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Contributors

Hilde G. Corneliussen is an associate professor of Humanistic Informatics at the Univer-
sity of Bergen, Norway. She has a PhD in humanistic informatics (2003) with a main
focus on computers and gender identity. Her main research interests are gender and
technology in various forms: gender and computer education, gender and computer
games, gender in computer history, and computer technology and gender identity.
She is currently working on a project about Norwegian computer history in a gender
perspective. Her blog, “Gender & Computing,” is at http://www.genderandcomputing
.no/.

Jill Walker Rettberg is an associate professor of Humanistic Informatics at the Univer-
sity of Bergen in Norway, and was the head of the department from 2005 till 2007. Her
background is in literature, but her research interests have expanded from her early
attraction to hypertext fiction to a broader interest in narrative in new media. In addi-
tion to having published numerous articles on narrative in blogs, games, and on the
Web, she has blogged her research regularly at “jill/txt” (http://jilltxt.net) since October
2000. Her book Blogging is to be published by Polity Press in 2008.

Espen Aarseth is Head of Research at the Center for Computer Games Research at the
IT University of Copenhagen, and Professor II at the Department of Media and Com-
munication, University of Oslo. He is currently working on an ontological theory of
games in virtual environments. Prior to coming to ITU in 2003, Aarseth was professor
at the Department of Humanistic Informatics at the University of Bergen, which
he cofounded in 1996. He is also cofounding editor-in-chief of Game Studies
(Gamestudies.org)—the first academic journal of computer game research, and author
of Cybertext: Perspectives on Ergodic Literature (Johns Hopkins University Press, 1997),
a comparative media theory of games and other aesthetic forms.
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Charlotte Hagstrom has a PhD in ethnology (1999) from the Faculty of Humanities and
Theology, Lund University, Sweden. She works as a senior researcher and teacher at
the Department of European Ethnology and as an archivist at the Folk Life Archives.
Her research interests are mainly in the fields of personal names and identity, and col-
lecting and categorization. Related to the latter are issues concerning archiving and
methodology. Her most recent publication is a book on personal names, Man dr vad
man heter: Namn och identitet, 2006 (You are what you’re called: Names and identity).

Lisbeth Klastrup is an assistant professor at the IT University of Copenhagen, affiliated
with the Innovative Communication Research Group and Center for Computer Games
Research. Lisbeth teaches courses in online communication and does research on
all forms of emergent forms of communication and interaction online, including
MMOG player stories, weblogs, and moblogs. In 2004, together with coeditor Ida
Engholm, she published the Danish anthology Digital Worlds—the Aesthetics and De-
sign of New Media. She has published articles in Danish and English on online and
transmedial worlds, interaction forms in games and Web sites, and the development
of weblogs. She initiated the first academic conference on Computer Games in Scandi-
navia and chaired the 2005 Digital Arts and Cultures Conference on Digital Experi-
ence. She is currently coediting an international anthology on internet research,
together with an Australian and an American colleague.

Tanya Krzywinska is a professor in the School of Arts at Brunel University. She is the
author of A Skin for Dancing in: Possession, Witchcraft and Voodoo in Film (Flicks
Books, 2000), Sex and the Cinema (Wallflower, 2006), coauthor with Geoft King of
Tomb Raiders and Space Invaders: Videogame Forms and Contexts (IB Tauris, 2006),
and coeditor of ScreenPlay: cinema/videogames/interfaces (Wallflower, 2002) and
videogame/player/text (MUP, in press). She is currently working on a monograph titled
Fantasy Worlds, a crossmedia study of the aesthetic, formal, and interpellative strategies
of virtual worlds in popular media, and is the convener of a master’s program, “Digital
Games: Theory and Design.”

Jessica Langer is completing a PhD in science fiction and postcolonialism at Royal Hol-
loway, University of London, and teaches film, literature, and modern Japanese history
and culture at Richmond American University in London. Her research interests in-
clude postcolonial literature, film, and theory; studies in cinema, especially East Asian
and science-fiction film; and cultural implications/applications of video games and
game culture. She has published academic articles in Asian Cinema and AngloFiles,
and her forthcoming publications include book chapters on postcolonial travel writing
and on feminism and otherness in the Alien films.

Esther MacCallum-Stewart is a postdoctoral research fellow at SMARTlabs, the Univer-
sity of East London. Her work looks at the representation of history in gaming and the
potential for educational spaces within games. Recent work has included the explora-
tion of female role-playing, how historical representation can affect player experience,
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and the ways in which games can create spaces for learning. She runs the weblog
“GlodnEpix” at http://www.whatalovelywar.co.uk/glodnepix.

Torill Elvira Mortensen is an associate professor at the media department of Volda Col-
lege, Norway (since 1991). She has been writing about multiplayer games in text-based
universes (MUD:s), and from 2005 she has been studying World of Warcraft in order
to understand massive multiplayer games with graphic representations. Since 2001
Mortensen has been on the editorial board of the international online journal
gamestudies.org, and she has presented and published articles on games in conferences,
journals, and anthologies since 1995. In 2006—2007 Mortensen is the leader of the Eu-
ropean game-researcher’s guild “The Truants,” which works as an academic network
and arena for discussions on games and a source for explorations into the World of
Warcraft universe for the contributors to this anthology.

Justin Parsler writes and runs Live Action Roleplaying (LARP) Campaigns and PBeM
games (Play By Email) on a full-time basis, including the groundbreaking “Frail Real-
ities” game system. He is also a postgraduate researcher at the University of Brunel tak-
ing part in the inaugural “Digital Games: Theory and Design” MA under Professor
Tanya Kryswinska.

Scott Rettberg is an associate professor of Humanistic Informatics at the University of
Bergen in Norway. He is a cofounder of the Electronic Literature Organization, and
serves on its board of directors. A writer and practitioner as well as critic and scholar
of new media, Scott is the coauthor of the hypertext novel The Unknown, the e-mail
novel Kind of Blue, and the sticker novel Implementation. His blog is at http:/retts.net.

T. L. Taylor is a sociologist and associate professor at the IT University of Copenhagen
and the Center for Computer Games Research. She has been working in the field of
internet and multiuser studies for over a decade and has published on topics such as
values in design, avatars and online embodiment, power-gaming, gender and gaming,
pervasive gaming, and intellectual property in MMOGs. Her current book Play Be-
tween Worlds: Exploring Online Game Culture (MIT Press, 2006) uses her multiyear
ethnography of EverQuest to explore issues related to play and game culture. For
more information see http://www.itu.dk/~tltaylor.

Ragnhild Tronstad is a postdoctoral research fellow and lecturer at the Department
of Media and Communication, University of Oslo. Since entering the field of game
studies as a doctoral student in 1998, studying questing and character performance in
the Multi-User Dungeon Tubmud, she has published numerous papers, journal
articles, and book chapters on topics related to computer games, performance, and
new media art. Recently she received a three-year research grant from The Research
Council of Norway to investigate the concepts of play, performativity, and presence
in new media art.
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