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Beil, Benjamin, is Professor for Media Studies & Digital Culture at the De-
partment of Media Culture & Theatre at the University of Cologne. Selected
publications: New Game Plus. Perspektiven der Game Studies (co-ed., Bie-
lefeld, transcript 2014); Im Spielrausch (co-ed., Gliickstadt: vwh 2017);
Game Studies (co-ed., Wiesbaden: Springer VS 2018); Playing Utopia. Fu-
tures in Digital Games (co-ed., Bielefeld: transcript 2019). Website: https:/
mekuwi.phil-fak.uni-koeln.de/benjamin-beil

Bozkurt, Can Mert, is a game developer and game designer. He holds a
Bachelor’s Degree in Computer Engineering from Beykent University Istan-
bul and a Master of Arts degree in Game Development and Research from
the Cologne Game Lab. He is currently working at Ubisoft Berlin as a Ul
Programmer. His research interests are simulation and management games
as well as interactive narrative experiences.

Brandis, Riidiger, is a PhD candidate at the University of Gottingen work-
ing on his thesis on historical procedural rhetorics. His research focuses on
the implementation of academic and political arguments in digital games
with a focus on historical games. He currently works as a game producer and
researcher at the Cologne University of Applied Sciences and at Achtung
Autobahn Studios, which he cofounded, working on the prototype for an ac-
tion-adventure set among West-Berlin’s late 1960s student movement.

Cole, Richard, is an interdisciplinary scholar of ancient history, with a par-
ticular interest in historical fiction, digital/virtual representations of antig-
uity, and Classical Reception. He is currently part of the multi-disciplinary
team on the AHRC-funded ‘Virtual Reality Oracle’ project at the University

https://dol.org/10.14361/8783830454213-017 - am 13.02.2026, 21:31:45. -



https://doi.org/10.14361/9783839454213-017
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-sa/4.0/

400 | PARATEXTUALIZING GAMES

of Bristol, where he holds the role of Research Associate in Ancient Greek
History and Virtual Reality. Alongside this, he is working on a project enti-
tled “Virtual Antiquity,” which includes an assessment of the way in which
video games are shaping new forms of public history.

Freyermuth, Gundolf S., Professor of Media and Game Studies and found-
ing co-director at the Cologne Game Lab of TH Koeln—University of Tech-
nology, Arts and Sciences, as well as Professor of Comparative Media Stud-
ies at the ifs international film school of Cologne. Selected Publications: New
Game Plus. Perspektiven der Game Studies. Genres, Kuenste, Diskurse (co-
ed., Bielefeld: transcript 2015); Games | Game Design | Game Studies. An
Introduction (Bielefeld: transcript 2015); Playing Utopia. Futures in Digital
Games (co-ed., Bielefeld: transcript 2019). Websites: www.freyermuth.com
and https://colognegamelab.de/about/faculty-staff/professors/prof-dr-gundol
f-s-freyermuth/

Glas, René is an Assistant Professor of New Media and Digital Culture, spe-
cializing in digital games and game culture, at Utrecht University’s Faculty
of Humanities. His work focuses on games and ludic media literacy, gaming
history, participatory culture and play as method. He is a founding member
of Utrecht University’s Centre for Games and Play research group. Selected
publications are Battlefields of Negotiation: Control, Agency, and Ownership
in World of Warcraft (Amsterdam University Press, 2012); The Playful Cit-
izen: Civic Engagement in a Mediatized Culture (co-ed, Amsterdam Univer-
sity Press, 2019). Website: www.reneglas.nl

Inderst, Rudolf studied Political Science, Modern History and American
Cultural History in Munich and Copenhagen. He completed his two doctoral
theses on “Communalizations in Online Role-Playing Games™ in Munich as
well as on the “Representation of Science, Research and Technology in Dig-
ital Games” in Passau. Currently, he is a lecturer at various universities on
the main topic of Game Studies as well as a department head of the Swiss
culture journal nahaufnahmen.ch.

Lamerichs, Nicolle is Senior Lecturer and team lead at Creative Business at

HU University of Applied Sciences, Utrecht. She holds a PhD in media stud-
ies from Maastricht University (2014). In her book Productive Fandom
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(2018), she explores intermediality, affect, costuming and creativity in fan
cultures. Her research focuses on participatory culture and new media, spe-
cifically the nexus between popular culture, platforms, storytelling and play.
She has co-edited Fan Studies: Researching Popular Audiences (2014) with
Alice Chauvel and Jessica Seymour.

Marak, Katarzyna, PhD, is an Assistant Professor in the Department of
Cultural Studies at Nicolaus Copernicus University in Torun, Poland; she is
the author of a variety of papers and chapters discussing independent games,
game mechanics, player experience, the storytelling aspects of games and
audience reception, as well as comparative analysis of fiction (film and liter-
ature). Selected academic publications: Gameplay, Emotions and Narrative:
Independent Games Experienced (with Mitosz Markocki and Dariusz Brzo-
stek, Pittsburgh: Carnegie Mellon University ETC Press, 2019); “Indepen-
dent horror games between 2010 and 2020: Selected characteristic features
and discernible trends” (in: Images. The International Journal of European
Film, Performing Arts and Audiovisual Communication, 2021); “Walking
through the Past: The Mechanics and Player Experience of Haunting, Obses-
sion and Trauma in Layers of Fear” (in: Theoria et Historia Scientiarum,
2017).

Markocki, Milosz, PhD, is an independent researcher based in Torun, Po-
land, whose expertise and research concern fantasy fiction and online gaming
(especially massively multiplayer online role-playing games), as well as the
related communities. He has published several peer-reviewed journal articles
about online gaming and machinima videos. He is also the author of book
chapters on game mechanics, storytelling, and various aspects of gameworld
design (including cultural framework features), as well as online player com-
munities and related culture. Co-author of 2019 book Gameplay, Emotions
and Narrative: Independent Games Experienced.

Mukherjee, Souvik, is an Assistant Professor in Cultural Studies at the Cen-
tre for Studies in Social Sciences, Calcutta. His research interests are the in-
terplay of narrativity, identity and temporality in video games as well as the
videogame industry in South-East Asia. Currently, he is researching how vid-
eogames relate to Postcolonial Studies and separately, how ancient Indian
board-games contribute to the understanding of gameplay. Souvik is the
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author of two monographs, Videogames and Storytelling: Reading Games
and Playing Books (London: Palgrave 2015) and Videogames and Postcolo-
nialism: Empire Plays Back (London: Palgrave 2017), as well as many arti-
cles and book chapters in national and international publications. He has also
been a board-member of the Digital Games Research Association (DiGRA),
been named a ‘DiGRA Distinguished Scholar’ in 2019. He is an affiliated
senior research fellow at the Centre of Excellence in Game Studies at the
University of Tampere.

Schmidt, Hanns Christian, is Professor for Game Design at the Macrome-
dia University Cologne, Germany, and research assistant at the Institute of
Media Culture and Theater of the University of Cologne. Publications in-
clude: Transmediale Topoi—Medieniibergreifende Erzdhlwelten in seriellen
Narrativen (Marburg: Biichner 2020); ,,Von Star Wars zu Culture Wars:
Worldbuilding, Worldmaking und toxische Fans einer (nicht allzu) weit, weit
entfernten YouTube-Galaxie* (in: Augenblick. Konstanzer Hefte zur Medi-
enwissenschaft 77, 2020); ,,Ludo Labo Literacy. Bauhéuser, Papphduser und
der Versuch einer medienpiddagogischen Entfaltung™ (in: Navigationen.
Zeitschrift fiir Medien 2, 2019).

Seiwald, Regina is a post-doctoral research fellow at Birmingham City Uni-
versity (BCU), where she researches narratives and textuality of video
games. She has studied English and American Studies, German Philology,
and General and Applied Linguistics in Innsbruck and Birmingham, and sub-
sequently undertook a PhD at BCU, which she successfully defended in Au-
gust 2018. Alongside presenting at numerous conferences, Regina has pub-
lished several articles and book chapters on narrative structures in video
games and contemporary fiction and is the co-editor of (Not) In the Game:
History, Paratexts, and Games (De Gruyter, forthcoming).

Tagliamonte, Giovanni is a Master Student at the Cologne Game Lab of the
TH KélIn. His research interests lie exploring the ways culture and history
shape media as well as game design analysis.

Vollans, Ed, is a Teaching Fellow at the University of Leicester within the

School of Media, Communications and Sociology, as well as Director of the
MA Media & Advertising, and a Fellow of the Royal Society of the Arts.
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Selected Publications include: “(Not) In the Game History, Paratexts, and
Games” (in: Video Games and the Humanities, with Regina Seiwald, forth-
coming, 2023); “So Just What Is a Trailer, Anyway?” (in: Arts and the Mar-
ket, 2015); “Watching the Trailer: Researching the Film Trailer Audience”
(in: Participations, with Fred Greene & Keith M. Johnston, 2016).

Wolf, Mark J.P., Professor and Chair of the Communication Department at
Concordia University Wisconsin. He is founder and co-editor of the Land-
mark Video Game book series from the University of Michigan Press. He
has been invited to speak in North America, South America, Europe, Asia,
and Second Life. Selected publications: The Video Game Theory Reader,
Vol. 1-2 (co-ed., New York: Routledge 2003/2008); Encyclopedia of Video
Games: The Culture, Technology, and Art of Gaming, Vol. 1-2 (co-ed., Santa
Barbara: Greenwood 2012); Building Imaginary Worlds: The Theory and
History of Subcreation (New York: Routledge 2012); The Routledge Com-
panion to Imaginary Worlds (New York: Routledge 2017). Website:
http://worldbuilding.institute/peop le/mark-j -p-wolf

Yang, Yaochong is a PhD Candidate at Trent University, with research in-
terests focusing on ideologies in ludic systems and cultural approaches to
media. Selected publications: “Salaryman Masculinity in One-Punch Man’s
Kynical Narrative” (in: Panic at the Discourse, April 2019, pp. 67-77);
“Whose Godzilla: Rethinking the King of Monsters through the Films” (in:
Knight, Rhonda/Quist, Donald (eds.): Who Makes the Franchise: Essays on
Fandom and Wilderness Texts in Popular Media, New York: McFarland
2021, forthcoming).
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E-Book:
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E-Book:
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E-Book:
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