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Employment
Associate Professor, Annenberg School for Communication and Journalism, 
University of Southern California, 2010 - present.
Assistant Professor, Annenberg School for Communication, 
University of Southern California, 2007 - 2010.
Assistant Professor, Department of Speech Communication (now Communication), University of Illinois at Urbana-Champaign, 2004 – 2007.

Degrees
Ph.D., Department of Communication Studies. 
University of Michigan, 2004.
M.A., Communication Management, Annenberg School for Communication. 
University of Southern California, 1996
B.A., English (Creative Writing), Minor in Business Administration.
University of Southern California, 1993
Publications
Journal Articles
• Meng, J., Shen, C., &Williams, D. (2015, in press). Channels Matter: Multimodal Connectedness, Types of Co-Players and Social Capital for Multiplayer Online Battle Arena Gamers. Computers in Human Behavior.

• Kahn, A.S., Shen, C., Lu, L., Ratan, R.A., Coary, S., Hou, J., Meng, J., Osborn, J.C. & Williams, D. (in press, 2015). The Trojan Player Typology: A Cross-Genre, Cross-Cultural, Behaviorally Validated Scale of Video Game Play Motivations. Computers in Human Behavior.
• Ratan, R., Taylor, N., Hogan, J., Kennedy, T. & Williams, D. (in press, 2015). Stand by your Man: An Examination of Gender Disparity in League of Legends. Games & Culture.

• Lu, L., Shen, C., & Williams, D. (2014). Friending your way up the ladder: Connecting massive multiplayer online game behaviors with offline leadership. Computers in Human Behavior, 35(0). 
• Kahn, A., Ratan, R. & Williams, D. (2014) Why We Distort in Self-Report: Predictors of Self-Report Errors in Video Game Play. Journal of Computer Mediated Communication, 19 (4). 

• Lehdonvirta, V., Ratan, R., Kennedy, K., Williams, D. (2014, in press). Pink and Blue Pixel$:  Gender and Economic Disparity in Two Massive Online Games. The Information Society.

• Shen, C., Monge, P. & Williams, D. (2013). The Evolution of Social Ties Online: A Longitudinal study of a massively multiplayer online game. Journal of the American Society for Information Science and Technology (JASIST).
• Shen, C., Monge, P. & Wiliams, D. (2012) Virtual Brokerage and Closure: Network Structure and Social Capital in a Massively Multiplayer Online Game. Communication Research.
• Williams, D., S. Poole, N. Contractor & J. Srivastava (2012). The Virtual World Exploratorium. Communication Methods and Measures.
• Wang, J. Huffaker, D.A., Treem, J.W., Fullerton, L., Ahmad, M.A., Williams, D., Poole, M.S., Contractor, N. (2011). Focused on the Prize: Characteristics of Experts in Massive Multiplayer Online Games.  First Monday, 16(8). 
• Shen, C., Monge, P. & Williams, Dmitri (2011). The Evolving Virtual Relationships: A Longitudinal Analysis of Player Social Networks in a Large MMOG.
• Borbora, Z., Hsu,  K., Srivastava, J. &  Williams, D.  (2011). Churn Prediction in MMORPGs using player motivation theories and ensemble approach. Proceedings of  SocialCom-11. Boston (MIT), Oct. 9-11.
• Ahmad, M., Keegan, B., Sullivan, S., Williams, D., Srivastava, J. & Contractor, N. (2011). Illicit Bits: Detecting and Analyzing Contraband Networks in Massively Multiplayer Online Games. Proceedings of SocialCom-11. Boston (MIT), Oct. 9-11
• Keegan, B., Ahmad, M., Williams, D., Srivastava, J., Contractor, N. (2011). Sic Transit Gloria Mundi Virtuali? Promise and Peril at the Intersection of Computational Social Science and Online Clandestine Organizations. Proceedings of ACM WebScience 2011. Koblenz, Germany. June 14-17.
• Ahmad, M., Keegan, B., Williams, D., Srivastava, J., Contractor, N. (2011). Trust Amongst Rogues? A Hypergraph Approach for Comparing Clandestine Trust Networks in MMOGs. Proceedings of Fifth International AAAI Conference on Weblogs and Social Media (ICWSM 2011).
• Keegan, B., Ahmad, M., Williams, D., Srivastava, J., Contractor, N. (2011). What Can Gold Farmers Teach Us About Criminal Networks?  ACM Crossroads (17) 3, p. 11-15.

• Keegan, B., M. Ahmad, J. Srivastava, D. Williams, N. Contractor (2010). Dark Gold: Statistical Properties of Clandestine Networks in Massively Multiplayer Online Games. International Journal of Social Computing and Cyber-Physical Systems.

• Martins, N., D. Williams, R. Ratan & K. Harrison (2010). Virtual Muscularity: A Content Analysis of Male Video Game Characters. Body Image: An International Journal of Research.

• Mahmassani, H., R. Chen, Y. Huang, D. Williams, N. Contractor (2010). Time to Play? Activity Engagement in Multiplayer Online Role-Playing Games. Transportation Research Record: Journal of the Transportation Research Board. 2157. P. 129-137.

• Shen, C & D. Williams (2010). Unpacking Time Online: Connecting Internet and MMO use with Psycho-social Well-being. Communication Research.
• Williams, D. (2010). The Mapping Principle, and a Research Framework for Virtual Worlds. Communication Theory.
• Ratan, R., Chung, J., Shen, C., Poole, M. & Williams, D. (2010). Schmoozing and Smiting: Trust, Social Institutions and Communication Patterns in an MMOG. Journal of Computer Mediated Communication.
• Williams, D., T. Kennedy & R. Moore (2010). Behind the Avatar: The Patterns, Practices and Functions of Role Playing in MMOs. Games & Culture.
• Williams, D., M. Consalvo, S. Caplan & N. Yee (2009). Looking for Gender (LFG): Gender Roles and Behaviors Among Online Gamers. Journal of Communication. 59, p. 700-725.
• Williams, D., N. Martins, M. Consalvo & J. Ivory (2009). The Virtual Census: Representations of Gender, Race and Age in Video Games. New Media & Society. 11, p. 815-834.
• Caplan, S., D. Williams & N. Yee (2009). Problematic Internet Use and Psychosocial Well-Being Among MMO Players. Computers in Human Behavior. 25(6) p. 1312-1319.
• Martins, N., D. Williams, R. Ratan & K. Harrison (2009). A Content Analysis of Female Body Imagery in Video Games. Sex Roles. 61 (11-12) p. 824-836.
• Ivory, J., D. Williams, N. Martins & M. Consalvo (2009). Good Clean Fun? A Content Analysis of Profanity in Video Games and its Prevalence across Games Systems and Ratings. CyberPsychology and Behavior. 12(4) p. 457-460.
• Castronova, E., Williams, D., Huang, Y., Shen, C., Keegan, B., Ratan, R., et al. (2009). As Real as Real? Macroeconomic Behavior in a Large-Scale Virtual World. New Media & Society. 11, p. 685-707.
• Williams, D., N. Yee & S. Caplan (2008). Who Plays, How Much, and Why? A Behavioral Player Census of Virtual World. Journal of Computer Mediated Communication.

• Williams, D., S. Caplan & L. Xiong (2007). Can You Hear Me Now? The Social Impact of Voice in Online Communities. Human Communication Research. 33, p. 427-449.
• Williams, D. (2007). The Impact of Time Online: Social Capital and Cyberbalkanization. CyberPsychology and Behavior. 8, p. 580–584
• Williams, D. (2006). Groups and Goblins: The Social and Civic Impact of Online Gaming. Journal of Broadcasting and Electronic Media. 50(4), p. 651-670.
• Williams, D., N. Ducheneaut, L. Xiong, Y. Zhang, N. Yee & E. Nickell (2006). From Tree House to Barracks: The Social Life of Guilds in World of Warcraft. Games & Culture. 1(4) p. 338-361.
• Steinkuehler, C. & Williams, D. (2006). Where Everybody Knows Your (Screen) Name: Online Games as 'Third Places.’ Journal of Computer-Mediated Communication. 11(4).

• Williams, D. (2006). On and Off the 'Net: Scales for Social Capital in an Online Era. Journal of Computer-Mediated Communication, 11(2), article 11. 
• Williams, D. (2006). Virtual Cultivation: Online Worlds, Offline Perceptions. Journal of Communication. 56(1). 
• Williams, D. (2006). Why Game Studies Now? Gamers Don't Bowl Alone. Games & Culture. 1(1), p. 13-16. 
• Williams, D. & M. Skoric (2005). Internet Fantasy Violence: Aggression in an Online Game. Communication Monographs. 72(2), p. 217-233.

• Williams, D. (2005). Bridging the Methodological Divide in Game Research. Simulation & Gaming. 36(4), 447-463.

• Valentino, N., V. Hutchings, & D. Williams (2004). Advertising and the Architecture of Political Judgment: Consequences for Knowledge, Information Seeking, and Candidate Preference. Journal of Communication, 54(2), p. 337-354.
• Williams, D. (2003). The Video Game Lightning Rod: Constructions of a New Media Technology, 1970-2000. Information, Communication and Society, 6(4), p. 523-550.
• Williams, D. (2002). A Structural Analysis of Market Competition in the U.S. Home Video Game Industry. International Journal on Media Management, 4(1), p. 41-54.
• Williams, D. (2002). Synergy Bias: Conglomerates and Promotion in the News. Journal of Broadcasting and Electronic Media, 46(3), p.453-472. 
Peer-reviewed Conference Proceedings (Computer Science and Engineering)

• Keegan, B., Ahmad, M., Williams, D., Srivastava, J., Contractor, N. (2011)  Sic Transit Gloria Mundi Virtuali? Promise and Peril at the Intersection of Computational Social Science and Online Clandestine Organizations. Proceedings of ACM WebScience 2011. Koblenz, Germany. June 14-17.***
• Ahmad, M., Keegan, B., Williams, D., Srivastava, J., Contractor, N. (2011) Trust Amongst Rogues? A Hypergraph Approach for Comparing Clandestine Trust Networks in MMOGs. Proceedings of Fifth International AAAI Conference on Weblogs and Social Media (ICWSM 2011).*

• B. Keegan, M. Ahmad, J. Srivastava, D. Williams, N. Contractor (2010). Dark Gold: Statistical Properties of Clandestine Networks in Massively Multiplayer Online Games. Proceedings of IEEE, SocialComm-10.**

• Huffaker, D., Wang, A., Treem, J.,  Ahmad, M.A., Fullerton, L., Williams, D.,  Poole, M.S., Contractor, N. (2009). The Social Behaviors of Experts in Massive Multiplayer Online Role-playing Games. Proceedings of IEEE, SocialComm-09.*
• Huang, Y., C. Shen, D. Williams & N. Contractor (2009) Virtually There: The Role of Proximity and Homophily in Virtual World Networks. Proceedings of IEEE, SocialComm-09.*

• Ahmad, M., B. Keegan, J. Srivastava, D. Williams, N. Contractor (2009). Mining for Gold Farmers: Automatic Detection of Deviant Players in MMOGs. Proceedings of IEEE, SocialComm-09.*
• Huang, Y., M. Zhu, J. Wang, N. Pathak, C. Shen, B. Keegan, D. Williams, N. Contractor (2009). The Formation of Task-Oriented Groups: Exploring Combat Activities in Online Games. Proceedings of IEEE, SocialComm-09.**
*Invited to the Main Proceedings (20% acceptance rate)
**Invited to the Select Proceedings (10% acceptance rate)
***15% acceptance rate

Book Chapters

• Williams, D. (2010, in press). The Perils and Promise of Large-Scale Data Extraction. In title TBA. Chicago: MacArthur Foundation. 
• Huh, S. & D. Williams (2010, in press). Dude Looks Like a Lady: Gender Swapping in an Online Game. In Online Worlds: Convergence of the Real and the Virtual, Bainbridge, W. (Ed.). New York: Springer.
• Williams, D. (2009). Herding Cats Online: Challenges in Deriving a Sample from Online Communities. In Hargittai, E. (Ed.) Research Confidential: Solutions to problems most social scientists pretend they never have. Ann Arbor, Michigan: University of Michigan Press, p. 122-140. 
• Xiong, L., R. Ratan & D. Williams (2009, in press). Location-Based Mobile Games: A Theoretical Framework for Research. In A. deSouza e Silva & D. Sutko (Eds.) Hybrid Reality Games: Reconfiguring Social and Urban Networks Via Locative Media. New York, New York: Peter Lang Publishers.
• Williams, D. (2007). Afterword: The Return of the Player. In Selfe, C. & Hawisher, G. (Eds.) Gaming Lives in the 21st Century: Literate Connections. New York: Palgrave Macmillian.
• Williams, D. (2006) A (Short) Social History of Electronic Games. In Vorderer, P & Bryant, J. (Eds.) Playing Computer Games: Motives, Responses, and Consequences. Mahwah, NJ: Lawrence Erlbaum. 

Book Reviews

• Williams, D. (2007). Book Review: Alexander Galloway’s ‘Gaming: Essays on algorithmic culture.’ International Journal of Communication. 1 (www.ijoc.org).

• Williams, D. (2003). The Medium of the Video Game by Mark J.P. Wolf. Popular Communication. 1(4), p. 251-253.
Selected Conference Papers & Presentations

• Poole, M.S., Xiong, L., Ahmad, M. & Williams, D. (2009, July 16-18). The Effects of Group Structure on Group Behavior and Outcomes in an Online Gaming Environment. INGRoup. Colorado Springs, Colorado.

• Williams, D. (2009, June 20). Studying Virtual Worlds. State of Play VI. New York Law School, New York, New York.
• Williams, D., Contractor, N., Poole, M.S., & Srivastava, J. (2009, June 10-12). Networks, gold and code: New findings from the Virtual Worlds Exploratorium. Games, Learning and Society 5.0. Madison, Wisconsin.

• Williams, D., Consalvo, M., Caplan, S., & Yee, N. (2009, May 21-25). Looking for Gender (LFG): Roles and Behavior Among Online Gamers. International Communication Association Annual Conference. Chicago, Illinois.

• Ivory, J., Williams, D., Consalvo, M., & Martins, N. (2009, May 21-25). Good Clean Fun? A Content Analysis of Profanity in Video Games and its Prevalence Across Game Systems and Ratings. International Communication Association Annual Conference. Chicago, Illinois.

• Ratan, R., Shen, C., Xiong, L., Chung, J. & Williams, D. (2009, May 21-25). Schmoozing and Smiting: Trust and Communication Patterns in an MMO. International Communication Association Annual Conference. Chicago, Illinois.

• Caplan, S., Williams, D. & Yee, N. (2009, May 21-25). Problematic Internet Use and Psychosocial Well-Being Among MMO Players. International Communication Association Annual Conference. Chicago, Illinois.

• Castronova, E., Williams, D. Huang, Y., Shen, C., Keegan, B., Ratan, R., Xiong, L. & Contractor, N. (2009, May 21-25). As Real As Real? Macroeconomic Behavior in a Large-Scale Virtual World. International Communication Association Annual Conference. Chicago, Illinois.

• Williams, D. (2009, March 25). Advanced Data-Mining and Intelligence from Large-Scale Game Data. Game Developers Conference, San Francisco, CA.
• Shen, C. & Williams, D. (2009, March 14). Internet Use and Psychosocial Well-being: Results from a Large Virtual World. Paper presented at International Sunbelt Social Network Conference (XXIX), San Diego, CA.
• Williams, D. (2009, March 14). Strong Gaming Communities: Text vs. Speech. South by Southwest Interactive. Austin, Texas.
• Srivastava, J., Williams, D., Contractor, N. & Poole, S. (2009, February 12-16 22). The Virtual World Exploratorium Project. American Association for the Advancement of Science (AAAS) Conference. Chicago, Illinois.

• Williams, D., Yee, N. & Caplan, S. (2008, November 22). Who Plays, How Much, and Why? A Behavioral Player Census of a Virtual World. National Communication Association Conference. San Diego, California.

• Chung, J., Shen, C., Xiong, L. & Williams, D. (2008, November 24). Pwn the Mob, Noob: Chat, Grouping and Trust Within MMOs. National Communication Association Conference. San Diego, California.

• Huh, S., Ratan, R. & Williams, D. (2008, November 24). Going (Online) With the Flow: Modeling Flow Within a Large Social Online World. National Communication Association Conference. San Diego, California.

• Martins, N., Williams, D., Consalvo, M., & Ivory, J. (2008, November 21). A Content Analysis of Female Body Imagery in Video Games. National Communication Association Conference. San Diego, California.

• Williams, D. (2008, October 15-18). Get in the Game: Innovations in Ethnographic Game Research. Association of Internet Researchers Conference. Copenhagen, Denmark.

• Williams, D. (2008, October 15-18). State of MMO Game Studies: Identities, Participatory Culture, and Structural Forces. Association of Internet Researchers Conference. Copenhagen, Denmark.

• Williams, D. (2008, October 15-18). Women and Men at Play: Gender Differences in Motivations, Practices, and Intimate Relationships Among MMO Players. Association of Internet Researchers Conference. Copenhagen, Denmark.
• Williams, D. (2008, July 10-11). The Virtual World Exploratorium Project: Initial Findings and Future Directions. Games, Learning and Society Conference. Madison, Wisconsin.
• Poole, S., Contractor, N., Williams, D. & Srivastrava, J. (2008, June 19). Virtual World: An Exploratorium for Theorizing and Modeling the Dynamics of Network and Group Behavior. Manchester, England.
• Williams, D. (2008, May 10). Relationships between “WoW” and the “Real World”. Convergence of the Real and the Virtual. Held on the Warcraft Earthen Ring Server.
• Williams, D. (2008, February 16). Virtual World Metrics and Low-Hanging Fruit. Metaverse U, Stanford University, Palo Alto, California.
• Williams, D. (2008, February 11). The Virtual World Exploratorium Project. Virtual Worlds and New Realities in Commerce, Politics, and Society Conference, Emory University, Atlanta.

• Williams, D. (2007, April 20). Games 2.0: Character Representations in Modern Games. International Communication Association Conference. Dresden, Germany. San Francisco, California.

• Williams, D. (2007, April 20). Code and Community: The Future of Online Games. Interfaces and Visualizations Conference. Urbana, Illinois. 

• Williams, D. (2007, March 8 and 9). Addiction and Video Games. Game Developers Conference. San Jose, California. 

• Williams, D. (2006, November 30). Online Metrics and Methods. NYLS/Terra Nova State of Play Symposium. New York, New York. 

• Williams, D. (2006, December 1). A Research Agenda, With Warnings. NYLS/Terra Nova State of Play Symposium. New York, New York.

• Williams, D., Caplan, S. & Xiong, L. (2006, June 19). Can you hear me now? The social impact of voice on internet communities. International Communication Association Conference. Dresden, Germany.

• Wotal, B., Green, H., Williams, D. & Contractor, N. (2006, April 25-30). “WoW!: The Dynamics of Knowledge Networks in Massively Multiplayer Online Role Playing Games (MMORPG).” Sunbelt XXVI International Sunbelt Social Network Conference. Vancouver, British Columbia. 
• Williams, D. (2005, October 9). Usability/sociability in VoIP group systems. Association of Internet Researchers Meeting. Chicago, Illinois.
• Williams, D. (2005, June 24). The Social Impact of MMOG Play. Games, Learning and Society Conference. Madison, Wisconsin.

• Williams, D. (2005, June 17). A Brief Social History of Game Play. Digital Games Research Association. Vancouver, Canada.
• Williams, D. (2005, May 27). Virtual Cultivation: Online Worlds, Offline Perceptions. International Communication Association Conference. New York City, New York.

• Steinkuehler, C. A. & Williams, D. (2005, April 15). Where Everybody Knows Your (Screen) Name: Online Games as 'Third Places.' Annual Meeting of the American Educational Research Association, Montreal, Canada. Also presented at the Digital Games Research Association. Vancouver, Canada (2005, June 19).
• Williams, D. (2003, November 22). “The Social Impact of an Online Game.” National Communications Association Conference, Miami Beach, Florida.
• Williams, D. (2003, October 18). “Bridging, Bonding and Slaying the Evil Foo: Social Capital in an Online Game.” Association of Internet Researchers Annual Conference 4.0, Toronto, Ontario.

• Williams, D. & Skoric, M. (2003, July 30). “Massively Multiplayer Mayhem: Aggression in an Online Game.” Association for Education in Journalism and Mass Communication Conference. Kansas City, Missouri. 

• Knobloch, S., Keplinger, C. & Williams, D. (2003, July 30). “Thrilling News: Factors Generating Suspense During News Exposure.” Association for Education in Journalism and Mass Communication Conference. Kansas City, Missouri.
• Williams, D. (2003, May 27). “Gains and Losses Online and Off: Bridging and Bonding Social Capital in Weak- and Strong-tie Networks.” International Communication Association Conference. San Diego, California.
• Williams, D. (2002, July 17). “Structure and Competition in the U.S. Home Video Game Industry.” Presented at the International Communications Association Conference. Seoul, South Korea. 
Top Three Paper Award, Communication and Technology Division.
• Valentino, N. Hutchings, V. & Williams, D. (2002, April 26). “Advertising and the Architecture of Political Judgment: Consequences for Knowledge, Information Seeking, and Candidate Preference.” Presented at the Midwest Political Science Association Conference. Chicago, Illinois.
• Williams, D. (2002, April 4). “Media Constructions of Video Games, 1970-2000.” Presented at the ESRC Playing With the Future Conference. Manchester, England.
• Valentino, N., Hutchings, V., Philpot, T., & Williams, D. (2001, August 30). “When Enough is Enough, and When It Isn’t: Political Advertising, Partisan Threat, and Selective Information Seeking on the Internet.” Presented at the American Political Science Association. San Francisco, California.
• Williams, D. (2001, May 27). “Bots and e-commerce: Fluid Markets and the Death of Retail?” Presented at the International Communications Association Conference. Washington, D.C..
• Williams, D. (1999, October). “Synergy Bias: A Content Analysis of Evening Network News Examining Parent-Company Influence.” Presented at the Midwest Association for Public Opinion Research. Chicago, Illinois. 
Top Three Student Paper Award.
(Revision presented at the Association for Education in Journalism and Mass Communication, Phoenix, Arizona, August, 2000)

Invited Lectures

• “The mapping principle and other oddities: Recent findings from the Virtual Worlds Exploratorium” Virginia Tech Communication Colloquium. Blacksburg, VA, Feb. 26, 2009.

• “Networks, Gold and Code” Oxford Internet Institute. Oxford, England, Oct. 13, 2008.


• “Findings from the Virtual World Exploratorium” Annenberg School for Communication, University of Pennsylvania. Philadelphia, PA, Oct. 10, 2008.


• “The Future of Play” Kompan Institute Research Seminar. Philadelphia, PA, Oct. 3, 2008.

• “Can you hear me now? Social Dynamics in game-based virtual communities” University of Texas, Austin, Department of Radio-Television-Film. Dec. 4, 2006.

• “Exit, voice and loyalty” Northwestern University, Media Technology and Society Program Speaker Series, School of Communication. Sep. 29, 2006.

• “Can you hear me now? VoIP’s impact on online communities” Nokia Games and Storytelling Series, University of Tampere, Finland. May 2, 2006.
• “pwn your data: Social science research methods for online games” Games Developers Conference, San Jose, California. March 20, 2006
• “Academic Insights: What Researchers Can and Can't Tell You About Your Games.” Games Developers Conference, San Francisco, California. March 10, 2005

• “What You Need to Know as a Game Maker.” Presented to Wolverine Soft, Ann Arbor, Michigan. April 3, 2003.

• “Research Methods for the Online World.” Presented at the Undergraduate Research Opportunity Program, Ann Arbor, Michigan. February 20, 2003.

Grants
• The Virtual World Observatory: Identifying Real World (RW) Characteristics from Virtual Behavior (2009-2012) Intelligence Advanced Research Projects Activity. PI: Dmitri Williams. Co-PIs: Noshir Contractor, M. Scott Poole, Jaideep Srivastava. In the amount of $2,764,803.

• Collaborative Research: Instrumenting Usage and Perceptions in Massively Multiplayer Online Games (2008-2011) National Science Foundation. PI: Noshir Contractor. Co-PIs: Dmitri Williams, M. Scott Poole, Jaideep Srivastava. In the amount of $749,923.

• Virtual Worlds: An Exploratorium for Theorizing and Modeling the Dynamics of Group Behavior (2008-2011) Army Research Institute. PI: Noshir Contractor. Co-PIs: Dmitri Williams, M. Scott Poole, Jaideep Srivastava. In the amount of $711,740.

• "Capitalizing on Research on Animal and Human Brain Plasticity to Enhance WarFighter Training and Performance. (2007-2012) Office of Naval Research. PI: Arthur Kramer. Co-PIs: Dmitri Williams, Monica Fabiani, Gabrielle Gratton, Daniel Simons, Brad Sutton, Wai-tat Fu, Kirk Erickson, Walter Boot, Chandramallika Basak, Mark Neider. In the amount of $7,500,000.

• "Collaborative Research: Instrumenting Behaviors and Attitudes in Virtual Worlds." (2006) National Science Foundation. PI: Dmitri Williams. Co-PIs: Nosh Contractor, Dan Hunter. In the amount of $194,000.

• “Our Virtual Bodies, Ourselves: The Video Game Imagery and Effects Project” (2005-2006).  Campus Board Research Grant, University of Illinois.  Co-PIs:  Dmitri Williams and Kristen Harrison.  In the amount of $21,235. 
• “Virtual World Exploratory Research” (Symposium and team-building) (2005). Kauffman Foundation. PI: Leigh Estabrook. Co-PIs: Dmitri Williams and Guy Garnett. In the amount of $94,000.

Awards
• Mellon Fellowship, 2006-2007
• International Communication Association: Dordick Biennial Dissertation Award 
for 2005-2007
• National Communication Association: Miller Top Dissertation Award, 2005
• University of Michigan: Mark Foote Distinguished Dissertation Award, 2004
• Outstanding Graduate Student Teaching Award, Instructional and Developmental Division, International Communications Association, 2003.
• Top Paper Award, Communication and Technology Division, International Communications Association Conference, 2002.
• Top Three Student Paper Award, Midwest Association for Public Opinion Research, 1999. 
Patents
• Williams, Dmitri (Redondo Beach); Kawale, Jaya (Minneapolis); Srivastava, Jaideep (Minneapolis); Huffaker, David (Ann Arbor); Huang, Yun (Evanston), Contractor, Noshir (Evanston); Borbora, Zoheb (Minneapolis).  Applicatoin 13/043,331, filed 3/8/2011. (US Provisional Application No. 61/311,643, filed 3/8/2010.) Predicting game player monetization based on player logs. USC Ref. 10-210A.
• Williams, Dmitri (Redondo Beach); Ahmad, Muhammad Aurangzeb (Minneapolis);  Srivastava, Jaideep (Minneapolis); Keegan, Brian (Evanston); Contractor, Noshir (Evanston). US Provisional Application No. 61/445,366, filed 2/22/2011. Automatic Gold Farmer Detection in Online Games, USC Ref. 10-540.

Service
Editor
Special Issue, Journal of Virtual Worlds Research. Theme: Research Methods. Forthcoming, 2010.

Editorial Boards
Journal of Communication, Human Communication Research, Journal of Broadcasting and Electronic Media, Games and Culture
Journal Reviews
Human Communication Research, Aggressive Behavior, Communication Theory, Critical Studies in Mass Communication, Journal of Computer Mediated Communication, Media Psychology, Communication Studies, British Journal of Social Psychology,  Telecommunications Policy, Communication Methods and Measures, CyberPsychology and Behavior, New Media & Society, International Journal of Communication.

Conference Chairing
• International Communication Association, Games Division. Vice-chair (program planner) for 2010 and 2011, Chair for 2012 and 2013.

• State of Play 2008. Program chair, Science and research in virtual worlds. Chicago, Illinois, October 21-22, 2008.
• Entrepreneurship and virtual worlds conference. Program chair. Champaign-Urbana, Illinois, September 13, 2005.

Proposal Reviews
• Singapore Ministry of Education, IDM Programme Review Panel, September, 2008

• National Science Foundation: IIS Panel Review, 2009, Blind reviewer in 2006, and CyberInfrastructure Panel, 2005, Washington, D.C.
Regular Conference Paper Reviews
Association for Education in Journalism and Mass Communication (AEJMC), Association of Internet Researchers (AoIR), International Communication Association (ICA), Digital Games Research Association (DiGRA). 
Departmental Service
Web site redesign lead; Committee on Alleged Capricious Grading; Awards Committee; Undergraduate Curriculum Committee; Faculty Merit Review Committee; Annenberg Fellows Working Group.
Blogs
Author, terranova.blogs.com. Virtual worlds academic and industry collaborative blog. Approximately 2,500 hits per day.

Listserv Curator
Adminstrator and founder, BigNova, backchannel for industry and academia research

Adminstrator and founder, USCGames-L, the USC campus listserv for games research and education
Education
Dissertation Committee
Susan Douglas, W. Russell Neuman (co-chairs), Paul Resnick, Nojin Kwak, Nicholas Valentino
Dissertation: “Trouble in River City: The Social Life of Video Games.” 
• Field experiment, content analysis, participant observation and historical study of game effects and sociopolitical factors. 
• Defended, December 11, 2003.
Preliminary Exams and Committee Members
Methodology: Michael Traugott & Nicholas Valentino, August 2000
Communication Theory: Susan Douglas & Kristin Harrison (University of Illinois), March 2001 
Economics and Policy: Barry Litman (Michigan State University) & W. Russell Neuman, May 2001
Fellowships
Dissertation Fellowship, Fall 2003
ISR Summer Research Assistant Fellowship, Summer 2002
ISR Summer Research Assistant Fellowship, Summer 2000
Jay H. Payne Summer Research Fellowship, Summer 1999.
University of Michigan Regent’s Fellowship, awarded on entrance, 1998. 
Academic Work Experience
Courses Developed and Taught: University of Southern California
• Communication Management 530 (Master’s class): The Social Impacts of new Technologies/Online Communities
• Communication Management 537 (Master’s class): The Video Game Industry
• Communication Management 662 (UG/MA/PhD): Research Seminar on Large-Scale Data
Courses Developed and Taught: University of Illinois
• Speech Communication 529 (Ph.D. Seminar): New Communication Technologies
• Speech Communication 496: Video games: Content, Industry and Policy
• Speech Communication 496: Virtual Communities

Students Supervised
• Cuihua Shen, Dissertation 2010: Assistant Professor, UT Dallas
• Helen Wang, Dissertation 2010: Assistant Professor, SUNY Buffalo
• Nicole Martins, RA & co-author: Assistant Professor, Indiana
• Li Xiong, Dissertation Chair
• Rabindra Rata, Dissertation Chair
• Jae Eun Chung, Qualifying Exam Committee
• Adam Kahn, Advisor
• Jamaica Brown, Advisor

Research Assistantships
• 2002 Internet and Political Activity Pilot (NSF Grant), PIs: Nicholas Valentino, Vincent Hutchings. Experimental design, web page survey construction, computer programming, staff training and supervision.
• Vote 2000 Priming Experiment Series (3 studies), PIs: Nicholas Valentino, Mike Traugott, Vincent Hutchings. Experimental design, survey construction, computer programming, multimedia production (creation of 17 political advertisements), staff supervision and running subjects.
• Research on Satellite Communications and CB Radio systems, Professor Susan Douglas, Summer 1999. Archival research.
Graduate Student Instructorships (T.A.)
• Communication Studies 111: Introduction to Computers and Networks, Lab Instructor. Responsible for 60 students. Fall 2002.
• Film and Video Studies 370: Television History, Fall 2001, Professor Bambi Haggins. Responsible for 50 students.
• Communication Studies 111: Introduction to Computers and Networks, Lab Instructor. Responsible for 60 students. Winter 2001.
• Film and Video Studies 370: Television History, Fall 2000, Professor Bambi Haggins. Responsible for 50 students.
• Communication Studies 101: Introduction to the Mass Media, Winter 2000, Professor Susan Douglas. Responsible for 90 students.
• Communication Studies 101: Introduction to the Mass Media, Fall 1999, Professor Susan Douglas. Responsible for 90 students
Graduate Student Mentor
Responsible for training and coordination of teaching assistants for the departments of Communication Studies and Film and Video Studies. Included leading a two-term seminar for new instructors, Comm 993. Fall 2000 and Winter 2001. Lead in conjunction with Susan Douglas.
Orientation Mentor/Advisor
The Center for Research and Learning on Teaching. 2000 GSI Orientation.
Statistical and Computing Consultant
Summer Program Computer Staff. ICPSR (Inter-University Consortium for 
Political and Social Research), Summer 1999. Statistical consulting and technical support for visiting scholars.
Departmental Involvement
• Department of Communication Graduate Student Representative, Rackham Graduate Student Ongoing Forum.
• Graduate Communication Association, founding member and faculty representative.
• Department of Communication, Student-Faculty representative, 1999-2000.
Professional Memberships
• National Communication Association (NCA)
• International Communication Association (ICA)
• Association for Education in Journalism and Mass Communication (AEJMC) 
• Association of Internet Researchers (AoIR)
• Digital Games Research Association (DiGRA)
• International Game Developers Association (IGDA)


Prior Work Experience
Freelance Graphic Design, 8/96 to 2004. Graphic design, writing and editing, planning, consulting, digital manipulation, pre-press.
Director of Communication, USC Admission Office, 6/95 to 6/98.
Writing and editing, budget and planning, management, graphic design, digital manipulation, multimedia design, web site design, mailing systems, database design, photography.
Publications Assistant, USC Admission Office, 10/93 to 6/95.
Copywriting, layout and editing. 

Professional Honors
• University College Designers Association’s Gold Award, 1996.
• Admissions Marketing Report’s Best of Show, 1995.
• CASE Award of Excellence, 1995.
Computer Skills
Platforms: Mac OS, Windows XP, Vista and NT.
Programs: SPSS, Stata, Blaise, Final Cut Pro, QuarkXPress 4.03, PageMaker, Photoshop, Illustrator, Acrobat/Distiller, Word, Excel, PowerPoint, Dreamweaver
Personal Interests
Basketball, science fiction, travel and travel writing, poker, roller hockey, and percussion. 
