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ANDRA IVANESCU is a Lecturer in Game Studies and Ludomusicology at
Brunel University London. Beyond music her work also engages with key
concepts in nostalgia, genre, gender studies and film studies. She is the
author of Popular Music in the Nostalgia Video Game: The Way It Never
Sounded (2019).

MICHIEL KAMP is Assistant Professor of Musicology at Utrecht
University. His research takes hermeneutic and semiotic approaches
to music in video games and related audiovisual media such as films
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