
asdfasdfasdfadad 

1 | P a g e  

 

 

Presenters 
 

Espen Aarseth (IT University of Copenhagen, Denmark) 

Espen Aarseth is the head of the Center for Computer Games Research, IT University of 

Copenhagen, and currently also director of ITU's MSc. Games program. He is also co-founding 

Editor-in-Chief of the journal Game Studies, and author of Cybertext: Perspectives on Ergodic 

Literature (Johns Hopkins UP 1997), a comparative media theory of games and other aesthetic 

forms. 

 

Amanda Alexander (University of Minnesota, USA) 

Amanda Alexander completed her M.A. in English at Humboldt State University, and she is 

currently in the PhD program at the University of Minnesota. Her research interests include 

exploring the history of the English language through standardization movements and the role 

of standardized language in historically-based video games. 

 

Hans-Joachim Backe (IT University of Copenhagen, Denmark) 

Hans-Joachim Backe is Assistant Professor at the Center for Computer Games Research of IT 

University, Copenhagen. He holds an MA and a PhD in Comparative Literature. His research 

focuses on comparative media studies, primarily on the relationship between computer games 

and comics and the meta-referential strategies employed in both media. 

 

Ziva Ben-Porat (Tel Aviv University, Israel) 

 

Kathi Berens (Portland State University, USA) 

Kathi Inman Berens curated e-literature exhibits and live performances at the U.S. Library of 

Congress and elsewhere. Her e-lit has been exhibited in shows and small galleries.  She’s 

published in Literary and Linguistic Computing and The L.A. Review of Books, among other 

venues. Kathi was the 2014-15 U.S. Fulbright Scholar of Digital Culture in Norway. 

 

Luke Bernfeld (University of Texas at Dallas, USA) 

Luke Bernfeld is a PhD candidate at The University of Texas at Dallas. He received his Bachelors 

Degree at Utah Valley University in English Literature, and his Masters at UTD in Art and 

Technology. Luke is currently working on building a theoretical framework by which video 

games can be analysed. 

Loyola University New Orleans 

Audubon Room, Danna Center 

November 20-21, 2015 

 



asdfasdfasdfadad 

2 | P a g e  

 

 

Vanessa Briceño (Barlovento Foundation, USA) 

Vanessa Briceño was a practicing attorney before switching careers to become a game designer 

and writer.  Her research and design work focuses on user experience, player engagement with 

narrative, and choice design.  She’s an active philanthropist, engaged in projects that encourage 

girls and women to explore game-making and technology. 

 

Jeffery M. Brown (University of the Sciences, USA) 

Jeffrey M. Brown is assistant professor of English at the University of the Sciences in 

Philadelphia.  His primary research interests include theatricality, narrative, and the cultural 

legacies of modernism, and his current book project considers how notions of theatrical acting 

and personal agency informed modernist prerogatives in multiple media. 

 

Alex Duncan (New York University, USA) 

Alex Duncan, an MFA candidate at the NYU Game Center, studies and designs digital games. He 

is interested primarily in representations of the natural environment and non-humans. He 

earned a BA in English literature from the University of British Columbia. 

 

Joyce Goggin (Universiteit van Amsterdam, Netherlands) 

 

Laurel Jean (Humboldt State University, USA) 

Laurel Jean completed her M.A. in English at Humboldt State University. Her current research 

interests include weird fiction, Gothic horror, and feminist literary theory. She is currently 

exploring the works of H.P. Lovecraft as they relate to the Longinian Sublime and character in 

fiction. 

 

Veli-Matti Karhulahti (University of Turku, Finland) 

Veli-Matti Karhulahti is a postdoctoral researcher in University of Turku, Finland. He is interested 

in many things, but currently pursues a theory of eSport ecologies. 

 

Andrew Kulak (Virginia Tech University, USA) 

Andrew Kulak is a Ph.D. student studying rhetoric and writing, human-centered design, and 

human-computer interaction. He is interested in the shifting contexts within which digital 

compositions emerge and become meaningful. In addition to video games, he researches social 

media discourse and applications of computational methodologies to text analysis. 

 



asdfasdfasdfadad 

3 | P a g e  

 

 

Diego La Manna (Université de Montréal, Canada) 

After a BA in Political Science, Diego La Manna has undertaken studies in video game and 

cinema at the Université de Montréal. 

 

Dylan Lederle-Ensign (University of California, Santa Cruz, USA) 

Dylan Lederle-Ensign is a PhD student in Computer Science, at UC Santa Cruz, in the Center for 

Games and Playable Media. He is interested in game studies, software studies and their 

intersections with software engineering theory and practices. 

 

Isabelle Lefebvre (Université de Montréal, Canada) 

 

Santiago Parga Linares (City University of New York, USA) 

Santiago Parga Linares is a PhD candidate at the Comparative Literature Department at the City 

University of New York.  His interests include Narratology in Video games and Comics; 

Adaptation studies; Italian and Colombian novel of twentieth century and, Proust. He currently 

lives and works in Colombia, where he writes about literature, comics and video games. 

 

Tomasz Z. Majkowski (Jagiellonian University in Krakow, Poland) 

Born 1978, PhD in Literary Theory, Assistant Professor at Department of Literary Anthropology 

and Cultural Studies at the Faculty of Polish Studies of Jagiellonian University, fascinated by 

historical interactions between pop culture and ideologies. Bakhtinist, currently trying to create 

Bakhtinian framework for video game analysis. 

 

Laurent Milesi (Cardiff University, Wales) 

Laurent Milesi is Chair of the Centre for Critical and Cultural Theory, Cardiff University. He has 

edited James Joyce and the Difference of Language (Cambridge University Press, 2003), and 

translated several works by Derrida and Cixous: (together with Stefan Herbrechter) H. C. pour la 

vie, c'est à dire... (Stanford University Press, 2006), Le Voisin de zero and Philippines (Polity Press, 

2010, 2011), Tombe (Seagull Books, 2014). He is one of the general editors for the 'Theory, 

Culture and Politics' book series at Rowman and Littlefield and Editor in Chief for the 

international journal Word and Text. A Journal of Literary Studies and Linguistics. 

 

Stuart Moulthrop (University of Wisconsin-Milwaukee, USA) 

Stuart Moulthrop is Professor of English at the University of Wisconsin-Milwaukee, where he 

teaches courses in electronic literature, game studies, and digital culture.  With Dene Grigar of 



asdfasdfasdfadad 

4 | P a g e  

 

Washington State University Vancouver, he is author of the forthcoming Traversals: The Uses of 

Preservation in Electronic Literature.  His game-related research focuses on console titles, 

particularly the Portal and Bioshock series.  From 2003-2010, Moulthrop co-directed the 

Simulation and Digital Entertainment curriculum at the University of Baltimore, a first-generation 

game design program. 

 

David Myers (Loyola University New Orleans, USA) 

 

Johansen Quijano (Tulsa Community College, USA) 

Johansen Quijano is an Assistant Professor of English and Communications at Tulsa Community 

College where he teaches courses focusing on modern and digital rhetoric and digital literature. 

 

Jonathan Pagnutti (University of California, Santa Cruz, USA) 

Johnathan Pagnutti is an aspiring Ph.D. student in Computer Science at the University of 

California, Santa Cruz.  His research interests are focused around using computational methods 

to improve human capabilities in ill-explored design spaces, such as the culinary arts, digital 

instrument creation and mixology.  Games represent a rich space where artists already work 

hand-in-hand with computational methods. 

 

Karina Popp (New York University, USA) 

Karina Popp is a game design MFA candidate at the NYU Game Center with a focus in games 

criticism. Her research interests include gender performativity in games and socioeconomic 

stratification in game development communities. She also incorporates her research interests 

into the small, experimental games she creates. 

 

Kristopher Purzycki (University of Wisconsin-Milwaukee, USA) 

As a doctoral student with the University of Wisconsin-Milwaukee English department, 

Kristopher Purzycki approaches computer games and digital writing through an ecocritical 

framework and a focus on place. In addition to a first-year composition TA, he is also the 

program assistant for the Digital Arts and Culture Program. 

  

Carl Therrien (Université de Montréal, Canada) 

Carl Therrien is an assistant professor in game studies at Université de Montréal. He co-founded 

the first international conference on the History of Games, and of the Game History Annual 

Symposium in Montreal. Major publications include the opening chapter in Before the Crash 



asdfasdfasdfadad 

5 | P a g e  

 

(2012), and a recent paper on the rise of cooperative address in game design (Wiley’s Handbook 

of Digital Games, 2014). 

 

Gabriel Tremblay-Gaudette (Rochester Institute of Technology, USA) 

Gabriel Tremblay-Gaudette is a post-doctorate research scholar at Rochester Institute of 

Technology. He earned his PhD in Semiotics from Université du Québec à Montréal; his 

dissertation subject was iconotextuality and technology in the history of literature. His research 

interests are contemporary literature, comic art, hypermedia, videogames and sports.  

 

Timothy Welsh (Loyola University New Orleans, USA) 

 

Michele White (Tulane University, USA) 

Michele White is a Professor of Internet and new media studies in the Department of 

Communication at Tulane University. Her monographs consist of The Body and the Screen: 

Theories of Internet Spectatorship (MIT Press, 2006); Buy It Now: Lessons from eBay (Duke 

University Press, 2012) and Producing Women: The Internet, Traditional Femininity, Queerness, 

and Creativity (Routledge, 2015). 

 

Michał Żmuda (University of Rzeszow, Poland) 

Michał Żmuda is a Ph.D. candidate at University of Rzeszow in Poland. He is working on the 

doctoral dissertation that explores video games as a medium influenced by literary tradition. His 

scientific interests include: games as cultural texts, literary theory, horror fiction, hip-hop culture. 

 

 

 

 

 


