Contributors

Robin Curtis holds the Chair in Media and Cultural Studies at the Heinrich-
Heine-Universitdt Diisseldorf. From 2017 to 2021, she held the Chair in Media
and Cultural Studies at the Albert-Ludwigs-Universitit Freiburg. Her previous en-
deavours include the roles of Filmmaker (NACHLASS, 1992), Curator (e.g., Special
Programme “Out of Time” Oberhausen 2001, Werkleitz Biennale, 2002, Goethe
Institute Tour “Geschlecht-Konfliktbewdltigung” Israel/Palestine 2003) and
Media Scholar. She is on the editorial board of the journal Pop. Kultur und
Kritik (transcript Verlag) as well as the advisory board of the internet journal
nachdemfilm.de. Robin was born in Toronto, Ontario. Canada. Selected publica-
tions: “Medienwissenschaftliche Multimodalititsforschung,” Zusammen mit
Klaus Sachs-Hombach, John Bateman, Beate Ochsner/Sebastian Thies, MEDIEN-
wissenschaft 01 (2018) pp. 8-26; “Objects Arrested in Time and Space: Abstrac-
tion and Affect,” The Cine-Files: A Scholarly Journal of Cinema Studies. Issue
10: Special Issue on Cinematic Affect, Anne Rutherford (ed.), http://www.the-
cine-files.com/; “Immersion and Abstraction,” Immersion in the Visual Arts and
Media, Burcu Dogramaci und Fabienne Liptay (eds.), Amsterdam: Rodopi Verlag
2016 pp. 41-64.

Endl, Andreas, holds a Ph.D. in Socio-Economics from the Vienna University of
Economics and Business and an M.Sc. in Natural Sciences from the University of
Vienna. He is a Senior Project Manager and Research Fellow at the Vienna
University of Economics and Business, Institute for Managing Sustainability.
Through his many years of work in international and European research projects,
Endl has gained extensive experience in mineral resource governance, sustainable
development policies, and due diligence in mineral supply chains. Endl's research
focuses on identifying the links between extractive sector environmental risks
and sustainable development trajectories. Selected publications: “LCSM in
Policy Frameworks—Responsible Sourcing” (co-ed., Handbook on Life Cycle
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Sustainability Assessment, [forthcoming]); “Europe's Mining Innovation Trends
and their Contribution to the Sustainable Development Goals: Blind Spots and
Strong Points” (Resources Policy 74, 2021); “Exploring frame conflicts in the de-
velopment of a new mineral resource policy in Austria using Q-methodology”
(Ambio 52[1],2023).

Websites: https://www.linkedin.com/in/andreas-endl-22877413a/?originalSubdo-
main=at; https://research.wu.ac.at/de/persons/andreas-endl-4

Ezepue, Ezinne M., is a postdoctoral researcher of African Folklore at the inter-
national film school, in Cologne. She holds a B.A. in Theatre & Film from the
University of Nigeria, an M.A. in Film & Television from the University of Bir-
mingham, and a Ph.D. in Media Studies from Birmingham City University. Prior
to her Alexander von Humboldt-funded postdoctoral research, Ezepue taught Film
Studies at the Department of Theatre & Film Studies, University of Nigeria,
Nsukka. Before her research interest expanded to African Storytelling, Ezepue
researched the Nigerian Film Industry, Nollywood, about which she has written
and been published in both books and journals. Selected publications: “The New
Nollywood: Professionalization or Gentrification of Cultural Industry” (SageO-
pen 10, 2020); “Gentrification in Media Spaces: Nollywood in Perspective” (Co-
gent Arts & Humanities 7, 2020); “Political Economy of Nollywood: A Literature
Review” (Journal of African Cinemas 12, 2020); “Crippled Cinema of a Crippled
Nation’: Interrogating the National Cinema Concept” (Journal of Communication
and Media Studies 6, 2021); “Marketing Nigerian Films,” in: Marketing the
Arts: Breaking Boundaries, ed. Finola, K. / Preece, C. (Taylor&Francis, 2023).
Website: https://www.researchgate.net/profile/Ezinne-Ezepue

Fernandez-Vara, Clara, holds a Ph.D. in Digital Media from the Georgia Insti-
tute of Technology and an M.Sc. in Comparative Media Studies from MIT. She
works as an Associate Arts Professor at New York University. Previously she
worked as a Postdoctoral Researcher at the Massachusetts Institute of Technology.
Selected publications: “Play’s the Thing: A Framework to Study Videogames as
Performance” (International Digital Games Research Association [DiGRA] Con-
ference, 2009); “Game Spaces Speak Volumes: Indexical Storytelling” (Digital
Games Research Association Conference 2011, 2011); “The Game’s Afoot: De-
signing Sherlock Holmes” (Proceedings of DiGRA 2013: Defragging Game Stud-
ies, 2013).; Introduction to Game Analysis (Routledge, 2019).
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Freyermuth, Gundolf S., Ph.D., Professor of Media and Game Studies and
founding co-director at the Cologne Game Lab of the TH Koeln—University of
Technology, Arts and Sciences, as well as Professor of Comparative Media
Studies at the ifs international film school of Cologne. Selected Publications:
“Games | Game Design | Game Studies. An Introduction” (Bielefeld: transcript
2015); “Playing Utopia. Futures in Digital Games” (co-ed., Bielefeld: transcript
2019); “Paratextualizing Games: Investigations on the Paraphernalia and
Peripheries of Play” (co-ed., Bielefeld: transcript 2021); “Playful Materialities:
The Stuff That Games Are Made Of” (co-ed., Bielefeld: transcript 2022).
Websites: https://www.freyermuth.com/ ; https://colognegamelab.de/about/fac-
ulty-staff/professors/prof-dr-gundolf-s-freyermuth/

Friedmann, Joachim, Prof., Ph.D., is a script- and head writer for several multi-
ple-award-winning TV series (ARD, ZDF, RTL) and author for Comic Scenarios
(Disney, Egmont, Carlsen). As a storytelling consultant, he worked for institutions
and companies like Microsoft and the German Federal Ministry of Environment,
creating educational and interactive Online formats. He teaches serial, trans-
medial, and interactive Storytelling at the University of Hildesheim, the Filmuni-
versitéit Potsdam, the Film-Academy Baden Wiirtemberg, and the Hamburg Media
School. In 2016, he received his doctorate with a thesis on Transmedial Storytell-
ing. Since 2017 he is a Professor of Serial Storytelling, heading the Master's Pro-
gram of the same name at the international film school (ifs), Cologne. Selected
Publications: Storytelling in Media (Miinchen: UVK | UTB, 2021); “Storytell-
ing—die Vermittlung narrativer Gestaltungsprinzipien in der Hochschullehre” In:
Berendt, B. et. al. (eds.): Neues Handbuch Hochschullehre (Berlin: DUZ 2019);
Transmediales Erzihlen: Elemente narrativer Gestaltung in Literatur, Film,
Graphic Novel und Game (Konstanz: UVK 2016)

Website: https://www.filmschule.de/en/filmschule/people/prof-dr-joachim-fried-
mann

Friedrich, Jorg, is a Game Designer from Berlin and co-founder of Paintbucket
Games, an independent game studio that made the historical resistance simulation
Through the Darkest of Times (Germany 2019, O: Paintbucket Games—Game
Designer: Jorg Friedrich). Friedrich additionally works as a freelance lecturer for
game and narrative design at various academic institutions. Before he founded his
own studio, Friedrich worked for 15 years in creatively influential roles on big
production games like SPECOPS: THE LINE (USA 2012, O: Yager Development
GmbH), DRAKENSANG (Germany 2008, O: Radon Labs GmbH—Game Designer:

‘Access - (=) ExEa—-


https://doi.org/10.14361/9783839464861-015
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-sa/4.0/

364 | CROSSING BOUNDARIES

Bernd Beyreuther), and DEAD ISLAND 2 (Germany [in development], O: Dam-
buster Studios Ltd.).

Grampp, Sven, P.D., Ph.D., is the Assistant Professor (‘Akademischer Oberrat’)
at the Institute of Theatre and Media Studies at Friedrich-Alexander-University of
Erlangen-Nuremberg. He studied German Literature, Media Studies, and Art His-
tory at the University of Konstanz. He was awarded a doctorate with a thesis on
the printing press in media theory; his habilitation thesis was on the reporting of
the Space Race in 'East' and "West'. His research interests include Space Race,
Media Theory, and Television. Selected Publications: Medienanalyse. Eine me-
dienwissenschaftliche Einfiihrung (Stuttgart: UTB GmbH, 2021); Politische Me-
dienikonologie. Eine Einfiihrung zur Illustration (Stuttgart: UTB GmbH, 2023)
; “Space Porn. Mediating the Apollo-Sojuz-Test-Project” in: Navigationen: Tech |
Demo 3 (forthcoming).

Website: https://www.theater-medien.phil.fau.de/person/sven-grampp/

Hoyer, Dirk, is a filmmaker and researcher who is working in the intersection of
Film, Media, Contemporary Art, and Utopian Studies. Currently, he is an Associ-
ate Professor of Audiovisual Arts at the Baltic Film, Media, and Arts School in
Tallinn. He holds an M.A. from the Sorbonne, Paris, and a Ph.D. from Aalto
University, Helsinki. Hoyer has written and directed two feature films, two
documentaries and works as a story consultant. "His work is focused on Storytell-
ing, Political Imaginaries, Film History, Urbanism, and Artistic Research. 2023
his second book, Retopia—Creating New Spaces of Possibility, will be published
by Routledge.

Mapondera, Eugene Ramirez, is the creative director at Kay Media Africa and
Co-founder of Comexposed, a creative hub for digital artists in Zimbabwe. He
holds a B.Sc. (Hons) in Political Science from the University of Zimbabwe.
Mapondera is an animator and illustrator, having worked in film, advertising, and
publishing for over 14 years. Mapondera was the youngest jury member at the
2022 Durban International Film Festival. He has been the go-to storyboard artist
for over 20 indie films & music videos from Australia, the USA, Canada, and the
UK including THE SECRET PRINCESS (UK 2016, D: Brian Brough) and BOSTON
(USA 2014, D: John Jencks). Mapondera is the creator of the Zimbabwean Web
Series EPHEMERAL TALES (2022).

Website: https://linktr.ee/eugeneramirez
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Martin, J., Professor of Game Design at the Mediadesign University of Applied
Sciences in Diisseldorf, Germany, teaches Game Design and Design Methodolo-
gies with a focus on independent & innovative games. He received his M.A. in
English & American Studies, Language History & Medieval Literature, and Ger-
man Philology in 1999, and his Ph.D. in American Studies in 2009, with additional
studies in Modern Japan and Philosophy in between. From 2006 to 2010, he co-
founded and co-managed the independent game developer studio Linking People
Ltd., Hong Kong. His research explores the dynamics of emotion, motivation, and
memory in game-based learning. Selected Publications: The Ludotronics Game
Design Methodology: From First Ideas to Spectacular Pitches and Proposals
(CRC Press, 2023); “Learning to Play, Playing to Learn: An Integrated Design
Approach for Learning Experiences in Video Games” (ResearchGate, 2018);
“Tuning Aristotle: An Applied Model of Emotions for Interactive Dramatic Struc-
tures” (ResearchGate, 2017); “Making Sense: Juxtaposing Visual, Auditory, and
Kinesthetic Design Elements to Create Meaning, Reinforce Emotions, and
Strengthen Player Memory Formation and Retrieval” (ResearchGate, 2016); “A
Functional Model for Dialogic Speech in Video Game Design” (ResearchGate,
2015).

Websites: ludotronics.net/ (Ludotronics ed., CRC-Press, 2023); voidpunk.com/
(creative project); betweendrafts.com/ (personal blog).

Nieser, Florian, Ph.D., is currently the Managing Director of the Heidelberg Cen-
ter for Digital Humanities at Heidelberg University. He finished his first state
exam in German Literature Studies and Theology and acquired a certificate for
Digital Humanities at the University of Tubingen. He completed his Ph.D. in Ger-
man Medieval Studies in 2018 with a thesis about the semiotics of heroic figures
in the “Bataille d'Aliscans” and in Wolfram von Eschenbach's Willehalm. Nieser
is a member of the editorial team of PAIDIA since June 2018 and has been on the
editorial team of the open-access project: “Middle Ages: Interdisciplinary
Research and Reception History” since the beginning of 2020. His current re-
search interest is to identify and develop transmedial concepts that productively
connect Middle High German literature with digital Game Studies. Selected pub-
lications: “Videospielhelden” (in: Compendium Heroicum, Sonderforschungs-
bereich 948); “Helden—Heroisierungen—Heroismen” (Freiburg: der Universitit
Freiburg, 2022); “Immersion, Virtualitdt und Affizierung in mittelalterlicher Lit-
eratur und digitalem Spiel” (Paidia—Zeitschrift fiir Computerspielforschung,
2021); “Immersion as an Intermedial Phenomenon in Medieval Literature and
Modern Games” (Winchester: The Middle Ages in Modern Games: Conference
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Proceedings (vol. 2), 2021); “Die Dinge und das Verschwinden” (Salzburg:
MEMO—Medieval and Early Modern Material Culture Online 8, 2021).
Website: uni-heidelberg.de/en/hcdh

Ossa, Vanessa, is a Postdoctoral Research Associate at the University of Applied
Science in Cologne, Germany. She is a former member of the Collaborative Re-
search Center 923 “Threatened Order—Societies under Stress” in Tiibingen. Her
research focuses on Narrative Representations of Post-9/11 Terrorism as well as
Transmedial Narratology, with a particular interest in Film, Fictional Television,
Comic Books, Video Games, and related participatory practices. Selected Publi-
cations: The Sleeper Agent in Post-9/11-Media (Cham: Palgrave Macmillan
2023); Comics and Agency (co-ed., Berlin/Boston: de Gruyter 2022); Threat
Communication and the US Order after 9/11: Medial Reflections” (co-ed., Lon-
don | New York: Routledge 2021).

Pfister, Eugen, Dott. Ric. Ph.D. leads the SNF Sinergia project “Confederation
Ludens: Swiss History of Games, Play and Game Design 1968-2000” at the
Hochschule der Kiinste Bern HKB, 2023 to 2027. Previously he led the SNF Am-
bizione project “Horror—Game—Politics.” He researches and teaches the history
of ideas and political history in and of video games. Selected publications: ““Wie
lernt man die Welt am besten kennen? Man macht sie sich untertan.' Zur Ideenges-
chichte von Herrschaft in digitalen Spielen” (Osterreichische Zeitschrift fiir Ges-
chichtswissenschaften 33(2), 2022); “‘Know Your History!” The Cold War in
Video Games and its function” (Tiempo Devorado. Revista de Historia Actual
Numero 1, 2022); “Spiel ohne Juden. Zur Darstellung des Holocaust in Digitalen
Spielen” (co-ed., Wien: Nationalsozialismus Digital. Die Verantwortung von Bib-
liotheken, Archiven und Museen sowie Forschungseinrichtungen und Medien im
Umgang mit der NS-Zeit im Netz, 2021); ““MmmRRRrr UrrRrRRrr!!’: Translat-
ing political anxieties into zombie language in digital games” (ed., London: The
Dark Side of Translation, Federico Italiano, 2020); “Zombies Ate Democracy: The
myth of a systemic political failure in video games” (ed., London: The Playful
Undead and Video Games Critical Analyses of Zombies and Gameplay, 2019).

Preisinger, Alexander, M.A., M.A., Ph.D. is a Senior Lecturer at the University
of Vienna in the Department for Didactics of History. He has degrees in Education
for German Philology, History, Psychology and Philosophy. Preisinger worked at
the Austrian Academy of Sciences and was a teacher at a Viennese school for ten
years. Today his scientific fields of work are Methodology of History and Game-
Based Learning. He is the founder of GameLab, a popular game-based online
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learning platform, available here: https://gamelab.univie.ac.at/. Selected Publica-
tion: Digitale Spiele in der historisch-politischen Bildung (Wochenschau Verlag,
2022).

Schmidt, Hanns Christian, Ph.D., is a Professor of Game Design at the Macro-
media University of Applied Sciences, Cologne, and research assistant at the
Institute for Media Culture and Theatre at the University of Cologne. He did his
doctorate on Transmedial Storyworlds in Serial Narratives and worked on a
research project at the Cologne Game Lab (TH Koln) on Game Literacy. His
research interests include Game Studies & Game Design, Game Literacy,
Transmediality, Intermediality, Film and Television Studies, and Lego bricks.
Selected publications: “Playing Utopia. Futures in Digital Games” (co-ed., Biele-
feld: transcript 2019); “Paratextualizing Games: Investigations on the Parapher-
nalia and Peripheries of Play” (co-ed., Bielefeld: transcript 2021); “Playful
Materialities: The Stuff That Games Are Made Of” (co-ed., Bielefeld: transcript
2022). Websites: https://mekuwi.phil-fak.uni-koeln.de/personen/wissenschaft-
liche-mitarbeiter-innen/dr-hanns-christian-schmidt//;
https://www.macromedia-fachhochschule.de/de/menschen/hanns-christian-
schmidt/
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transcript publishing stands for a multilingual transdisciplinary pro-
gramme in the social sciences and humanities. Showcasing the latest
academic research in various fields and providing cutting-edge diagno-
ses on current affairs and future perspectives, we pride ourselves in the
promotion of modern educational media beyond traditional print and
e-publishing. We facilitate digital and open publication formats that can
be tailored to the specific needs of our publication partners.

OUR SERVICES INCLUDE

e partnership-based publishing models
e Open Access publishing

* innovative digital formats: HTML, Living Handbooks,
and more

* sustainable digital publishing with XML
* (digital educational media

» diverse social media linking of all our publications

Visit us online: www.transcript-publishing.com

Find our latest catalogue at www.transcript-publishing.com/newbookspdf
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