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Prof. Dr. Astrid Ensslin.

"I was the person who wasn't there”: Ambispatial
Orientation and Scalable Empathy in Emersive
VR Fiction.

In this lecture | examine the paradox of ambi-spatial orientation or presence-in-
absence in readers of VR fiction. | report back on a cognitive, qualitative
empirical study examining readers of Randall Okita’s allofictional VR memoir,
The Book of Distance (2020), in terms of how they engaged and empathized
with individual characters of the story. The data provides evidence that supports
the scalability and dynamic nature of empathy. It also suggests that, in the
context of emersive VR fiction, the empathy spectrum concept needs to be
expanded by adding a key reflexive, metacognitive and metafictional
component. It further suggests that spatial design has a non-trivial role to play
for the degree to which readers are made to feel part of the storyworld, which in
turn affects their perceived proximity to fictional characters. Ultimately, the
study confirms that empathy needs to be seen as a fraught, multidimensional
and contingent concept that VR authors can problematize for their audiences
through “distance design” techniques.
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Tegan Pyke.
Character as Constraint: Narrativity on the Micro
Scale in Online Forum Replaying.

The contemporary Web is dominated by platforms and their algorithmic feeds,
and a seemingly global nostalgia has emerged that longs the 'old' Web with its
anonymity, aesthetics, and, ironically, its intimacy. The idea old Web as a whole
is complete obsolete—something that needs be recaptured, reimagined, or
reconstructed—is, however, a misconception. There are still communities on the
Web today that remain relatively unchanged, despite their emergence
occurring over two decades ago.

One such community is the forum roleplaying community. Utilising online
forum architecture and a turn-based ludic system, forum roleplayers write
collaboratively by controlling a single character at a time and carrying out
interactions via the "Yes, and.." model of improvisational theatre. Similar but
distinct from the younger ‘netprov’ genre of digital literature, forum roleplay has
its own terminology and values but is little discussed within the digital literature
academic field.

In this presentation, | will explore the ways in which the digital narratives
created in forum roleplay represent complexity on the micro scale of the
character, allowing for the development of social understanding and empathy
in writer-players as they write and interact. In doing so, | will frame
characterisation as a constraint of the genre that both dictates the terms of
initial writing engagement while influencing the outcome of the narrative.
Under this framing, the roleplayer-writer begins with a stock character or
archetype, through with detail and depth is developed via the dialogic writing
process and extraneous design processes, including reading, mood boarding,
and playlist curation.
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Khadija Nasirova.

Beyond the Portal: Attention, Power, and Ethical
Relation in Patricia Lockwood’'s No One |Is Talking
About This.

This paper explores how Patricia Lockwood's No One Is Talking About This
rewrites the structures and rhythms of social media into contemporary literary
form in order to critique the platform culture and reflect on the possibility of a
more humane digital future. Whereas discussions of digital culture in recent
fiction often treat the internet primarily as a subject matter, this paper contends
that Lockwood's novel is formally more complex, transforming scrolling, virality,
fragmentation, and digitally shaped attention into narrative devices. Through
close reading of the novel's brief sections, repetitive phrasing, tonal instability,
and sudden transition from online performance to intimate family crisis, | argue
that the portal functions not merely as a symbol of virtual existence but as an
organizing logic that reshapes perception, emotion, and ethical engagement.
The first half of the novel mirrors the speed, irony, and dispersal of platform-
mediated discourse revealing how political turmoil, collective disaster, and
personal reflection are compressed within the same economy of attention. The
second half, however, does not simply abandon digital culture; instead, it
disrupts the temporal logic of the platformm through scenes of grief, care, and
bodily vulnerability, exposing the limitations of disembodied circulation. | argue
that Lockwood’'s novel embodies a specifically literary challenge to social media
dominance by rendering its structures visible and unsettling their effects
through form. In this way, No One Is Talking About This imagines literature’s
future not as a withdrawal from digital mediation, but as a mode of restoring
attention, relation, and ethical seriousness in a technologically confined world.
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Odin Arntzen.
Buying Time. Techno-Biological Inequality in
Near Future Digital Imaginaries.

This thesis aims to analyse how current digital culture artefacts construct
depictions of the future where technological development and environmental
decay in combination gives rise to new forms of inequality. With the videogame
Cyberpunk 2077 as a primary case study the thesis aims to analyse how the
access to life extending technologies rises as a new aspect in consolidating
power in near future narratives.

In Cyberpunk 2077 the depiction of corporate elites whom have privileged
access to advanced cybernetic enhancements, biotechnology and other
experimental life extending technologies involving transcendence. All the while
the majority of the population are experiencing environmental decay, toxic
living conditions and unstable or low quality augments. It is through this
depiction that the game world highlights the rise of a new techno-biological
class divide, one where inequality is no longer just anchored in economical or
social structures, but in the duration and quality of life itself.

With the Prometheus myth as a conceptual framework for analogy the thesis
interprets how technological advancements are not to be viewed as a neutral
and universally progressive force, but as something that can contribute to
enforcing and solidify existing power structures in biologically based hierarchies.
In this sense the notion of “Buying time"” works as both a material reality and a
symbolic expression of power.

Rather than interoperating these depictions as deterministic foretelling, the
analysis of Cyberpunk 2077 places it within a broader field of digital cultures
who actively participate in shaping and negotiating the future. The thesis goes
into how these forms of narratives both reflect and affect current discord of
technological developments, environmental crisis and the ethics surrounding
life extension.

Last, the thesis poses arguments for the emergence of technological systems
that can contribute to the resurfacing and enforcing of historical inequality in
new techno-biological forms, while at the same time opening for reflection
surrounding alternate depictions of the future and possible trajectories.
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Nadja Hieber.
Future Vision: Returning Al's Technological Gaze.

With the intense acceleration of technological development in recent years,
artificial intelligence (Al) has become a non-negotiable element of future visions.
Dropping the naive assumption of Al as a passive and controllable tool, in
context of Actor-Network Theory (ANT), Al has to be considered an active actor
in the socio-technological assemblage. Large language models (LLMs) have
entered the mainstream and pose a severe threat to literature: Studies show
that many readers prefer Al written poetry over human-authored lyrical texts.
This paper proposes a new conceptualization of the technological gaze and
contrasts it to existing scholarly literature defining the term. Building on Laura
Mulvey's male gaze, Al's technological gaze functions through the
objectification and reduction of human literature into mere statistical patterns.
While LLM development aims at the closest possible imitation of the human
and competing with human authors, it also exploits human authored texts for
its own optimization. However, as this paper will show, the perspective of the
technological gaze offers a site of resistance: returning this gaze. Further, by
exploring how poets and performers might challenge algorithmic mimesis
through embodiment and “un-statistifiable” narratives, this presentation seeks
to empower human creators in the face of global technological challenges.
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Laiba Iftikhar.

What remains Literary: Twitterature, Generative
Al, and the Political Stakes of Human Authorship
and Voice.

Salman Rushdie attunes literature as a place where one might go to explore the
highest and lowest places in human society and in human spirit. This succinct
harmony of literature and life now lays under profound threat with the rapid
advances of generative artificial intelligence. Once, what were words on a page,
are now reduced to commands given to a chatbot, and the author is now re-
established as a prompter. In a cultural landscape shaped by capitalism and
generative Al, this paper inquires: in the age of digital literary affordances and
large language models, what remains literary and who remains an author by
delving into Twitterature and prevalent large language models, respectively.

Twitter was the first digital platformm to democratize literary from into what is
now theorized as Twitterature. The literature present on Twitter, however, is not
free from platform’s affordances: character limits, threading and audiovisual
embeds are excised as literary tools (Escandell, 2014), raising an important
guestion of what literature can be attributed to in contemporary age. This paper
then explores the author-reader relationship described by Romero (2015) as a
transmedia readership, while examining the new literary forms it creates (haiku-
like in compression yet distinct in digital register (Torres, 2016)). It also delves
into to the capitalistic disadvantage of such platforms and therefore into
algorithms systematically determining who gets to create, how much and for
whom. This subordinates literary value to market visibility in the hands of
technological oligarchies, and whose voices will these oligarchies choose to
amplify and whose they systematically erase.

Generative Al transforms this question from what remains literary to who
remains the author. Drawing on Bajohr's (2024) model of quaternary authorship
and Genette's (1997) paratext theory of reinserting human intentionality into
algorithmic imagination, Noble's (2018) algorithmic bias and Schréter's (2025)
observation that Al reproduces emotional patterns without emotion itself, this
paper asks: what do these platforms afford as literature, how does this turn
literature political, who, in the age of prompt, remains the author, and
speculates what this means for literature and literary forms in the future?
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Devrim Pinar.
Imaginaries of Authorship: Assessment, Al, and
the Narrative of Learning in Digital Culture.

What does it mean to be an author in the age of artificial intelligence? As Al-
generated texts increasingly shape educational practices, traditional
assumptions about authorship, originality, and academic integrity are being
reconfigured. This presentation reframes assessment not only as evaluation, but
as a narrative practice through which learning, authorship, and agency are
constructed and negotiated.

The presentation draws on a current collaborative research project (March-June
2026) conducted by M.Ed. student teachers from Germany, Turkiye, and ltaly
within the European Commission's eTwinning initiative Learning in Times of
Change. The project investigates academic integrity in digital culture through a
literature review, comparative perspectives, and a cross-national survey
examining student teachers’ attitudes toward and practices with Al-generated
work in all three countries.

Positioning Al within broader transformations of digital narrativity, the project
explores how educational texts are increasingly co-produced by human and
non-human agents, raising questions about voice, authenticity, and
responsibility. From this perspective, “cheating” becomes less a fixed category
and more a contested interpretation of authorship within evolving digital
environments.

In response, the project examines alternative assessment models—such as
process oriented, dialogic, and project-based approaches—that foreground
transparency and learner agency as key elements of future-oriented learning.
Presented as a work-in-progress, this talk will highlight the research design,
intercultural collaboration, and initial findings of the project, asking how
educators can develop assessment practices aligned with more inclusive and
reflective imaginaries of learning in digital culture.
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Max Schmid.
“We've Become One with the Sound:” Dystopias
of Noise and a Rehabilitation of Silence.

Proliferating anxieties about social, digital, and governmental systems
outgrowing their servitude to human inhabitants continually inspire conspiracy
theories and dystopic visions of the future alike. 20th century fears of
totalitarianism survive in the digitized 21st century by co-opting an uneasiness
about out-of-control distributed systems and technocratic dominance.
Ambivalent visions like the dead and alive internet theories highlight the
growing sense of disempowerment in digital societies which are nonetheless
octroyed onto citizens. With the emergence of fully digital spaces begins a
territorial dispute for their topography; the weapon of choice is noise — a
frequency of meaning-making now mass-produceable. No longer a purely
auditory sensation, noise morphs cross-medially but remains hard to shut out.
Each contribution to digital discourse adds to the excess of meaning and
elongates the list of fatigued signified slackening into amplified white noise.

As all space becomes digital, democracy as discourse ceases functionality: Noise
inspires either drowning out or opting out of (democratic) discourse — both
championing silence, classically considered defeatist or conservative. Such
silence, however, may be reframed as a product of resistance and finding a new
aurality. Current trends of emigration from digitized spaces underscore the
want for a reduction of scope and new intensity of affection that resonate in
recent works of fiction and music. The hounded individuals of Scary Monsters
and Gliff offer instructions on disappearing as their (non-)human networks
attempt to pin them down while SUPERBLOOM and silence outlives the earth
project and inhabit spaces in which silence prevails to contrast a previous
struggle with dystopic spaces of noise. All texts emphasize a reconciliation with
politics of silence and listening as means of silently sheltering democracy, digital
or not, in times of noise.
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Memoona Bukhari.

Al Smith’s Future Imaginaries: Resisting
Unwanted Futures of Weaponized Data and
Surveillance.

Al companies are enabling military operations, where states collaborate with
giant technological hubs to create systems to target the vulnerable population.
Open-Al Anduril and lIsrael's Lavender Al programs are recent examples of
digital operations of mass human target Killing in Gaza and lran. Ali Smith's
novel Gliff paints a similar picture, where it shows that our reality is not different
from what surveillance dystopia it depicts. Gliff shows a big Supera Bounder, a
machine systemically designed to algorithmically mark down red paint around
the "unverifiable” people (UVs) for total destruction. UVs are the off-grid truth
tellers of social and climate injustice, who refuse to wear mandatory wrist
watches to escape behavioral data surveillance. Gliff exposes Big Data
surveillance as infrastructure of eco-violence and authoritarian control, while
imagining posthuman alliances as resistance. It depicts the nostalgia for old
dumb tech through the mother's concern of computers but simultaneously
rejects complete hopelessness. The novel provides symbols of resistance like Al-
Gliff, the horse, and human alliances like the sibling bonds and UVs, as a joined
resistance against the giant technological oligarchies. Smith believes in
collaborative resistance and calls imaginaries where humans evade militarized
verification and get independence over data violence. | envision a future where
humans through all possible agencies including literature, non-human tools
and nature disrupts the rule of surveillance and state-controlled dominance. As
Gliff also models how literature can create narratives that refuse digital
dystopias, and foster resistance through stories, | believe in using literary studies
that equip us to theorize and understand resistance better against Al
weaponization via narrative imaginaries.
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Buse Gursel.
Urban Governance Simulator and the Legibility
of Urban Form.

This presentation introduces Urban Governance Simulator, a practice-based
digital culture project that explores how governance becomes legible through
urban form in an interactive, story-driven city simulation. The project explores
how digital systems shape experience through structured choices, interfaces,
and feedback. Building on urban theory and game studies, it treats governance
and urban form as tightly connected. Political priorities and institutional
arrangements do not simply regulate the city from above, but materialize in
housing, infrastructure, public space, security, and everyday access.

The project responds to a limitation in mainstream city-building games, which
often frame governance as a technical problem of optimization while
minimizing political conflict, inequality, and contested urban futures. In
contrast, Urban Governance Simulator uses scenario-based dilemmas across
domains such as food, housing, migration, security, health, environment,
culture, and gender. Each problem can be answered through different
governance logics;, participatory, welfare-statist, state-led, technocratic, or
market-led; and each choice produces systemic and visible architectural
conseqguences over time. In this way, the city itself becomes a narrative record of
accumulated policies rather than a neutral management surface.

Methodologically, the project combines research through design with
qualitative interviews, treating the prototype both as a research artifact and as a
tool for examining how players interpret governance through play. The
presentation argues that interactive simulation can function as a critical form of
future-making, not by predicting urban futures, but by making competing
political imaginaries playable, comparable, and open to reflection.
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