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In the last decade, machine vision has become part of the everyday life of ordinary people. Smartphones
have advanced image manipulation capabilities, social media use image recognition algorithms to sort and
filter visual content, and games, narratives and art increasingly represent and use machine vision techniques
such as facial recognition algorithms, eye-tracking and virtual reality.
The ubiquity of machine vision in ordinary peoples’ lives marks a qualitative shift where once theoretical
questions are now immediately relevant to the lived experience of ordinary people.
MACHINE VISION will develop a theory of how everyday machine vision affects the way ordinary people
understand themselves and their world through 1) analyses of digital art, games and narratives that use
machine vision as theme or interface, and 2) ethnographic studies of users of consumer-grade machine vision
apps in social media and personal communication. Three main research questions address 1) new kinds of
agency and subjectivity; 2) visual data as malleable; 3) values and biases.
MACHINE VISION fills a research gap on the cultural, aesthetic and ethical effects of machine vision.
Current research on machine vision is skewed, with extensive computer science research and rapid
development and adaptation of new technologies. Cultural research primarily focuses on systemic issues
(e.g. surveillance) and professional use (e.g. scientific imaging). Aesthetic theories (e.g. in cinema theory)
are valuable but mostly address 20th century technologies. Analyses of current technologies are fragmented
and lack a cohesive theory or model.
MACHINE VISION challenges existing research and develops new empirical analyses and a cohesive theory
of everyday machine vision. This project is a needed leap in visual aesthetic research. MACHINE VISION
will also impact technical R&D on machine vision, enabling the design of technologies that are ethical, just
and democratic.

Soviet filmmaker Dziga Vertov was an
early theorist of machine vision. Still from
Man With a Movie Camera (1929).

Screenshot from Republique (2013), a
game where the player sees through
surveillance cameras.
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Advertisement for Spectacles, videorecording sunglasses that can publish
directly to Snapchat.
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Section a: Extended Synopsis of the scientific proposal
Snapchat’s selfie lenses are one of many examples of everyday machine vision. Snapchat was launched in
2011, and selfie lenses were introduced less than two years ago, but have become popular with extreme
speed: in all probability, more than 10% of all Norwegians play with selfie lenses every single day1. Selfie
lenses are fun. They also normalise biometrics, a form of machine vision that is otherwise used to identify
and control individuals (Rettberg
2017). When you launch the
Snapchat app on your phone, it
opens to the camera, showing
you the image of your own face.
If you hold down a finger on the
image of your face, a biometric
grid is superimposed on your
face, referencing a visual
rhetoric more commonly used in
Figure 1: Selfie lenses on Snapchat, February 2017. Image on left shows biometric grid.
representations of identification,
surveillance and control. Icons at the bottom of the screen show the different lenses you can apply, and by
swiping through them, you can instantly see your face altered in a dozen ways or more. The facial
recognition algorithms underlying Snapchat’s selfie lens technology allow the distortions and masks to
perfectly align with the user’s own eyes, nose and mouth, so you can move with the lens, seeing for a
moment what it would be like to have rabbit ears and whiskers, or divinely smooth skin, large eyes and a
flower crown. Pass a phone to a child or adult and let them play with the selfie lenses: they will almost
always laugh with delight.
MACHINE VISION investigates how ordinary people interact with machine vision (the registration,
analysis and representation of visual information by machines and algorithms) in their everyday lives. While
existing research has tended to emphasise system-level use of machine vision, for instance in scientific
imaging or surveillance, I will instead examine its domestication and the playful nature of individuals’
interaction with machine vision. MACHINE VISION is founded upon the assumption that art and aesthetic
expression deeply engage with changes in perceptual technologies, and that the study of art, narratives and
games will be a productive source for insights about our relationships with machine vision, and so my main
empirical data will be digital art, games and narratives that thematise and simulate machine vision,
using digital methods and network analysis to gain an overview of a corpus, followed by close readings of
a selection of works. This will be complemented by ethnographic fieldwork studying how ordinary people
use machine vision apps and technologies for self-representation and communication in social media, and by
a thorough survey of the history and theories of pre-digital machine vision. My overall objective is to
develop a theory that explains how the algorithmic machine vision of the 21st century affects the way
ordinary people see themselves and understand the world. Further objectives are specified under the
individual research tasks on page 4-5.
Ground-breaking Nature of the Research: Visual technologies have undergone radical changes in the last
decades and are still changing rapidly, creating a pressing need for new theories that build upon and go well
beyond earlier work to understand a world where machine vision is not only ubiquitous, but where the
majority of the population have access to machine vision as creators and publishers, not just consumers.
Although there is a great deal of technological research and development on machine vision and computer
vision in computer science, there is a large research gap on how this cultural shift to seeing with and through
technology affects us as a society and as individuals. My research is unique in its focus on the personal use
of machine vision, and in my three research questions I focus on shifts in agency, on the perceived
objectivity of images, and on the values embedded in machine vision. This is high-risk research, because of
its cross-disciplinary methodology (combining aesthetic analysis with digital methods and ethnographic
research), novel object of study and innovative combination of theory and empirical analysis, but it is also
extremely high-gain. 10 years from now, humanities scholars will use MACHINE VISION’s findings to
analyse digital visual technologies with the precision we now only can apply to older media, and computer
scientists will use its insights to develop technology that supports a democratic, ethical and just society.
1

A survey in late 2016 showed that 36% of Norwegian residents over 18 use Snapchat every day (Ipsos 2016), and
according to Snap Inc., over a third of Snapchat’s daily users play with selfie lenses every day (Snap Inc. 2017).

2

Rettberg

Part B1

MACHINE VISION

Research Questions: I have three main research questions, addressing agency, objectivity and values:
RQ1) Which kinds of agency develop and which are limited in the interaction between individual users and
machine vision? I hypothesise that posthumanist theories of distributed agency/subjectivity between
humans and machines (Hayles 1999; Braidotti 2013; Flanagan 2014; Nayar 2014) can be applied to
ordinary peoples’ interactions with machine vision, but this has not yet been tested. Playing with selfie
lenses or a digital camera app with filters and photo editing software gives ordinary users a level of control
over the way that they are represented that was previously only available to expert users and artists, and yet
there are many ways in which their creativity and agency are constrained. Games, art works and narratives
provide particularly rich material to understand constraints upon agency, with their richly imagined dystopias
but also through player/viewer/user interfaces that simulate machine vision. Ethnographic research will
provide interpretations of user’s experiences of their interactions with and through machine vision. In
addition to posthumanist theories, I will also consider other approaches to agency, such as Actor-Network
Theory (Latour 2007; Law and Hassard 1999), postphenomenology (Ihde 1990; Rosenberger and Verbeek
2015) and the photography theories of Flusser (2000), Virilio (1994) and others.
RQ2) Does the experience of being able to manipulate the visual as data through everyday interaction with
machine vision lead us to see the world and ourselves as malleable? Many scholars have argued that seeing
the world as data leads us to believe in the objectivity or truth status of data above our own perception. José
van Dijck calls this “almost ideological belief in data” dataism (Dijck 2014). A high-risk element of this
project is that I will explore an alternative to the currently dominant theory of dataism: my hypothesis is
that the malleability and alternative visualisation possibilities of visual representations support a posttruth society where we do not trust visual or ultimately, perhaps, our own perceptions, which are
increasingly enmeshed with machine vision. The idea of vision as a more reliable sense than others
(“seeing is believing”) is connected to our centuries-long assumption that vision is passive. This relates to
long-standing discussions on the status of representation in the philosophy of science (Hacking 1983) as well
as in influential writings on art and culture (Debord 1967; Baudrillard 1981). What has changed since their
work is not simply the immense increase in visual display and visual communication, but more importantly
that machine vision is part of the visual vernacular today. We all create and manipulate images using
machines, and the experience of altering or choosing between equally valid visual representations (for
instance by considering which filter to apply to an image before sharing it) is becoming common for ordinary
people and not only experts. Machine vision is no longer left to specialists, and this means ordinary people
have an embodied knowledge that makes today’s experience of the malleability of reality qualitatively very
different from postmodern theoretical understandings. If so, this has great impact on our understanding of
current discussions about post-factual and post-truth politics, where images frequently are used to support
claims.
RQ3) Which values are embedded in machine vision, and which biases are introduced or supported? Racial
bias and biases against other groups are often coded into technology, intentionally or unintentionally (Winner
1980). For instance, 20th century analogue film was calibrated to show nuances in light-skinned but not darkskinned faces (Roth 2009), and image recognition algorithms have misrecognised African faces as “gorillas”.
My hypothesis is that everyday machine vision privileges certain kinds of subject. This research
question therefore asks how machine vision shapes its users: What types of bodies or behaviours are
supported or constrained by different kinds of personal machine vision? What kind of role does a work of
digital art or a computer game require you to perform? Do different groups of people (e.g. refugees vs
university students, women vs men, young vs old, Asian vs European, Global North vs Global South)
experience personal machine vision in the same way? To answer these questions, the project will draw upon
research in areas such as critical algorithm studies (Gillespie and Seaver 2015), feminist and queer theory,
disability studies and post-colonial theory, as well as applying narratology and ludology to understand the
position of the user in interacting with relevant apps, games, narratives and artworks.
State of the Art
My interest in machine vision began with my work on selfies and self-tracking for my book Seeing
Ourselves Through Technology: How We Use Selfies, Blogs and Wearable Devices to See and Shape
Ourselves (2014b). At first I saw selfies primarily as a parallel to the self-representations and self-narrations
I had studied previously in blogs and electronic literature (2014a; 2017b; 2009; Walker 2005a), but as I
analysed selfie apps and “beautifying” filters, as well as the sharing and liking ecosystems selfies are
embedded in, I realised that the algorithmic manipulation of images that is inherent to digital technology is
deeply entwined with our self-understanding. Building upon this work, I wrote a chapter on “Biometric
Citizens” that further examines the connections between selfies and machine vision (Rettberg 2017a), and
the way these are embedded within large-scale systems of power and surveillance. I also developed my
interest in artistic explorations of the topic through two conference papers discussing art works that
3
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interrogate machine vision (Rettberg 2016a; Rettberg 2016b), building upon my earlier work on digital art
(Walker 2003), games (Corneliussen and Rettberg 2008), and electronic literature (Walker 2004; 2005a).
Digital cameras are one of the key machine vision technologies ordinary users engage with, and the
history and theories of photography and cinema provide valuable perspectives on my three research
questions. Algorithmic images and machine vision are only the latest of a succession of visual technologies
ranging from the mathematical models of Alberti’s perspective to the camera obscura, magic lanterns,
kaleidoscopes, photography, stereoscopes, cinema, video, x-rays, magnetoscopes, virtual reality headsets,
drones, airport security systems, home surveillance systems and satellite mapping. Artists and philosophers
have long argued that the way we see the world, the way we are able to see the world, is deeply linked to
the technologies and techniques we use to see it. “Imagine an eye unruled by man-made laws of
perspective, an eye unprejudiced by compositional logic,” film-maker Stan Brakhage wrote in 1962. We
have learned these ways of seeing since birth. We base our self-understanding on the media technologies of
our time, as Kittler noted when he pointed out that Plato described the human soul as a wax tablet, while we
after the introduction of cinema imagine that just before death, we see our lives play before our eyes like a
film (Kittler 2009, 49). It is likewise well established that major shifts in representational technologies
have profound effects on human culture. The introduction of linear perspective in the 15th century changed
our relationship to religion and made enlightenment technologies possible (Edgerton 2009), and the
introduction of print changed the way we share and create knowledge (Eisenstein 1979).
Histories of visual technology that focus on art, cinema and photography generally tell the story as
leading up to a specific technology, such as perspective (Kemp 1992; Edgerton 2009), biometrics (Gates
2011) or digital color (Kane 2014), thus leaving out points that are key for machine vision in a broader sense,
or, they stop short too early, as is the case with Kittler’s Optical Media, written in 1999 (2009). Other
relevant research includes theoretical work on the visual (Vertov 1984 orig. 1923; Virilio 1994; Flusser
2000; Friedberg 2006), on new media studies and digital culture (Manovich 1993; Kane 2014; Uricchio
2011; Losh 2015), on research on scientific imaging and visualisation within science and technology studies
(STS) and media aesthetics (Coopmans et al. 2014; Carusi and Hoel 2014; Hausken 2007; Hausken 2015) as
well as research on surveillance images and biometrics (Introna and Wood 2004; Gates 2011; Greene 2015).
I will explore contemporary philosophical approaches to machine vision (e.g. Agamben 2011), and will draw
upon research on the interaction between visual technologies and literature (Danius 2002). Research on
algorithmic bias and the inscription of certain expectations for identity in technologies (Roth 2009; Chun
2011; Gray 2014) will also be important. Within internet studies and digital anthropology there is a growing
interested in selfies, frequently discussed in terms of performance and identity (Burns 2015; Tiidenberg
2015; Tiidenberg 2014; Seko and Lewis 2016).
What is lacking is a comprehensive theory that combines the aesthetic insights of visual theorists
with contemporary cultural expression as it thematises and simulates machine vision, and with empirical
findings of how actual users experience everyday machine vision.
Methodology
The question of how everyday machine vision affects us is too complex to be answered through incremental
efforts, and requires a large-scale, ambitious and integrative research framework. The research will be
organised in five research tasks, each of which will provide a different kind of answer to the three main
research questions. Task 1 provides the necessary background for the other tasks. Task 2 and 3 analyse art,
games and narratives, with Task 2 developing the corpus that Task 3 is dependent on. Task 4 runs in parallel
to 3, providing the ethnographic study of ordinary users’ playful interactions with machine vision. Task 5
synthesizes findings from the other tasks and develops a comprehensive theory of everyday machine vision.
Research Task 1: Survey of History and Theories of Machine Vision
Objective: Compare and synthesise existing histories and theories of machine vision, especially within
scholarship on visual art and visual communication, but also considering theories from other disciplines,
such as society and technology studies, surveillance studies, internet studies and computer science.
Short Description: This task will primarily be conducted by me, with input from the PhD candidates, who
will devote a chapter of their dissertations to writing about the history and theories of machine vision within
their field (art, games or narrative). The emphasis will be on examining how existing historical accounts and
theories discuss issues that are key to my research questions: agency (RQ1), objectivity (RQ2) and values
(RQ3).
Research Task 2: Distant Reading of Art, Narratives and Games that Thematise Machine Vision
Objective: Gain an overview of how machine vision is represented in digital art, games and narratives, and
of how it is used as interface. Use network analysis to see whether there are correlations between agency
(RQ1), objectivity (RQ2) and values (RQ3) and particular genres, modes of interaction etc.
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Short Description: My team will use keywords to search public databases (e.g. IMDb, Steam, Rhizome) to
identify a representative corpus of games, digital art and narratives from a set time period that thematise or
simulate machine vision. We will enter information about the works in the ELMCIP Knowledge Base, a
relational database developed in the Electronic Literature Research Group at UiB for a HERA-funded project
I was co-investigator on. We will preserve existing metadata and also develop a set of tags to describe
features of the works relevant to the research questions. We will use distant reading techniques (Moretti
2005; 2013) and more specifically, network analysis, to visualise and analyse shared and differing
representations of machine vision in various works, using a range of bi-partite network views clustering
different sets of characteristics of the works to search for patterns. The ELMCIP Knowledge Base is wellsuited for my purpose (S. Rettberg and Rasmussen 2014), with the open source visualisation software Gephi
for the network analysis and visualisation. This is novel application of a basic methodology I have
experience with (Rettberg 2014c; Berry et al. 2015). There is a risk that I will not be able to identify a
representative corpus, as the public databases my team will use as sources have very different levels of
completeness. There is also a risk that the analysis will not find correlations. If I can achieve this, though, it
will be an extremely valuable component of the project and a genuinely new way of gaining a big
picture view of how art, games and narratives are situating machine vision today.
Research Task 3: Close Readings of Selected Art, Games and Narratives
Objective: Provide analyses of how agency (RQ1), objectivity (RQ2) and values (RQ3) come into play in a
selection of digital art, games and narratives that thematise or simulate machine vision.
Short Description: Selected works from the corpus gathered in Research Task 2, will be analysed,
examining the way that they represent machine vision in order to understand how they position the viewer,
player or reader in relation to the machine vision. Each PhD project will look at machine vision as theme and
as interface in the genre studied. For instance, the movie Minority Report (2002) addresses machine vision as
a theme, showing consumers constantly identified and addressed by commercial software advertisements. In
a dramatic scene, the protagonist has his retina removed so as to avoid biometric identification. In games like
WATCH_DOGS (Ubisoft 2014) and Republique (Camoflaj 2013-16) players see and interact with the
gameworld through surveillance cameras, while Pokemon Go (2016) uses augmented reality. Danny
Cannizzaro & Samantha Gorman’s PRY (2014), a visual and narrative work of electronic literature, makes
the reader use their fingers on the touch screen to pry open the protagonist’s eyes to access the story, while
digital art installations and many games use facial recognition algorithms or eye-tracking to integrate the
viewer into the artwork. The analyses will draw upon the respective disciplines and methodologies of 1) art
history and visual studies, 2) electronic literature studies, comparative literature, narratology and cinema
studies and 3) game studies and ludology, with particular emphasis on the three main research questions.
Research Task 4: An Ethnographic Study of Users of Machine Vision
Objective: Develop an understanding of how individual users of machine vision technologies in
smartphones and social media experience agency (RQ1), the relationship between visual representations and
their perception of themselves and others (RQ2), and values/bias in machine vision (RQ3).
Short Description: Participant observation and in depth interviews will be used to study visual selfrepresentation and communication in social media. Ethnographers and photography theorists have studied
selfies and self-representation, but have focused on issues like societal power relations (Abidin 2016; Burns
2015), human-to-human communication (Frosh 2015) and body image (Tiidenberg 2014) and not
specifically on taking and sharing selfies as a form of interaction with and through machine vision
technology. The researcher will do fieldwork with two distinct groups of people, where one group is young
adults with relatively stable life situations, and the other a less privileged group, such as refugees, recent
immigrants, or unemployed youth. This entails ethical considerations which are addressed in the ethics
annex. An anthropologist or ethnologist with experience in digital anthropology (likely recruited from the
Association of Internet Researchers) will conduct this part of the research, which will involve participant
observation, in-depth interviews, and analysis of visual material.
Research Task 5: Consolidate and develop integrative theory of machine vision
Objective: Synthesise results from the first four research tasks to provide comprehensive answers to the
three research questions, resulting in an integrative theory of machine vision.
Short Description: Building upon the historical and theoretical work, as well as the empirical analysis and
distant reading, I will identify shared themes or apparently contradictory findings to develop a novel and
comprehensive theory of machine vision’s effect on our understanding of self and our surroundings.
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Feasibility
High-Risk Nature of the Research: This is the first attempt to develop a theory of a new technology,
and is thus inherently risky. Beyond this, the cross-disciplinary methodology and the goal of incorporating
prior theory are high-risk. MACHINE VISION is radically cross-disciplinary in that it combines methods
from the digital humanities and network analysis with aesthetic analysis and ethnographic fieldwork.
Combining ethnographic and aesthetic research is uncommon and will require careful management to ensure
it is mutually productive and not simply two separate strands of research. MACHINE VISION also aims to
draw upon theories from computer science, and to develop research that is valuable for these disciplines as
well as for the humanities, requiring networking and an ability to understand and communicate to other
disciplines. The use of network analysis in Research Task 2 is also a risk factor as this method is not yet
well established in cultural analyses, and while I hope it will provide valuable answers to the research
questions and a model for a new methodology, it may also give no more than a useful overview and basic
information about correlation. Further, prior theory (e.g. posthumanism (RQ1) or visual theories (Research
Task 1 and State of the Art)) may not support the empirical analyses. MACHINE VISION will in any case
develop new theory since today’s ubiquitous machine vision is qualitatively different from previous machine
vision, but while I aim to go well beyond earlier work, I do hope to build upon it. If this is not possible, I will
test theories from other domains, and develop new models to explain the empirical findings.
My capability to lead the project: My track record shows that I am consistently the first or among the
first to study digital cultural phenomena, including blogging (Mortensen and Walker 2002), selfies
(Walker 2005b), transmedia storytelling (Walker 2005a), self-tracking (Rettberg 2014b) and Snapchat
(Rettberg 2017c; Rettberg 2017). I am an excellent networker, both in social media (see my blog jilltxt.net
and Twitter and Snapchat accounts @jilltxt) and in person, which has led to field-building and
collaborations (Corneliussen and Rettberg 2008; Senft et al. 2014). My education and experience provide a
unique multi-disciplinary position that makes me the ideal leader for a project of this scope. My MA was
in comparative literature, and my early research was on digital art, electronic literature and games. My first
research publication was at the Association of Computing Machinery (ACM) Hypertext conference, where
my literary analysis of a hypertext fiction won the award for Best Paper by a Newcomer (Walker 1999), and
where I found the mixture of computer scientists and literary critics extremely productive. Now I regularly
attend the Association of Internet Researchers conferences, and have collaborated with scholars from this
community (Albury et al. 2017; Warfield et al. 2016), giving me a knowledge of ethnographic approaches to
understanding digital culture.
Research Environment: I lead UiB’s Digital Culture Research Group, which is a natural home for the
project. I will also work with UiB’s Electronic Literature Research Group, which hosts the ELMCIP KB that
is central to Research Task 2. The PhD student working on games will also participate in the Computer
Games Research Network at UiB, where I am a member. My team will have full administrative support from
the University of Bergen, including research training for PhD candidates and high-quality technical,
informational and organisational infrastructure for all researchers. A Reference Board of top international
scholars with specific expertise on aspects of the project will be established, with participants invited to
annual workshops. I have lived in Bergen for many years, and will be there at least 80% of the time.
High Gain and Multi-Disciplinary Research Impact: MACHINE VISION is a potent response to exactly
the kind of research challenge the humanities must rise to today: We are seeing rapid technological
development and societal adoption of machine vision, with massive research efforts on the topic from
computer science, and the humanities have a wealth of relevant knowledge to contribute. However,
humanities research on machine vision has so far been fragmented and not sufficiently responsive to the
radical technological and cultural developments of the last decades. MACHINE VISION will develop new
knowledge that will give researchers the necessary new tools for interpreting the role of everyday playful
interaction with machine vision in social media, games, narratives and art, thus directly affecting research in
aesthetic disciplines like art history, literary studies, game studies and cinema studies, but also social science
research in media studies, internet studies, anthropology, and on surveillance, human-computer
communication and digital culture in general. It will also inform the technical research and development on
machine and computer vision which is now largely founded in computer science and engineering disciplines.
It will have a societal impact by providing the general public with an understanding of machine vision's
influence on ourselves and on society that enables us to make choices about the technologies we introduce to
our culture, rather than simply embracing that which is technologically possible.
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Section b: Curriculum Vitae
PERSONAL INFORMATION
Rettberg, Jill Walker
ORCID: 0000-0003-2472-3812
Date of birth: 24.09.1971
Nationality: Australian citizen (Norwegian resident)
URL for web site: http://jilltxt.net || Twitter and Snapchat user name: @jilltxt
EDUCATION
2003
Dr.art., Humanistic Informatics, University of Bergen, Norway. Supervisor: Espen Aarseth.
Fully funded by a competitive Norwegian Research Council grant. Dissertation title: Fiction and
Interaction: How Clicking a Mouse Can Make You Part of a Fictional World.
1998
Cand philol., Comparative Literature, University of Bergen, Norway. Student stipend from
Norwegian Research Council. Thesis title: Hypertextual Criticism: Comparative Readings of
Three Web Hypertexts about Literature and Film. Undergraduate studies in comparative
literature, art history, theatre studies, media studies, sociology of culture.
ACADEMIC POSITIONS
2009Full Professor of Digital Culture at University of Bergen, Norway.
2017 (fall) Sabbatical approved. Invited to be Visiting Professor, Massachusetts Institute of Technology,
Comparative Media Studies.
2014
Visiting Professor, University of Illinois at Chicago, Communications Dept. 6 months.
2003-09
Associate Professor of Humanistic Informatics at University of Bergen.
2008
Visiting Professor, University of Illinois at Chicago, Communications Dept. 1 month.
2007
Visiting Professor, University of Western Australia, Communications Dept. 1 month.
2002
Visiting Scholar, Royal Melbourne Institute of Technology, 6 months.
1999-2002 Fully funded PhD scholarship at Univ. of Bergen, funded by Norwegian Research Council
1999
Researcher, University of Bergen. (80% position, Lingo project)
SUPERVISION OF GRADUATE STUDENTS AND POSTDOCTORAL FELLOWS
2017
Currently supervising two PhD students: 1) Co-supervisor for Elisabeth Nesheim, UiB
(PhD dissertation topic: haptic interfaces. Expected to submit in 2018.) 2) On dissertation
committee for Sara Raffel, University of Central Florida, USA (PhD dissertation topic: VR
narratives. Expected to submit in 2018.)
2017
Leading assessment committee for Arne Olav Nygård’s PhD dissertation: Digital Literacy
Practices in Education. An Investigation of the Use of Blogs in a Norwegian High School
(University of Stavanger).
2003-17
Main advisor for approx. 20 MA students writing 60 ECTS research theses in Humanistic
Informatics/Digital Culture, 1 MA student in Art History, all at University of Bergen. Also
co-supervisor for one MA student from University of Oslo (to submit spring 2017).
2016
Led master class for PhD candidate Kim Østbye, Media Studies, University of Oslo
(dissertation submitted August 2016).
2015
Mentor, Doctoral Consortium, Association of Internet Researchers.
2015
Opponent at PhD defence for Katrin Tiidenberg, University of Tallin. Thesis: Image Sharing,
Self-Making and Significant Relationships: Understanding Selfie-Practices.
2007
Opponent at PhD defence for Anne Mette Thorhauge, University of Copenhagen. Thesis: The
Computer Game as Communication Form
2007
Local supervisor for Marie-Curie PhD student, Emilia Branny; electronic literature.
TEACHING ACTIVITIES
2004-17
My position at the University of Bergen, first as Associate Professor and later as full
Professor, includes 46% teaching. I have taught every semester except when on sabbatical,
and have been responsible for developing and teaching courses at the undergraduate and
graduate level on games, electronic literature, digital art, social media, critical digital
culture theory, web design and machine vision.
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ORGANISATION OF SCIENTIFIC MEETINGS
2015
Program Chair, Electronic Literature Organization annual conference. 250 participants. Bergen,
Norway
2005
Program committee member, HT 2005: Sixteenth ACM Conference on Hypertext and
Hypermedia, 6.-9.Sept. 2005, Salzburg, Austria. Co-chair for Literary Hypermedia track. 200
participants.
INSTITUTIONAL RESPONSIBILITIES
2013-17
Member of Humanities Faculty Board, University of Bergen.
2014-17
Member of University of Bergen’s steering committee for digitization of education, DigUiB.
2012-15
Head of Alumni Board, University of Bergen
2005-7
Head of the Department of Humanistic Informatics at University of Bergen.
COMMISSIONS OF TRUST
2012-13
Member of Arts Council Norway’s committee for Art and New Technology. The committee
allocates €300,000 to art projects each year.
2011-12
Member of government-appointed national committee to write an Official Norwegian Report
on hindrances to growth and innovation in digital media and services (report NOU 2013:2)
2012-17
UiB’s representative in Bergen Chamber of Commerce’s Digital Industries Group.
2012-15
Alumni Board Leader for the University of Bergen
2007
Advisor for the City of Bergen’s Plan for Art, with emphasis on the section for electronic art
(Kunstbyen 2008-2017).
2017
Leader assessment committee for PhD candidate at University of Stavanger
2017
Leader committee for promotion to full professor, Oslo University College.
2016
Assessor for academic position: Aarhus University
2014
Member of evaluation committee for promotion to full professor, Høgskolen i Bergen
MEMBERSHIPS OF SCIENTIFIC SOCIETIES
Association of Computing Machinery, SIGWEB (1998-2006), Association of Internet Researchers (2004present), FemTechNet (2015-present), Electronic Literature Organisation. (All have open membership)
MAJOR COLLABORATIONS
2016-20
Co-investigator on INDVIL: Martin Engebretsen (University of Agder), Helen Kennedy
(University of Sheffield).
2013-15
Co-founder
of
Selfie
Research
Network
and
Selfie
Pedagogy
Initiative.
http://www.selfieresearchers.com. Theresa Senft (New York University), Elizabeth Losh
(College of William and Mary), Radhika Gajjala (Bowling Green State University), Alice
Marwick (Fordham University), Kath Albury (University of New South Wales).
2010-13
Co-investigator on ELMCIP: Electronic Literature as a Model for Creativity and Innovation in
Practice. Funded by HERA (€1,000,000). Scott Rettberg (PL), Maria Engberg (Blekinge
Tekniska Högskola), Janez Strehovec (Univerza v Ljubljani), Yra van Dijk (Universiteit van
Amsterdam), Talan Memmott (Blekinge Tekniska Högskola), Simon Biggs (Edinburgh College
of Art), Raine Koskimaa (Jyväskylän yliopisto).
CAREER BREAKS
1996-97
Maternity leave, first child. 18 months. (born 14.07.1996)
2008-09
Maternity leave, second child. 10 months. (born 19.04.2008)
2010-11
Maternity leave, third child. 10 months. (born 16.02.2010)
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Appendix: All on-going and submitted grants and funding of the PI (Funding ID)
On-going Grants
Project Title

Funding
source

Amount
(Euros)

Period

Role of the PI

Relation to current
ERC proposal

Innovative
Data
Visualization
and VisualNumeric
Literacy
(INDVIL)

SAMKUL,
Norwegian
Research
Council

€1,100,000
total

20162020

Co-investigator.

Games and
Transgressive
Aesthetics
(GTA)

Norwegian
Research
Council

€777,000

20152018

Associate Partner Non-overlapping. Activities
will contribute to a stronger
research environment for the
PhD candidate in Machine
Vision who analyses games.

No scientific overlap, and my
main work on the project will
be completed by mid-2018,
before the ERC-CoG project
would begin.

Grant applications
Project Title

Funding
source

Amount
(Euros)

Period

Role of the PI

Relation to current
ERC proposal

Center of
Excellence in
Game Culture
Research

Academy
of Finland

€
8,000,000

20182025

Associate Partner Non-overlapping.
Doesn't
directly complement the main
research question, but would
provide a stronger support
network for the PhD student
researching
games
in
MACHINE
VISION.
If
successful, I would not
receive funding directly, but
would be co-organiser of
research
activities
and
international exchanges.*

Sabbatical
funding

Meltzer
Foundation

€11,000

2017

PI

Highly relevant, plan to spend
last half of 2017 (so before
the
MACHINE
VISION
project would begin) at MIT
researching machine vision in
collaboration with scholars
there,
and
with
the
algorithmic culture scholars at
Microsoft Research's Social
Software group in Cambridge,
MA.

*The submitted proposal to the Academy of Finland is thematically non-overlapping with the MACHINE
VISION. In case that both applications were successful, it is expected that any overlapping aspects could be
turned into complementary contributions, such as extra personell or dissemination activities. Should this not
be possible due to unforeseen regulatory issues, the ERC grant would be given clear preference over the
Academy of Finland funding.
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Section c: Early achievements track-record
Highlights:
• Field builder: consistently first or among first to research new digital phenomena from a humanities
perspective, including blogging (2002), transmedia/distributed narrative (2005), selfies (2005, 2014),
self-tracking (2014) and now machine vision (2016).
• Author of the first academic paper on blogging (“Blogging thoughts: personal publication as an
online research tool”, with Torill Mortensen, in A. Morrison (ed.). Researching ICTs in Context.
Oslo: InterMedia Report, 2002. GS: 376 citations.).
• Author of the most cited book on blogging (Blogging, Polity Press 2008, 2014. GS: 417)
• Pioneering research blogger: started blogging at jilltxt.net in October 2000, and am still active.
• First in humanities to use Snapchat to disseminate research (see feature story, Chronicle of Higher
Education, 27.04.2016; google Snapchat Research Stories for select YouTube archive)
• Winner of Inaugural Ted Nelson Prize for Best Paper by a Newcomer to the ACM Hypertext
Conference for a paper written while I was still an MA student. Won prestigious Norwegian
Research Council stipend that fully funded my PhD.
• Winner of Meltzer Award for excellence in Research Dissemination, 2006 (NOK100,000/€12000)
Summary of publications
According to Google Scholar, my work has been cited 2092 times as of 7 Feb 2016. My h-index is 19. I
have published two monographs and co-edited one anthology, all on top-ranked academic presses:
Polity, Palgrave and MIT Press. I have published 19 book chapters and 12 journal articles. All but two
book chapters and one journal article were single-authored. I also have three further book chapters completed
and in press, two more accepted and in stages of revision, and one journal article in review after revision. For
a full list of publications, please see http://jilltxt.net/txt/JWR-CV-Jan-2017.pdf or my profiles on Google
Scholar, Academia.edu or ResearchGate.
Research monographs and translations thereof; Google scholar citations in bold.
(110) Seeing Ourselves Through Technology: How We Use Selfies, Blogs and Wearable Devices to See and
Shape Ourselves. Basingbroke: Palgrave, October 2014.
The first scholarly monograph to thoroughly discuss selfies, and one of first to discuss self-tracking.
Compares different modes of digital self-representation: visual (e.g. selfies) written (e.g. blogs and
online diaries), and quantitative, as generated by self-tracking apps.
(421) Blogging. Cambridge: Polity Press, 2008, 2nd ed. 2014. (First edition trans. to Polish, Korean.)
The most cited book on blogging, offering historical and theoretical context to understand blogs, and
specific analyses of narrative blogs, journalism and blogs and commercial blogs.
(155) Co-editor, with Hilde Corneliussen. Digital Culture, Play, and Identity: A World of Warcraft Reader.
Cambridge MA: MIT Press, 2008.
The first scholarly book on the extremely popular multi-player game World of Warcraft, and one of the
first on MMOGs in general.
Papers in Peer-Reviewed Journals and Conference Proceedings
(6) 2016. Rettberg, Jill Walker and Radhika Gajjala. “Terrorists or Cowards: Negative Portrayals of Male
Syrian Refugees.” Feminist Media Studies 16.1.
This article analyses media representations of male Syrian refugees in social media images, using postcolonial theory.
2015. Berry, David M., Erik Borra, Anne Helmond, Jean-Christophe Plantin, Jill Walker Rettberg. “The
Data Sprint Approach: Exploring the field of Digital Humanities through Amazon’s Application
Programming Interface.” Digital Humanities Quarterly 9.3.
http://www.digitalhumanities.org/dhq/vol/9/3/000222/000222.html
This digital humanities paper compares scholarly communities in various countries on the basis of book
purchases on Amazon, using network analysis. Author order is alphabetical: I proposed the idea, and
the research was conducted as a team.
(1) 2014. Rettberg, Jill Walker. “Visualising Networks of Electronic Literature: Dissertations and the
Creative Works They Cite” in Electronic Book Review, June 2014.
http://www.electronicbookreview.com/thread/electropoetics/analyzing
This paper also uses network analysis, but in this case to analyse genres of electronic literature by
generating a visualisation where creative works that were referenced by the same dissertation cluster
together, thus creating communities. Used ELMCIP Knowledge Base.
(68) 2009. “Freshly Generated for You, and Barack Obama”: How Social Media Represent Your Life.
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European Journal of Communication 24(4) December 2009.
I was invited to a workshop in Padua by this high-ranking journal, and asked to submit a paper on
social media to a special issue. It was accepted after standard peer review, and marked the start of my
work on filters and patterns in social media.
(81) 1999. “Piecing together and tearing apart: reading afternoon, a story.” In Proceedings of the tenth ACM
Conference on Hypertext and Hypermedia: Returning to Our Diverse Roots. Darmstadt, Germany, February
21 25. http://dl.acm.org/citation.cfm?id=294496.
My first academic paper, which won The Ted Nelson Newcomer Award for best paper by a newcomer to
the Association of Computing Machinery’s ACM Hypertext ’99.
Book Chapters
(1) Forthcoming. “Self-Representation in Social Media.” In SAGE Handbook of Social Media, edited by Jean
Burgess, Alice Marwick, and Thomas Poell. London: SAGE Publications, 2017.
Presents semiotic visual analysis of Kardashian selfie on Instagram, and discusses other forms of selfrepresentation in social media. 1207 reads on ResearchGate, 936 reads on Academia.edu.
Forthcoming. “Snapchat.” In Appified, edited by Jeremy Wade Morris and Sarah Murray. Ann Arbor:
University of Michigan Press, 2017.
A discussion of the ephemerality of Snapchat, seen in opposition to the assumption that social media be
archival in nature.
Forthcoming. “Biometric Citizens: Adapting Our Selfies to Machine Vision.” In Kuntsman, Adi (ed.) Selfie
Citizenship, Basingbroke: Palgrave Macmillan, 2017.
This chapter builds upon my research on selfies to examine the consequences of the increasingly
algorithmic analysis of selfies, examining how power is embedded in everyday machine vision.
(61) 2010. "Feral Hypertext: When Hypertext Literature Escapes Control", in Hunsinger, Jeremy et.al. (eds)
International Handbook of Internet Research. Springer, 2010.
This paper uses hypertext theory and Foucault’s “Death of the author” to argue that contemporary
folksonomies and social media are feral media, lacking a function to limit the “cancerous spread of
fiction” that Foucault argued was held in check by the author function.
(55) 2008. “Quests in World of Warcraft: Deferral and Repetition.” In Rettberg & Corneliussen (eds.)
Digital Culture, Play, and Identity: A World of Warcraft Reader. Cambridge MA: MIT Press, 2008.
A narratological analysis of the quest structure in World of Warcraft.
(80) 2005. Walker, Jill. “Distributed Narrative: Telling Stories Across Networks.” In Consalvo, Mia, Jeremy
Hunsinger and Nancy Baym (eds.) 2005 Association of Internet Researchers’ Annual (4). New York: Peter
Lang.
Introduced the term “distributed narrative” to describe narratives that are told across several media
platforms, or over a stretch of time. Frequently cited by transmedia scholars, and written before
transmedia was an established term.
Invited keynotes
2016 Invited Keynote Speaker at Nordisk forskarkonferens 2016 – Med bilden i fokus” (Nordic Research
Conference on Children’s Literature, hosted in Stockholm by The Swedish Insitute for Childrens’
Books), Stockholm Aug 29-Sept 1 2016.
2016 Keynote: Mobile Learning in Teacher Education, at Bergen University College. Sept 21-22. (
2016 Keynote at the seminar Reflecting ourselves through digital media. University of Copenhagen, Nov 2.
2016 Keynote at the annual conference of the Danish Association of Media Researchers. Oct 27-28.
2014 Life Poetry Told by Sensors. Opening Keynote. Electronic Literature Organization: ELO 2014,
Milwaukee, 18/6-21/6/2014.
2010 Blogs and Journalists: From Online Communities to Social Media. Keynote, Journalism Education
Association Australia conference, Sydney, 26 November, 2010
2006 Network Literacy: Learning with Blogging and Web 2.0. Keynote lecture. Technology, Colleges &
Community: Worldwide Online Conference 2006. Hawaii and online, Apr 18-20.
Awards
2006 Prize for Excellence in Research Dissemination (€12,000) from the Meltzer Foundation.
1999 Inaugural Ted Nelson Award for Best Paper by a Newcomer to the Conference, ACM Hypertext
Conference.
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