, the analyzed newspaper
of The New York Times in previous sections of the Analysis. Notably however, even The
New York Times had sections oriented towards more experienced chess players, and the
overall less popular online ChessBase had strong background information on the match.
This suggests that the popularity, or lack thereof, of the analyzed media was not caused by
their choice of how much background information they provided to the receivers, but by
other factors.

Many of these factors are likely instead connected to the popularity of the different media
types as a whole and their ease of usability. Naturally, it would be ambitious to claim that
the primary reason for the popularity of The New York Times in the 1970s was because of
how much background information they provided for sporting events, and not because
newspapers as a whole were some of the most commonly enjoyed media formats besides
television.

The notions of different types of coverage of the event fit neatly with Thon’s discussion on
subjectivity as a transmedial concept and subjective representation of different media
(2015). While he primarily focuses on fictious characters within media such as movies and
comic books, the same concept can be applied to real people portrayed in any of the media
analyzed in this thesis. And indeed, this thesis has shown different points of views even
within one same medium. The New York Times specifically featured such different
perspectives, primarily aiming to provide content for their audience of different chess skill
levels. This notion further supports the point of the media’s different strengths and
weaknesses, and their ways of transmediating the game of chess.

Discussion continues with the second research question, asking:
“How has the history of the event been preserved?”’
Followed by its subquestion:

What are the contributing reasons for its preservation in media?
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As discussed earlier, the second research question and its subquestion are less directly
answered by the results of the Analysis. This is not to say that the results are insignificant,
indeed the very opposite, and some aspects of the second main question have already been
discussed earlier. The results are however better understood and the questions better
answered in connection with previous research and parts of the Theoretical framework,
specifically those concerning the preservation of cultural heritage.

Before attempting to answer the second research question by using the definitions of
cultural heritage provided in the earlier section on Theoretical framework, I will finalize
the claim that the world chess championship match of 1972, and thus its first game, is seen
as a cultural event among chess players worldwide, and among an even larger audience in
the US. This is accomplished by considering the notions from previous research presented
in Literature review.

It is clear from several diverse types of research that chess can be considered a cultural
phenomenon. Most similarly to this thesis, two other master theses analyze chess through
cultural lenses. Erik Johansson describes and analyzes online chess communities as popular
culture, while Emily Loren Castelao’s chronological analysis showcases the true depth of
chess’ cultural significance in the history of Russia (2024; 2021). John Sharples’ more
expansive book on cultural history of chess players since medieval times (2017). Indeed,
Sharples even considers Fischer’s importance, and his subsequent match against Spassky
in 1972, for the chess’ and chess player’s cultural popularity. Li et al.’s discussion on
cultural heritage aspects of Tibetan Jiu Chess further cements the idea that chess is a
cultural phenomenon (2023).

Considering sports or games to be cultural phenomena is not unique to research in chess.
As Alessandro Testa discusses, many events wish to become cultural heritage (2019). The
reason for their success, or lack thereof, in becoming heritage is often related to financial
reasons rather than their relevance, applicability or importance as cultural phenomena.
Events and places that have seen such success are the previously described Hindas Ski
Jumping Hill, Virdvallen stand, and Kumoterki, analyzed by John Berg and Maciej
Baraniak respectively (2021; 2025). For the cases analyzed by Berg, an aspect for
considering the places as sports heritage is partly based on fear of losing them. Arguably,
however, such an aspect is present in most, if not all, cases of preservation of cultural
heritage. Lastly, even Rozmiarek and Parowicz show heritage aspects of sports, in their
case of circus troupe; acrobatics, horse-riding, and later menagerie exhibitions (2026).

The results of the analysis primarily showed the differentiated ways in which the media
transferred the first game of the match to their audience. However, it also indirectly showed
that all of the media apart from two are commercial in nature. Tidsskrift for Schack
published by the Swedish Chess Federation and distributed to all members is financed by
its membership fee. The digital platform of Lichess is the only one registered as a charity,
aiming instead to promote chess worldwide while basing their financial model on donations
and merchandise. Other analyzed media all have clear commercial motives. The New York
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Times had newspapers to sell. YouTube channels are collecting ad revenue, promoting
courses on their channels, and naturally in the case of the St. Louis chess club promoting
their club and their lectures. The discussed podcast has similar commercial structure to
YouTube video, among other things including advertisements in their sessions. Lastly,
ChessBase sells many products among which is the expensive yet most common chess
database used by thousands of professional chess players.

The commercial notion of these media and the commercial nature of remembrance of the
1972 match is further supported by chess tourism. This is specifically the case for the
previously mentioned tourism to Reykjavik in Iceland, where chess players commonly
travel to play tournaments and visit places Fischer frequented during the summer of 1972.
Furthermore, Fischer’s ultimate resting place at the Laugardelir Church cemetery and the
museum next to it are frequently visited by chess players to pay tribute to one of the greatest
chess players of all time (Fischersetur Selfossi, n.d.).

Tourism is likewise a common aspect of sports heritage. Previously discussed books by
Ramshaw and Gammon, and Hill, Moore and Wood are strong examples of that. Both
provide many different examples of sports heritage tourism and certain missed
opportunities. Particularly, both give examples of sports heritage in the UK. Ramshaw and
Gammon state that the UK has great potential for sports heritage considering its importance
in developing many popular sports but that the difficulty of identifying and designating
places of wider national pride as heritage has made this area relatively unexplored, both
academically and commercially (2007, p. 3). In the same vein, Mike McGuiness. analyzes
Manchester United’s 2008 unveiling of statues dedicated to some of the greatest UK
players to have played at the Old Trafford: George Best, Dennis Law, and Bobby Charlton
(McGuiness, 2012). Furthermore, they note that sporting heroes are gradually more and
more celebrated, and that many people have developed personal attachments to stadiums
like Manchester United’s Old Trafford, equaling such static and materialistic places with
emotions and affection.

While this thesis focuses on the portrayal of the 1972 chess match and its first game through
different media, it is also clear that wider conclusions can be drawn if compared to previous
research. For this reason, answering the second main research question is possible, even if
somewhat ambitious. The analysis has shown that the first game of the match has been well
documented and details of it preserved through a plethora of different media, each
displaying strengths in transferring certain information from the game to the new medium
and hence the human receiver consuming it. The research question focuses on the wider
picture of the whole event. While the first game is arguably the most well-known and thus
well-preserved, the whole match is not disconnected from it and unknown. Most media
analyzing the match years later also mention that Fischer won the match in a dominating
style. The “missing” second game is frequently discussed as well.

The wider conclusions regarding the preservation of the event also draws back to the
discussion on the commercial and tourist aspects of preserving heritage. As shown earlier,
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the majority of media are commercial entities directly benefiting from their involvement in
preserving and transferring information about the match. Lastly, chess tourism too
functions as an instrument in preserving the history of the match. This wider collaboration
of different factors in developing sport tourism connected to cultural heritage is crucial, as
shown by Yudik Prasetyo et al (2024).

The answer to the second subquestion is partly derived from the discussion above. One of
the main reasons for the success of preservation of the event in media is its inherent famous
status. As mentioned earlier, it is known colloquially as the match of the century due to the
historic trend-breaker Fischer bringing the world chess championship title to the US for the
first time in the 20" century and due to the great games, first game included, played in the
match. This aspect naturally raises the likelihood of the event being remembered even
today.

Lastly, it is equally important to note the importance of the different media themselves.
Without their ability to commercialize the event and transfer information of the match to
their audiences, the match likely would not have enjoyed such fame as it does today.
Furthermore, different media’s diverse and complementing abilities in transferring match
information to their audience enable ever-increasing opportunities to tell the story of the
1972 world chess championship match, further solidifying the match’s status in the chess
community and elsewhere. This has the added effect of developing the preservation of the
match across multiple media.

6.3 Transmediality as a tool for heritage research

Research conducted and results obtained in this research are in many ways unique. As all
of the previous sections combined have shown, previous research has analyzed many of
the individual parts of this thesis and its research questions. However, no other research
has analyzed chess games, their preservation and transformation across media, and the
impact of those media concerning cultural heritage of chess. Furthermore, the analysis of
this thesis clearly highlighted advantages and disadvantages with consuming information,
in this thesis about chess, from different media.

For those reasons, one of the stronger findings of this thesis is the presented possibility of
using transmedial methods for research on cultural heritage. As shown in Analysis, and
more properly discussed in previous subsections of Discussion, the analyzed media have
different strengths and weaknesses when it comes to the transmediation of information
about the game. Ellestrém’s model shines in this aspect, showcasing how each medium
transforms and transmediates the source medium differently. More concretely, it is the
different compound media characteristics transferred from one medium to another that
show to which extent different media preserve the event. The preservation of the first game
of the 1972 world chess championship match can be considered preserved not in each
medium itself but as a combination of media, an eco-system. This system of media
functions as the more complete body for preservation of events. Indeed, the analysis of
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ChessBase as a medium heavily implied this concept. The article from ChessBase used a
combination of other media to complete the story it was telling its readers, simultaneously
providing this portion of the Discussion with an excellent example to support its point.
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7 Conclusion

This thesis aimed to analyze how different media portrayed the first game of the 1972 world
chess championship match between Boris Spassky and Robert James Fischer using Lars
Ellestrom’s model of transmediality. Furthermore, this differentiating portrayal was used
to explain in which the history of the game has been preserved as a cultural heritage
phenomenon.

Based on a methodological approach by Ellestrom, this thesis examined the different target
media and compared which compound media characteristics were transferred from its
source medium. The method of working with the materials, that is the different target
media, was qualitative in nature, often comparing the results between the different target
media and previous research. Furthermore, the theoretical framework of this thesis
showcased its applicability for analyzing different media. However, the highly complex
and rich medium of ChessBase illustrated some practical limitations of the framework.

The results of the analysis found key differences between the target media, suggesting that
many of them contain different advantages and disadvantages in portraying the game of
chess. One of the main arguments of the latter discussion on the results of analysis is the
advantages of this methodological approach to analyzing media, especially in relation to
preservation of cultural heritage events. The second argument is that this preservation,
based on the results of the analysis, is not tied to certain specific target media but rather
exists in an eco-system of different media. The example of ChessBase target media from
the analysis already heavily implied this, showcasing the inherent benefits of combining
multiple media for describing and preserving the history of an event.

This thesis has also described previous research on the topic. There is limited research on
chess in connection with culture, but more thorough on sports in relation to cultural
heritage. Transmediality of media connected to sports has seen some limited research.
Research conducted in this thesis shows the unique approach of analyzing media using
theoretical concepts of transmediality in relation to preservation of cultural heritage.

However, this thesis focused on a small sample of chess in media, highlighting media
coverage of one single chess game through the game’s long history, in connection with
cultural heritage aspects. There is strong opportunity for further research on the topic, not
only extending the scope of which events to analyze but also combining the research fields
of transmediality of media and sports cultural heritage. As this thesis hopefully has shown,
such a combination of research fields can be beneficial to both of them.

Furthermore, this thesis has shown certain advantages and disadvantages of diverse media
and how the system they create together manages the preservation of an event. Potential
for such research on similar, or by all means vastly different, topics is great. Ellestrom’s
model of transmediality and compound media characteristics offers a strong backbone for
potential further research on preservation of cultural heritage in media.
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