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SKILLS 
 

Qualitative Research ◦ Game Design ◦ Co-Creation ◦ Collaborative and Independent Research ◦ Creative 
Technology ◦ Written and Visual Communication ◦ Public Speaking and Presentation ◦ Media Analysis 

EXPERIENCE 
 

Aug 2024 – May 2026 LoGaCulture Research Fellow 
University of Southampton and Bournemouth University 

As a research fellow on the LoGaCulture project my responsibilities have 
included: 

• I efficiently and flexibly shared my time between Bournemouth University, 
the University of Southampton, and Avebury Henge and Stone Circle 

• I conducted a one-year participant study of ten game designers, each 
interviewed once every two weeks for a total of 240 unique interviews and 
405 diary entries 

• I authored and contributed to research disseminations and policy white 
papers on the ethical integration of mixed-reality technologies 

• I liaised with National Trust partners, facilitating co-creation workshops 
toward designing three mixed-reality game installations 

• I led front-end Unity game design and player experience design on ‘Ages of 
Avebury’, a mixed-reality mobile game. 

• I developed an ethical framework into board game exploring ethical issues 
around technology, tourism, and heritage 

• I have led weekly academic writing group meetings, providing a supportive 
space for early-career researchers to work on their goals 

 

2019-2024 Game Designer 
Escape Hunt Studios Ltd | XP Factory 

In this role I managed and led game design projects from conception to 
completion. This included: 

• I managed and led the design, development, and installation of escape 
rooms and mixed-reality games [please see website for portfolio] 

• I worked with external stakeholder partners including Netflix and the BBC, 
as well as production partners in Europe and India  

• I collaborated closely with operational partners to manage risk and make 
key decisions toward customer safety  

• I facilitated testing and iteratively improved escape room games for 
durability, safety, and user experience 

• I trained site staff in the operation and management of escape room games 
across 21 branches in the UK 



 

EDUCATION 
 

2013-2018 PhD Web Science 
University of Southampton 

I wrote and defended an interdisciplinary thesis studying interactions between 
players in the online game League of Legends. 

• I was granted a research doctorate studying social interaction and play in 
online video games, with a specific interest in applying ethnographic 
methods in online spaces 

• I designed a participant-orientated methodology to generate rich textual 
data and explore the ways in which players collaborate and communicate. 

• I adapted Bourdieu’s practice theory framework for online communities 
and uncovered the social function of toxic behaviours in games 

• I achieved international recognition as a researcher through publication and 
engagement with communities in technology and social sciences. 

 

2012-2013 MSc Web Science 
University of Southampton 

Integrated Master’s degree focusing on interaction between humans, society, 
and the Web. Key subjects included hypertext and electronic literature, digital 
ethnography, Science and Technology Studies, and gendered sociology of 
online play. 

2008-2012 BA(Hons) Film and German 
University of Southampton 

Four-year degree focusing on research methods, discourse analysis, culture 
and ethnography, creative and technical writing, German literature, 
interdisciplinary media analysis, science fiction, fantasy, and horror film, and 
German language skills. 

 

PUBLICATIONS AND RESEARCH DISSEMINATION 
 

RIMINGTON, B., BAKER, E-R., BLOUNT, T., JONES, J., JORDAN, J., MALINOV, Y., MILLARD, D. 2026. In 
Search of Lost Times: Reimagining Mixed Reality for an Ancient Site. ACM Creativity and Cognition 
[Forthcoming Conference Paper].  

BRETT, J., HARGOOD, C., MILLARD, D., MALINOV, Y., RIMINGTON, B. 2025. LUTE: A Hypertextual Mixed 
Reality Game Engine. HT '25: Proceedings of the 36th ACM Conference on Hypertext and Social Media. 
Pp 137 – 145 [Conference Paper] 

RIMINGTON, B. & JONES, J. 2025. Designing Time and Place in Mixed-Reality Games. MIX 2025: Writing 
with Technologies [Conference Presentation] 

RIMINGTON, E.M. 2018. The Social Function of Toxic Behaviour in an Online Video Game. University of 
Southampton [Doctoral Thesis] 

RIMINGTON, E.M., WEAL, M., LEONARD, P. 2016. A Theoretical Framework for Online Game Society: The 
Case of League of Legends. WebSci '16: Proceedings of the 8th ACM Conference on Web Science Pp 355 – 
357 [Conference Poster] 

RIMINGTON, E.M., & BLOUNT, T. 2016. Lore v. Representation: Narrative Communication of Power with 
Regard to Gender in League of Legends CEUR Workshop Proceedings, 1628, 1-5 [Workshop Paper] 



 

REFERENCES 
 

David Millard 

Professor of Computer Science 
University of Southampton 

dem@soton.ac.uk 

James Jordan 

Professor of English Literature 
University of Southampton 

j.a.jordan@soton.ac.uk 

Charlie Hargood 
Associate Professor of Game Technologies 
University of Bournemouth 

chargood@bournemouth.ac.uk 

 

 

mailto:dem@soton.ac.uk
mailto:j.a.jordan@soton.ac.uk
mailto:chargood@bournemouth.ac.uk

	Skills
	Experience
	Aug 2024 – May 2026 LoGaCulture Research Fellow
	University of Southampton and Bournemouth University

	2019-2024 Game Designer
	Escape Hunt Studios Ltd | XP Factory


	Education
	2013-2018 PhD Web Science
	University of Southampton

	2012-2013 MSc Web Science
	University of Southampton

	2008-2012 BA(Hons) Film and German
	University of Southampton


	Publications and research dissemination
	References

