Prof. Dr. Dr. Stefan Holtgen Phone: ++49 (0)30 63919637 Web: www.stefan-hoeltgen.de

Jagowstralle 30

Mobile: ++49 (0)173 9025982 E-Mail: stefan@hoeltgen.org

D-10555 Berlin

Germany

Publication List

(Scientific publications - * marks English language publications)

Books

>OPEN HISTORY _ Archaeology of Retro Computing. Berlin: Kadmos 2022.

o OPEN HISTORY. Archaeology of Early Micro Computers and Their Programming (Sc.D.
thesis). Berlin 2020. (http://txt3.de/open-history)

RESUME. Hands-on Retro Computing (Series: Computer Archaeology, Vol. 1). Bochum:
Projekt-Verlag 2016 (1** ed.), 2019 (2 ed. in preparation)

Cut Scenes. Serial Killing in (the) Movies. Marburg: Schiiren 2010.

o Cut Scenes. The Construction of Authenticity in Serial Killer Movies (Ph.D. thesis).
Bonn 2009. (http://txt3.de/schnittstellen)

Mirror Images. Strategies of Aesthetic Doubling in the Movies of David Lynch. Hamburg:
Verlag Dr. Kova& 2001 (1% ed.), 2012 (2™ ed.).

Book Series Editions

Media TechKnowlogy. Since 2017, Oldenbourg/DeGruyter-Verlag (Berlin/Boston).

With Sebastian Bach and Sebastian Felzmann: Computer Archaeology. Since 2015, Projekt-
Verlag (Bochum).

With Christian Hoffstadt: Post-apocalyptic Studies. 2010-2014, Projekt-Verlag (Bochum).

Book Editions

Media TechKnowlogy - Vol. 1: Logics, Information Theory and Memory Theory,
Archaeology. (2. extended and corrected edition) Berlin/Boston.: De Gruyter 2024. (In
preparation)

* with Melanie Fritsch and Torsten Roeder: Game Science. Digital Humanities for Games
and Gaming. (Disk Book). Weimar: PolyPlay 2023. (In preparation)

with Martin Schmidt: What Was Artificial Intellingence? Shapes of a Research Area 1975-
2000 in Germany. Computerarchéologie, Vol. 7. Bochum: Projekt 2024. (In preparation)

with Jorg Weese: RUN - STOP -RESTORE. Retrocomputing and Computer Archaeology.


http://txt3.de/open-history
http://txt3.de/schnittstellen

Computerarchiologie, Vol. 8. Bochum: Projekt 2023. (In preparation)

Media TechKnowlogy - Vol. 4: Electronics, Computer construction, Artificial Intelligence.
Berlin/Boston: Oldenbourg/DeGruyter 2022,

Media TechKnowlogy - Vol. 3: Mathematics, Physics, Chemistry. Berlin/Boston:
Oldenbourg/DeGruyter 2020.

With Moritz Hiller: Archaeographies. Aspects of radical Media Archaeology. Festschrift for
Wolfgang Ernst. Berlin/Basel: Schwabe 2019.

Media TechKnowlogy - Vol. 2: Computer Science, Programming, Cybernetics.
Berlin/Boston: Oldenbourg/DeGruyter 2018.

With Marianna Baranovska: Hello, I'm ELIZA. 50 Years of Computer Conversations (Series:
Computer Archaeology, Vol. 4). Bochum: Projekt-Verlag 2018, 2023 (2™ extended ed.)

Media TechKnowlogy - Vol. 1: Logics, Information Theory and Memory Theory.
Berlin/Boston: Oldenbourg/DeGruyter 2017.

With Jan Claas van Treeck: Time To Play. Time and Computer Games. Gliickstadt: vwh
2016.

With Irina Gradinari: Hot Wires. Media in the Cold War (Series: Post-apocalyptic Studies,
Vol. 3). Bochum: Projekt-Verlag 2014.

SHIFT - RESTORE - ESCAPE. Retro Computing and Computer Archaeology. Winnenden:
CSW 2014.

With Patrick Baum: Encyclopedia of Postmodernism. Bochum: Projekt-Verlag 2011.

With Christian Hoffstadt: This is the End ... Media Visions of Mankind's Doom (Series: Post-
apocalyptic Studies, Vol. 1). Bochum: Projekt-Verlag 2011.

With Christian Hoffstadt: Sick Humor. (Series: Comic and Violence, Vol. 1). Bochum:
Projekt-Verlag 2010.

With Michael Wetzel: Killer/Culture. Serial Killing as an Aesthetic Phenomenon. Berlin:
Bertz+Fischer 2009.

Magazine Editions

*2022: Guest Editor for »International Journal of Parallel, Emergent and Distributed
Systems« (Special Issue »Analogue Computing«), ISSN: 1744-5779. (In preparation)

2012-2014: Chief editor for »RETRO. Computer - Games - Culture« (Nos. 27-34), ISSN:
1862-2348

2001-2004: Chief editor for »F.LM - Texts on Film« (Nos. 1-4), ISSN: 1619-4144

1997-2000: Chief editor and publisher for »frame25 - Movie Magazine« (Nos. 1-10), ISSN:
1438-1109



Book Chapters

Computer Game Archaeology. Theory and Methodology of media archaeological Game/ing
Research. In: Falkenberg, K./Inderst, R./Junge, J./Koubek, J. (Hgg.): Game Research -
Introduction into Ludology. A Handbook for Research and Praxis. Baden-Baden: Nomos
2024. (In preparation)

Pong. In: Feige, D./Inderst, R. (Eds.): Digital Games. 50 Pivots. Bielefeld: Transcript 2024. (In
preparation)

* with Rolf Nohr: Teaching Machines: Learning as Subjective Technique and Feedback
Loop. In: Goméz, Venegaz, Diego (Ed.): Frictions. Inquiries into Cybernetic Thinking and Its
Attempts towards Mate[reallization. Liineburg: meson press, pp. 133-162. (In preparation)

* with Melanie Fritsch: »Boing - Boom - Tschack«. Onomatopoietic descriptions of sound
effects in BASIC programming manuals. In: Gibbons, William/Cook, Karen/Rebillard,
Fanny (Eds.): Global Histories of Video Game Music Technology. (Music, Science and
Technology). Turnhout: Brepols 2024. (In preparation)

* Doomsday Machines. Computer and Computing in Cold-War Science Fiction. In:
Adamatzky, Andrew (Ed.): Post-apocalyptic Computing. Covent Garden: World Scientific
2023. (In preparation)

»Humanities of the Digital« - Philological Perspectives on Code as a Contribution to
computer-archaeological Knowledge Preservation. In: Bartelmus, Martin & Nebrig,
Alexander (Eds.): Digital Scriptuality. N. N. 2023. (In preparation)

Learning Programming by Games/Gaming. Gamification in the Home Computer Era wit
BASIC Tpye-in Games. In: Blankenhein, Jorn (Hg.): History of Games - PAtCH'D. N. N. 2024.
(In preparation)

Computer Archidology. In: Feige, Martin/Arnold, Florian/Bernhardt, Johannes/Vater,
Christian (Hgg.): Digitality. An Alphabet. Bielefeld: Transcript 2024. (In preparation)

* Symbolic Music and Algorithmic Composing: Computer Archaeological Perspectives on
BASIC Game Sounds. In: Gibbons, W./Grimshaw-Aagaard, M. (Eds.): The Oxford Handbook
of Video Game Music and Sound. Oxford: Oxford University Press 2023. (In preparation)

with Rolf F. Nohr: Teaching machines. Learning as Subject Technology and Feedback Loop.
In: Weich, A./Tribukait, M./Becker, J. (Eds.): What do we achieve/perform in Teaching?
Performance in Education and Educational Media. (Series: Eckert, Vol. 152) Géttingen:
V&R Unipress 2022 (In Preparation)

Game Science. Preliminary Considerations for a (media) scientific Computer Game
Archaeology. In: Lukmann, C. (Ed.): Control Machines. A Dispositif Theory of Computer
Games. (Reihe: Medien’Welten, Band 30), Miinster u.a.; LIT 2022, S. 85-107.

Little Data. Fractal Image Compression: From a Web-historic Miscellany Towards a Media-
structural Rupture. In: Balke, Friedrich/Siegert, Bernhard/Vogl, Joseph (Eds.): Annual
Archive for Media History No. 19: »Little Forms«. Berlin: Verlag Vorwerk 8 2021, pp. 87-99.

* Brain Lego. Toy Computing with Lego Bricks. In: Adamatzky, Andrew/Lestocart, Louis-
José (Eds.): Thoughts on Unconventional Computing. Bristol: Luniver Press 2021, pp. 101-
105.

* with Pleikies, S./Fecker, T./Wormsbecher, N./Divani, S.: A Case of Toy Computing.



Implementing Digital Logics with Minecraft. In: Adamatzky, Andrew (Hg.): Alternative
Computing. Heidelberg u.a.: Springer 2021, S. 541-581. (http://txt3.de/toyc-minecraft)

Hit any Key to Start Gaming. Programming and/as Gaming with Home Computers. In:
Blankenheim, Jorg (Hg.): Game Designers & Software Artists. Staging and Self-Conception
of Electronic Arts' Artists, 1983-1988. Gliickstadt: vwh 2020, pp. 51-66.

The Magic Panopticon. Technologies of Surveillance for Gaming Purposes - a computer
archaeological analysis. In: Henning, Martin/Schellong, Marcel (Eds.): Surveillance and
Control in Video Games. Gliickstadt: vwh 2020, pp. 124-155.

The so-called Computer. The Problem of the Collective of Digitalization. In: Holze,
Jens/Verstindig, Dan/Biermann, Ralf (Eds.): Media Education from Subjectivity to
Collectivism in the Context of the Digital. (Series: Media Education and Society, Vol. 45).
Wiesbaden: Springer VS 2020, pp. 95-114.

* From Bugs to Features. An Archaeology of Errors and/in/as Computer Games. In:
Korolkova, Maria/Barker, Timothy (Eds.): Miscommunication: Errors, Mistakes, and the
Media. London: Bloomsbury Publ. 2021, pp. 265-283.

Hit any Key to Start Gaming. Programming and/as Gaming with Home Computers. In:
Blankenheim, Bjorn (Ed.): Game Designers & Software Artists. Catalog to an Exhibition at
the Design Collection Schriefers. Gliickstadt: vwh 2020.

Computer Games(Computer(Games)) - References, Quotation, and Recursions of
Computers as Games. In: Gérgen, Arno/Inderst, Rudolf (Eds.): Science and Technology in
Digital Games. Marburg: Biichner 2020, pp. 25-64.

From the philosophy of language to ELIZA. In: Mainzer, Klaus (Ed.): Philosophical
Handbook of Artificial Intelligence. Berlin et al.: Springer 2019. DOI: 10.1007/978-3-658-
23715-8_11-1 (http://txt3.de/spri-eliza)

Computers & Language: ELIZA and BASIC. Primal Scenes of Home Computing (and)
Artificial Intelligence. In : Baranovska, Marianna/Hdoltgen, Stefan (Hgg.): »HELLO, I'M
ELIZA« Fifty Years of Talking with Computers. Series: Computerarchdologie, Vol. 4.
Bochum: Projekt, S. 97-122.

With Johannes Maibaum: Programming for Media Students (Assembler, BASIC, C, Python).
In: Holtgen, Stefan (Ed.): Media TechKnowlogy - Vol. 2: Computer Science, Programming,
Cybernetics. Berlin/Boston: Oldenbourg/DeGruyter 2018.

Heart of Glass. Silicon as a Medium Within Media. In: Vhringer, Margarete/Windgitter,
Christof (Eds.): Glass. Material Culture between Showing and Hiding. Bielefeld: Transcript
2021. (In publication, preprint: http:/txt3.de/rg-glas)

With Marius Groth: Repairing Knowledge. An Epistemologic-Archaeologic Lab Report from
the Restoration of an Early Micro Computer. In: Krebs, Stefan/Schabacher,
Gabriele/Weber, Heike (Eds.): Repairing Cultures: Objects - Knowledge - Practices.
Bielefeld: Transcript 2018, pp. 239-264. (http://txt3.de/acad-repa)

The Ends of Computers. About the Apocalypse of Computers and the Eternity of
Computing. In: Ballhausen, Thomas/Friesinger, Giinther (Eds.): End/Time. The Apocalypse
of Politics, Prognosis, and Technology. Wien: edition mono/monochrom 2018, pp. 103-122.
(http://txt3.de/acad-apocal)
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Logics for Media Students. In: Holtgen, Stefan (Ed.): Media TechKnowlogy - Vol. 1: Logics,
Information Theory, and Memory Theory. Berlin/Boston: Oldenbourg/DeGruyter 2017, pp.
14-1409.

Game, Space, and War. The Hacker as a Partisan of the Cold War. In: Nowak, Lars (Ed.):
Media - War - Space. Miinchen: Fink 2016, pp. 393-416. (http://txt3.de/acad-hacker)

To be seen is to lose. In: Rétzer, Florian (Ed.): Programmed Ethic. Do Robots need Ethic or
Morality? Hannover: Heise Medien 2016. (http://txt3.de/drohnen)

Time Invaders. Times/Layers in Computers/Games. In: Holtgen, Stefan/van Treeck, Jan
Claas: Time To Play. Time and Computer Games. Gliickstadt: vwh 2016, pp. 51-69.

Film talks with Oliver N6ding and Marcos Ewert. In: Néding, Oliver/Ewert, Marcos: »Sauft
Benzin, ihr Himmelhunde.« Film Talks about Masculine Phantasies, Machine Guns,
Vandalism & Unrestrained Bloodlust. Norderstedt: Edition Moustache 2016, pp. 335-357
(,,Silent Rage*), 384-399 (,,Deadly Force*), 402-421 (,,Hero*). (http://txt3.de/acad-
filmgespraeche)

It's more fun to compute! Retro Games as Epistemical Objects. In: Letourneur, Ann-
Marie/Mosel, Michael/Raupach, Tim (Eds.): Retro Games and Retro Gaming. Nostalgia as a
Phenomenon of Performative Aesthetics in Computer Games and Video Games.
Gliickstadt: vwh 2015, pp. 49-66. (http://txt3.de/acad-morefun)

About Machine Brains and Killer Applications. Computers as Murderers and Weapons in
(the) Movies. In: Friedrich, Hans-Edwin/Ort, Claus-Michael (Eds.): Law and Morality.
Berlin: Duncker & Humblot 2015, pp. 529-539. (http://txt3.de/acad-killapp)

JUMPs Over Exotic Areas. Portals, Hyper Space, and Teleportation in Computers and
Computer Games. In: Hensel, Thomas/Neitzel, Britta/Nohr, Rolf F. (Eds.) »The cake is a
liel« Poly-perspektival Contemplations on Computer Games Using the Example of >Portalc.
Miinster: LIT 2015, pp. 107-134. (http://txt3.de/acad-jumps)

»All Watched Over by Machines of Loving Grace« — Public Memory, democratic
Information, and restrictive Technology using the Example of »Community Memory«. In:
Reichert, Ramén (Ed.): Big Data. Analysing the digital Change of Knowledge, Power, and
Economy. Bielefeld: Transcript 2014, pp. 385-404. (http://txt3.de/acad-grace)

Rules of Speech and Rules of Games. On Computer Games and Their Errors. In: Huberts,
Christian/Standke, Sebastian (Eds.): Worlds in Between. Atmosphere in Computer Games.
Gliickstadt: vwh 2014, pp. 295-315. (http://txt3.de/acad-regeln)

Game Circuits: Platform Studies and Media Archaeology as Methods for Game Research. In:
Bigl, Benjamin/Stoppe, Sebastian (Eds.): Playing with Virtuality. Theories and Methods of
Computer Game Studies. Frankfurt am Main: Peter Lang 2013, S. 83-100.
(http://txt3.de/acad-circ)

Digital Analogies. The Player's Body attached ot the Game port of the Computer. In:
Inderst, Rudolf Thomas/Just, Peter (Eds.): Shoot ’em up - bring ’em down. Corporeality in
digital Games. Gliickstadt: vwh 2013, pp. 254-273. (http://txt3.de/acad-digiana)

Data - Dating - Data Mining. The Computer as a Medium between Men and Women -
inside and outside of Fiction. In: Bukow, Gerhard Chr./Jdrissen, Benjamin/Fromme,
Johannes (Eds.): Space - Time - Media Education. Investigations about medial Changes of
our Relation to Space and Time. Wiesbaden: VS 2012, S. 265-294. (http://txt3.de/acad-
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data)

Celluloid Machines. Computers in (the) Movies. In: Kirchmann, Kay/Ruchatz, Jens (Eds.):
Reflecting Media in the Movies. A Compendium. Bielefeld: Transcript 2012, pp. 293-316.
(http://txt3.de/acad-zelluloid)

»Married, with Children«. In: Klein, Thomas/HiRnauer, Christian (Eds.): Classic TV Shows.
Stuttgart: Reclam 2012, pp. 196-202.

»Twin Peaks«. In: Klein, Thomas/HiRnauer, Christian (Eds.): Classic TV Shows. Stuttgart:
Reclam 2012, pp. 227-237.

»Dead Man's Letters«. In: Vassilieva, Ekaterina/Braguinski, Nikita (Eds.): Noev kovéeg
russkogo kino. Ot >Sten’ki Razina« do »Stiljag« (Russian title)/The ark of the Russian
cinema. From >Stenka Razin« to >Stiljagi« (English translation of the title). Vinnytsia
(Ukraine): Globus Press 2012, pp. 389-392. (http://txt3.de/briefeet)

»Anyone for Tennis?« Time and Body in Splatstick Movies. In: Holtgen, Stefan/Hoffstadt,
Christian (Eds.): Sick Humor (Series: Comedy and Violence, Vol. 1). Bochum: Projektverlag
2011, pp. 41-50.

Gaming (in) the Atomic Situation. Scenes of Nuclear Wars in 8-bit and 16-bit Computer
Games. In: Inderst, Rudolf/Just, Peter (Ed.): Contact - Conflict - Combat. Traditions of
Conflicts in digital Games. (Series: Game Studies) Boizenburg: vwh, 2011, pp. 73-92.
(http://txt3.de/acad-atom)

Contact Machines. Computers and Robots in fictional Pornography. In: Demny,
Oliver/Richling, Martin (Eds.): Sex and Subversion. Porn films beyond Mainstream (Series:
deep focus 11). Berlin: Bertz+Fischer 2010, pp. 73-86. (http://txt3.de/acad-kontakt)

Horror (Back) from Interactivity. Structures of noisy Digitality and Intermediality »Silent
Hill« and its Movie adaptions. In: van Bebber, Jérg (Ed.): Dawn of an Evil Millennium.
Horror and Culture of the new Millennium. Darmstadt: Biichner-Verlag 2011, pp. 293-298.
(http://txt3.de/acad-shil)

Simulated Places. Cinematic Theories of Space in David Cronenberg's Movies. In:
Stiglegger, Marcus (Ed.): David Cronenberg (Series: film 16). Berlin: Bertz+Fischer 2010,
S. 74-88. (http://txt3.de/acad-cronenb)

Killer Games. Serial Killing and Serial Killers in Video Games. In: Holtgen, Stefan/Wetzel,
Michael (Eds.): Killer/Culture - Serial Killing in popular Culture. Berlin: Bertz+Fischer
2010, pp. 139-152. (http://txt3.de/acad-killgm)

»It did (not) taste good.« The >Cannibal from Rotenburg« in Horror Movies. In:
Biedermann, Claudio/Stiegler, Christian (Eds.): Horror and Aesthetics. Contance: UVK
2008, pp. 150-166.

In the Beginning was the Crime. Jack the Ripper in early Cinema. In: Komfort-Hein,
Susanne/Scholz, Susanne (Eds.): Lust/Murder. Medialization of a Cultural Phenomenon
around 1900. K6nigstein/Taunus: Ulrike Helmer Verlag 2007, pp. 73-91.

»Johnny got his Gun. In: Klein, Thomas/Stiglegger, Marcus/Traber, Bodo (Eds.): Film
Genres - War Movies. Stuttgart: Reclam 2006, pp. 236-240.

»Full Metal Jacket«. In: Klein, Thomas/Stiglegger, Marcus/Traber, Bodo (Eds.): Film Genres
- War Movies. Stuttgart: Reclam 2006, pp. 299-304.
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»Legend of Dinosaurs & Monster Birds«. In: Buttgereit, Jorg (Ed.): Japan - Monster Island.
Berlin: Martin Schmitz Verlag 2006, pp. 236f.

»Rebirth of Mothra. In: Buttgereit, Jorg (Ed.): Japan - Monster Island. Berlin: Martin
Schmitz Verlag 2006, pp. 242f.

»Monster Island«. In: Buttgereit, Jorg (Ed.): Japan - Monster Island. Berlin: Martin Schmitz
Verlag 2006, pp. 248f.

Take a closer look. Cinematic Approaches of Gazing at Wounds. In: Kdhne, Julia/Kuschke,
Ralf/Meteling, Arno (Eds.): Splatter Movies - Essays on modern Horror Movies, Berlin:
Bertz+Fischer 2005, pp. 20-28.

With Julia K6hne: Interview with Jorg Buttgereit. In: Khne, Julia/Kuschke, Ralf/Meteling,
Arno (Eds.): Splatter Movies - Essays on Modern Horror Movies, Berlin: Bertz+Fischer
2005, pp. 187-205.

Magazine Papers (selection)

with Thomas Fecker: Retro Fitting History. Repairing Computer as an epistemological
Praxis. In: Technikgeschichte, Vol. 90, No. 2, Thematic Issue »Caring, Mending, Re-
Arranging«, 2023, pp. 147-176.

BASIC. Notes on the Cultural History of a Programming Language. Part 2. In: Digital Talk 64,
No. 113 (06/2023). [Disk Magazine for the Commodore é4]. (http://txt3.de/dté)

BASIC. Notes on the Cultural History of a Programming Language. Part 1. In: Digital Talk 64,
No. 112 (11/2022). [Disk Magazine for the Commodore 64]. (http://ixt3.de/dt5)

Commodore is the Message. A Chronic of the C64 in the Signal Laboratory. In: Digital Talk 64,
No. 111 (03/2022). [Disk Magazine for the Commodore 64]. (http://ixt3.de/dt4)

»Und wenn ich diese Taste drick’...« Sounds und ihre Programmierung in BASIC-Spielen. In
PPAIDIA. Zeitschrift fir Computerspielforschung. 23.03.2022. (http://txt3.de/paidia8)

Brain Lego. Toy Computing with Lego Bricks. In: Adamatzky, Andrew (Hg.): LINKSs Special
Issue 1: Unconventional Computing. 2022, pp. 101-105.

Viruses in the C642 (Hi)Stories of Computer Virueses Part 2. In: Digital Talk 64, No. 110 (2021)
[Disk Magazine for the Commodore 64]. (http://txt3.de/dt3)

Viruses in the C642 (Hi)Stories of Computer Virueses Part 1. In: Digital Talk 64, No. 109
(12/2020) [Disk Magazine for the Commodore 64]. (http://txt3.de/dt2)

Hardwhere - Softwhere. An Archaeology of/as Navigation through Structural Memories.
In: Navigations. Magazine for Media and Cultural Studies, No. 1 (2022), Issue: Navigation.
Praktics - Media - Theories - Epistemologies, pp. 139-161. (http://txt3.de/hardwhere)

»And when I press this little key ...« Programming Sounds for BASIC Games. In: PAIDIA.
23.03.2022. (http://txt3.de/paidia8)

Brain Lego. Toy Computing with Lego Bricks. In: Adamatzky, Andrew (Hg.): LINKSs Special
Issue 1: Unconventional Computing. 2012, pp. 101-105.

Playing with the Computer. Analogies and Physiologies of Gaming with Electrical Current.
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In: PAIDIA, 30.09.2020. (http://txt3.de/paidia7)

* The Magical Panopticon. Technologies of Surveillance for the Purpose of Gaming - a
Computer-Archaeological Analysis. In: PAIDIA. Special Issue ,,Surveillance®, 25.06.2020.
(http://txt3.de/paidia6)

*  When Data Began Traveling. The Archaeology of Disk Magazines. In: Digital Talk, No. 108
(2020) [Disk Magazine for Commodore 64]. (http://txt3.de/acad-dt1)

* GOTO MOON: Simulations of Lunar Landing as Computer Games - Insight and Intrusion
into the Software Archive. In: PAIDIA, 06.03.2020. (http://txt3.de/paidia4)

* *Fifty Years in Home Computing, The Digital Computer and its private Use(er)s. In:
International Journal of Parallel, Emergent and Distributed Systems, Vol. 35(2), 2020, pp.
170-184. DOI: 10.1080/17445760.2019.1597085. (http://txt3.de/ijpedc1).

* Sound Bits. Computer-Archaeologial Gaming with Vintage Sound Chips. In: PAIDIA,
01.02.2019. (http://txt3.de/paidia2)

* *Play hat Pokey Music: Computer Archaeological Gaming with Vintage Sound Chips. In:
The Computer Games Journal. Volume 7, Issue 4, December 2018, Special Edition 2018 -
Ludomusicology, pp. 213-230, DOI: 10.1007/s40869-018-0068-5.
(http://txt3.de/pokeymusic)

* An Archaeology of the Internet. In: Ethics & Education, No. 1/2018 (Networks), pp. 8-11.
(http://txt3.de/ethikunt)

* (Cébdigos & Circuitos its: obstdculos, desvios e atalhos no ensino e pesquisa (através) de
softwares e hardwares vintage. In: Teccogs: Revista Digital de Tecnologias Cognitivas 15(1),
2017, S. 75-90. (http://txt3.de/cc-port)

* Computer Games(Computer(Games)) - References, Citations, and Recursions of Computers
in/as Games. In: PAIDIA. Special Issue: Science, Reserach, and Technology in Digital
Games. 27.07.2017. (http://txt3.de/paidial)

* Hands-on - Key in! A Archaeology of Computer Keyboards. In: Fundamentals in
Cybernetics and Humanities, Vol. 57, No. 4 (December 2016), pp. 254-260.
(http://txt3.de/acad-handson)

* GO BACK GOTO. A Short Review of the Removing of Computers from School's Computer
Science Teaching in the 1980s. In: Fundamentals in Cybernetics and Humanities, Vol. 57,
No. 3 (September 2016), pp. 141-152. (http://txt3.de/acad-goto)

*  *How to Do Things with Keys. (Assembly) Programming as (a Kind of) Gesture. In: Media
Arts Performance #7: On Gestures (2016). (http://txt3.de/things-keys)

*  Game(s) with Arrows. Computer Games and Vector Graphics. In: Fundamentals in
Cybernetics and Humanities, Vol. 56, No. 4 (December 2015), pp. 143-158.
(http://txt3.de/acad-pfeil)

* The NOPs and HALTSs of Digital Media. Programming Machine Languages for Media
Students. In: Fundamentals in Cybernetics and Humanities, Vol. 55, No. 4 (September
2014), pp. 139-153. (http://txt3.de/acad-nops)

Lexicon Entries
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Lemmata: »Rape and Revenge Movie«, »Gore Movie«, »Zombie Movie«, »Cannibal
Movie«, »Cannibalism«, »Simulacrume, »Metalepse«, »§ 131 StGB«, »choke, »Laser
Disc«, »Self Reference«, »Simulation«, »BpjS«, »§ 184 StGB«, »Horror Comedyx,
»Pathological Killer«, »Mockumentary«, »supernatural Horror«, »uncut versiong,
»Utopia«, »Vampire/Vampire Movie«, »Female Criminal«. In: Bender, Theo/Wulff, H.-J.
(Hgg): Lexicon of Movie Terms. Mainz: Bender 2003). (http://txt3.de/filmlex)

Lemma: »Scanners«. In: Tdteberg, Michael (Ed.): Metzler Film Lexicon, 2™ updated and
extended edition. Stuttgart/Weimar: J. B. Metzler 2005, pp. 564f.

Lemmata: »Anaesthetic«, »Author« (with Patrick Baum), »The Sublime«, »Hyper
Reality«, »Paratext«, »Postmodernism« (with Patrick Baum), »Simulacrumg,
»Simulation/Simulation Theory«. In: Holtgen, Stefan/Baum, Patrick (Eds.): Encyclopedia
of Postmodernism. Bochum: Projekt Verlag 2010.

Book Reviews (selection)

Qua vadis, Homo Spaciens? In: Sterne und Weltraum, No. 12 (2022), also online: Spektrum
der Wissenschaft, 29.09.2022. (http://txt3.de/spektrum7)

The World is Random. In: Spektrum der Wissenschaft [German edition of Scientific
American], 28.07.2021. (http://txt3.de/spektrumse)

Man and AL In: Spektrum der Wissenschaft [German edition of Scientific American], No.
11 (2020), pp. 90-92, also online: 08.09.2020, http://txt3.de/spektrum5)

On Benjamin Nicoll's »Minor Platforms in Video Game History«. In: H-Soz-Kult, 23.04.2020.
(http://txt3.de/hsk1) also in: PAIDIA, 18.05.2020 (http://txt3.de/paidia5).

How dangerous are Facebook & Co.? In: Spektrum der Wissenschaft [German edition of
Scientific American], 25.03.2020. (http://txt3.de/spektruma4)

Digitalization as a Thriller. In: Spektrum der Wissenschaft [German edition of Scientific
American], 05.12.2019. (http://txt3.de/spektrum3)

Underway to Computer Games. A Text Book on Game Studies. In: PAIDIA, 02.04.2019.
(http://txt3.de/paidia3)

Art, Code, und People. Doreen Hartmann's Analysis of the Computer Demo Scene from the
viewpoint of Sociology of Art. In: IASL Online, 11.04.2018. (http://txt3.de/iasl11)

Unconventional Computing (C.J. Meiner's »Soup Intelligence«. Hannover: heise 2018). In:
Spektrum der Wissenschaft [German edition of Scientific American], 27.01.2018.
(http://txt3.de/spektrum?2)

Against Trans Humanism (K. Mainzer's »Artificial Intelligence«). In: Spektrum der
Wissenschaft [German edition of Scientific American], 14.03.2017.
(http://txt3.de/spektrum1)

To Cut a Long Story Short. Michael Gamper's and Ruth Mayer's Edition on the Media
History of Small Forms. In: Literature Criticism, 12/2017. (http://txt3.de/litkri21)

The World Itself is Big Data. (Klaus Mainzer's »Calculation of the World«). In: Literature
Criticism, 03/2015. (http://txt3.de/litkri22)
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A New Method for Opening Apparatuses and Disciplines? Two New Publications of MIT's
»Platform Studies« series. In: IASL Online, 14.04.2013. (http://txt3.de/iasl10)

Room for Thoughts. Three Special Publications Are Showing What a Book Can Be. In:
Literature Criticism, No. 09/2013. (http://txt3.de/litkri20)

Stephan Giinzel: Ego Shooter. In: r:k:m, 28.06.2013. (http://txt3.de/rkm1)
GamesCoop: Theories of Computer Games. In: r:k:m, 23.01.2013. (http://txt3.de/rkm2)

»Way too Real«. On Shumeet Baluja's Novel about the World of Data. In: Literature
Criticism, No. 06/2012. (http://txt3.de/litkri19)

The Futures of Computing. (David Ferro's and Eric Swedin's »Science Fiction and
Computing. Essays on Interlinked Domains«. Jefferson NC: McFarland & Company 2011.)
In: IASL Online, 21.06.2012. (http://txt3.de/iasl9)

Utopian Interaction. Influence and Adoption of Scientific Research on Utopian-Artificial
Designs. (Mary Kemperink's and Leonieke Vermeer's »Utopianism and the Sciences 1880-
1930«. Leuven/Paris/Walpole: Peeters 2010.) In: IASL Online, 02.09.2011.
(http://txt3.de/iasl8)

The Year 2000 Did Happen. The Y2k Error as an Almost Catastrophe of/in Machine
Communication. (Peter Fey's »Communicating Automata«. Bielefeld: Transcript 2009.) In:
IASL Online, 02.09.2011. (http://txt3.de/iasl7)

The Logical Machine in (the) Movies. Alexander Florin's Study of Computers in (the)
Movies. In: IASL Online, 12.04.2011. (http://txt3.de/iasl6)

This Was the Summer in Berlin if it Was Good. Marc Schweska's Novel »Zur letzten
Instanz, read as a techno-cultural Card Box. In: Literature Criticism, 02.11.2011.

(http://txt3.de/litkri18)

Not an Apocalyptic Novel. Peter Handke's Dystopia »The Big Fall« narrates the End of
History. In: Literature Criticism, 06/2011. (http://txt3.de/litkri17)

We Must Not Forget to Forget (or to Click on it)! »Delete« - Viktor Mayer-Schonberger's
Invocation Against Digital Memory. In: Literature Criticism, No. 04/2011.
(http://txt3.de/litkri16)

Media Didactics for Grown-ups. (Thomas Feibel's »Childhood 2.0. How Parents Can Impart
Media Competence«. Berlin: Stiftung Warentest 2009). In: merz - Media and Education. 54.
Jg., No. 2, April 2010, pp. 80-82. (http://txt3.de/kdh20)

From a Personal View Point - »Literary Film Adaptation« in Horror Movies. (Alexander
Klotz's »From the Corner of One's Eye«. Passau: edfc 2010). In: IASL Online, 20.04.2010.
(http://txt3.de/iasl5)

Heroes for a Quarter - Constantin Gillies’ Novel »The Bug« is About (Not) Coming of Age of
a Youth Culture. In: Literature Criticism, No. 08/2010. (http://txt3.de/litkri15)

Techno Stories - Two Publications by the Berlin Techno Historian Wolfgang Kénig. In:
Literature Criticism, No. 05/2010. (http://txt3.de/litkri14)

Transparent Citizens and Virtual Enemies (Ilija Trojanow's and Juli Zeh's »Attack on
Freedom«. Haser 2009). In: Literature Criticism, No. 10/2009. (http://txt3.de/litkri13)
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Neither Fact nor Fiction. (Susanne Knaller's »Constructions of Reality in Contemporary
Culture« Vienna/Cologne/Weimar: Bshlau 2008.) In: IASL Online, 11.02.2009.
(http://txt3.de/iasl4)

Grandpa, don't stop telling about the War! (Constantin Gillies' »Extra Life«. Winnenden:
CSW 2008). In: Literature Criticism, No. 08/2008. (http://txt3.de/litkri12)

Man is only Man if he Plays (Jorg Luibl's »Binge Gamers, Bio Monsters & Fan Boys«. Stories
from the Realm of Video Games«. Winnenden: CSW 2007). In: Literature Criticism, No.
01/2008. (http://txt3.de/litkri11)

The insatiable Desire for Incorporation (Giinter Stampf's »Interview with a Cannibalx.
Wolfenbiittel: Seeliger 2007). In: Literature Criticism, No. 01/2008. (http://txt3.de/litkri10)

Condensate or Sediment? (Jiirgen Fritz's and Neil Stewart's »The Bad Conscience of
Medernity«. Cultural Theory and Representation of Violence in Literature and Movies
after 1968.« Kéln/Weimar/Wien: Bohlau 2006). In: IASL Online, 19.02.2007.
(http://txt3.de/iasl3)

»1 did not invent this.« (John Mendelssohn's Novel about the Popular Culture, its Victims,
and about Kate Bush). In: Literature Criticism, No. 10/2007. (http://txt3.de/litkri9)

»In the End Freud Ground His Cigar under His Heel on the Pavement« (Jed Rubenfeld's
»Interpretation of Murder«. Miinchen: Heyne 2007). In: Literature Criticism, No. 06/2007.

(http://txt3.de/litkri8)

The Main Term of Modernism (Susanne Knaller's and Harro Miiller's »Authenticity.
Discourses of an Aesthetic Term«. Paderborn: Wilhelm Fink 2006). In: IASL Online,
29.06.2006. (http://txt3.de/iasl2)

»... beaten with the ice pick.« Jorg von Uthmann tells a Cultural History of Murder. (Jérg
von Uthmann's »Killer, Crime Novels, Inspectors. A brief Cultural History of Murder.
Miinchen: Beck 2006). In: Literature Criticism, No. 06/2006. (http://txt3.de/litkri7)

Germany, your Murderer. 100 Years of Media Discourses on German Serial Killers. (Kathrin
Kompisch's and Frank Otto's »Beasts of the Boulevard«, Leipzig: Militzke 2006 & Kathrin
Kompisch's and Frank Otto's »Monsters for the Masses«, Leipzig: Militzke 2005.) In:
Literature Criticism, No. 02/2006. (http://txt3.de/litkri6)

Vampires, Serial Killers, and the Mythogenesis of a Crime. (Jorg Waltje's »Obsession.
Vampires, Serial Murder, and the Popular Imagination«. New York et al.: Peter Lang 2005).
In: IASL Online, 23.12.2005. (http://txt3.de/iasl1)

Approaching the Pole. Tina Uebel's »Horror Vacui« - a Philosophical Self Experiment. In:
Literature Criticism, No. 10/2005. (http://txt3.de/litkri5)

Authenticity and Construction. Stephan Harbort's »Non-Fictional Novel« on the »Love-
Couple murders«. In: Literature Criticism, No. 9/2005. (http://txt3.de/litkri4)

The Anthropophagic Trace in/of Culture. Christian Moser's »Cannibalistic Catharsis«. In:
Literature Criticism, No. 07/2005. (http://txt3.de/litkri3)

A Picture Paints a Thousand Words! (C. Avventi's »With the Eyes of the real Word«). In:
Literature Criticism, No. 4/2005. (http://txt3.de/litkri2)

Cybernetics, Cryptology, and War. Friedrich Kittler on Immortals. In: Literature Criticism,
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No. 3/2005. (http://txt3.de/litkri1)

» Political Writing, Media, and Peter Handke (Peter Handke's »Farewell of a Dreamer form
the ninth Country«. Frankfurt am Main: Suhrkamp 1998). In: intendenzen 4/April 1999.
Jena 1999. S. 44.

Interviews (selection)

Interviews for Television
* I compute therefor I am. Al and Human Identity. In »Kulturdoku, 3Sat, 06.08.2022.
* Apple’s 45" Anniversary. In: »Brisant«, ARD, 01.04.2021.

* Are you already gaming or just living? In: »ZDF Sonntags«, ZDF, 02.06.2019.
(http://txt3.de/zdfsntg)

* Swasticas in Computer Games. In: »Tagesthemen«, ARD, 21.08.2018.
(http://txt3.de/tthemen)

* 35" Anniversary of the Commodore 64. In: »Hallo Deutschland«, ZDF, 28.02.2017.

* Computer Archaeology. In: »Alpha Forum«, ARD Alpha, 03.06.2016.
(http://txt3.de/bralpha)

* Audio Tape Rather Than Vases. In: »Heute-Journal«, ZDF, 26.01.2016.

* On the »Blu-ray-Disc«. In: »Journal: IFA Technology, Trends, and Entertainment,
Deutsche-Welle-TV, 04./05.09.2009.

* Serial Killing as a cultural Phenomenon. In »Lokalzeit aus Bonn«, WDR TV, 21.04.2008.
(http://txt3.de/lokalzeit)

Interviews for Radio

* Thinkin Machine vs. Playtoy? Strolling through Early Computer Worlds. In: SRF-2,
28.10.2022. (http://txt3.de/srf2)

* The Cabinet of Dr. Holtgen. The Medienarchaeological Fund in Berlin. In: Deutschlandfunk
Kultur: Kompressor, 11.07.2019. (http://txt3.de/int-fundus)

* Machine Learning - The End of »Coding«? In: Deutschlandfunk Kultur: Breitband,
28.05.2016. (http://txt3.de/codeende)

* Media Archaeology is the Cue. In: Rush Hour, Campusradio Diisseldorf, 29.1.2016.
(http://txt3.de/rushhour)

* Dots and Pixels. In: WDR2, 09.03.2015.

* Die Relay Moth. A History of the Programming Error. In: Deutschlandradio Kultur,
26.11.2014. (http://txt3.de/motte)

* Diverse radio interviews during the conference »Serial Killing as a Cultural Phenomenon
(NDR Kultur, 12.05.2008; Radio Bonn-Rhein-Sieg, 18.04.2008; WDR3 in »Themen des Tages«,
19.04.2008; SWR2 in »Journal am Morgeng, 19.04.2008; Deutschlandradio Kultur in »Fazit«)
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»Rohtenburg« illegal. RBB KulturRadio, 02.03.2006.
The Boom of Fantasy Movies. hr info, 29.07.2005.

On the Conference »Bodies that Splatter«. DeutschlandRadio, 24.04.2003.

Print and Online Interviews

BASIC and Philology. Can you read Source Code as Literature? In: Besser Wissen, Podcast
from Golem.de, 28.08.2023. (http://txt3.de/golem-basic)

Jascha talks with Stefan Holtgen from the AG Spiele about the DHd2023. In: RaDiHum?20,
06.03.2023. (http://txt3.de/radihum20)

The Last Survivor. Tom Persky is the last reseller of Floppy Disks. Interview in:
Wirtschaftswoche Nr. 45, 04.11.2022, p. 66.

* The Signal Laboratory. In: Wershler, Darren & Emerson, Lori & Parikka, Jussi (Hgg.): The
Lab Book. Situated Practices in Media Studies. Minneapolis: University of Minnesota Press
2022,

»Al makes human players redundant« - In: Bonner General-Anzeiger, 14.11.2018, pp. 9.

* The Signal Laboratory. In: What is a Media Lab. Situated Practices in Media Studies.
29.08.2016. (http://txt3.de/siglabint)

Computer Aarchaeology und Digital Inheritance: Interview with Dr. Stefan Holtgen. In:
digital.danach, 31.08.2016. (http://txt3.de/digidanach)

Computer Games. The Technology behind the Screen. In: Die Zeit, 04.04.2016.
(http://txt3.de/kinderzeit)

Archaeology of the Early Computer Age: Electronic Waste - Today's Garbage, Tomorrow in
the Museums? In: WDR Online, 23.12.2014.

SdK #81: Stefan Holtgen on Computer Archaeology. In: Voices of Cultural Studies,
04.11.2014. (http://txt3.de/sdk81)

Shift - Restore - Escape. A Lecture Series introduces into the Epistemology of Computers.
In: HUMBOLDT. No. 6, 2012/13, pp. 5. (http://txt3.de/humbsre)

Interview with Pro-Medienmagazin, 21.11.2011. (http://txt3.de/promed)
Contaminated. Mutants in Video Games. In: IGN, 19.09.2011. (http://txt3.de/ign)

Porno is old fashioned. Bohlen-Show. In: Tagesspiegel, 30.09.2011.
(http://txt3.de/pgestern)

Interview about »Writing on the Internet« fiir ESJ Berlin 2010. In: YouTube 05.06.2010.
(http://txt3.de/esj)

Bettina Jech: Who was Jack the Ripper. In: PM History, No. 05/2009, pp. 36-42.
Grimm-beauty Hatchet. Interview: Serial Killers in the Movies. In: WDR Online, 19.04.2008.

Chainsaw and Meat Hook. Stefan Holtgen researches the Aesthetics of Serial Killing in
Movies. In: Die Zeit, No. 16/2008, pp. 40. (http://txt3.de/ketts)

Ehrhardt, Jana: How Every Day Becomes a Nightmare. In: Handelsblatt, 05.12.2007, pp. 9.
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(Nach et al. einem Telefoninterview mit mir - http://txt3.de/handeslblatt)

* Halloween - Traces of Horror. Interview with Campus-Radio Kéln am 27.10.2005.
(http://txt3.de/halloween)

* Die Definition of Art. Interview with Online Magazine »The Humanist« am 31.05.2004.
(http://txt3.de/kunstdef)

Other publications (mainly journalistic texts) can be found on my webpage www.t3xt3.de.
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