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In this course, students will learn the foundations of time-based digital media analysis and production. Using the
framework of ‘cradle to cradle’ and circular economies, this course will ask how reusing and recycling of pre-existing
materials might look like in digital media. Students will consider real-world situations for opportunities of design that
require the production of time-based, intangible digital media experiences. In addition to receiving the basics of digital
media editing, students will engage in English-language classroom discussion, they will work both individually and in
groups, they will learn to analyze pre-existing digital media experiences, and they will receive demanding assignments to

produce their own creative digital media experiences.
Skills: translational envisioning; reuse
Equipment: we will work in software with computers

Outside of classroom activities: we will leave the classroom several times in this course, for small field trips, for capturing

field recordings (sound) and for video shootings in the outdoors
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At the end of this course, students will be able to:

1.

3.
4.,

Describe ‘waste,” ‘obsolete,” and ‘decayed’ for materials across media and senses, in particular for intangible
and time-based materials.

Demonstrate understanding of ‘circular economies’ for time-based digital media, including the differences
between synthesizing, reusing, recycling, referencing, citing, and appropriating.

Define the difference between material/footage and process/mediation in time-based digital media.

Present research of techniques that ‘translate’ ideas between multiple intangible materials.
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Course Contents (in Parts/Chapters/Sections/Weeks. Please notify name of instructor for course section(s), if

this is a team teaching or module course.)

Week

Content

1

Lecture (4 hours)
Topic: Time
- Welcome and course overview
- Introduction: time-based digital media
- Definitions and conversation: digital media, time, time-based

Practice (4 hours)
- Small exercise: create time. Arrange given media objects on a timeline in software
- Present a 30sec media clip to the class, describe your process, define ‘time’ by describing
your media clip

Lecture (4 hours)

Topic: Experience |
- Introduction: capturing an experience, recording and filming, image and sound
- Examples: film, video and sound history, media arts history
- Definition and conversation: experience, perception, immersion, senses

Practice (4 hours)

- Small field trip: capture an experience outdoors on campus in groups of two. Record sound,
and record image. Put sound and image together without any further editing; create an
experience that has no cuts and no other editing than matching sound and image

- Present a 30sec digital media product to the class

Lecture (4 hours)
Topic: Circular Economies: Material and Process
- Introduction: reuse of existing materials, reprocess
- Definitions and conversation: material, footage, process, mediation

Practice (4 hours)
- Small exercise: collect pre-existing images and sounds. Categorize, archive, and describe
your materials. Then, rearrange, recombine, remix and reprocess the materials in software
- Present a 30sec clip to the class

Lecture (4 hours)
Topic: Waste
- Introduction: waste, obsolete and decayed materials in time-based digital media
- Definitions and conversation: waste, recycling, reuse, referencing, citing, appropriating

Practice (4 hours)
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- Small field trip: collect digital waste. Then, create a digital media experience (with image and
sound) that explains and defines what ‘waste’ means to you. Choose and apply one of these
concepts to your digital media experience: recycling, reusing, referencing, citing, or
appropriating

- Present a 30sec clip to the class

- Interim review

3 Lecture (4 hours)
Topic: Synthesis
- Introduction: synthesis as a technique to process materials, in digital image and sound
production
- Definition and conversation: synthesis
Practice (4 hours)
- Small exercise: create one sound that changes slowly over time. Then, create one image that
changes slowly over time, then put the two coincidentally together.
- Present short media clip to the class
Lecture (4 hours)
Topic: Translation I: Sound and Image
- Introduction: translate from old to new. Translate from sound to image. Translate ideas.
Translate experiences
- Definition and conversation: translation
Practice (4 hours)
- Small exercise: create a storyboard for a translation process in sound and image.
- Present the storyboard to the class
4 Lecture (4 hours)

Topic: Translation II: Space, spatial experience
- Introduction: how do we experience space through digital media? Techniques for creating
spaces in sound and image. Reuse, recycle, reprocess and remix spaces in digital media
- Definition and conversation: space

Practice (4 hours)
- Work on final project: apply everything that you have learned so far in this course and create
a spatial experience based on a circular economy of footage. Length: between 5 — 10 min.

Lecture (4 hours)

Topic: Experience I
- Conclusion: how has our understanding of ‘experience’ changed at the end of this course?
- Discussion: experience and circular economies

Practice (4 hours)
- Final presentation
- Course feedback

Fit REESEEE Textbook and Supplementary Readings

Blesser, Barry, and Linda-Ruth Salter. 2007. Spaces Speak, Are You Listening? Experiencing
Aural Architecture. Cambridge, Mass.: MIT Press.

Eck, Cathy van. 2017. Between Air and Electricity: Microphones and Loudspeakers as Musical
Instruments. New York: Bloomsbury Academic.

Hegarty, Paul. 2014. Rumour and Radiation: Sound in Video Art. New York, N.Y.: Bloomsbury
Academic.




19.

20.

21.

& ANy

SOUTHERN UNIVERSITY OF SCIENCE AND TECHNOLOGY

PRI ASSESSMENT
TR P& R SERBRSE L BELT B/
Type of Time % of final Penalty Notes
Assessment score
H#) Attendance |64 hours ||10 || ||
RS E Project |24 hours ||4o || H
IR 32 hours 50
Final
Presentation

8475 & GRADING SYSTEM

M A +=%% %% Letter Grading
0O B. Z&id s GEIE/AEE) Pass/Fail Grading

R it REVIEW AND APPROVAL
FRERECEAEUTRENZRRSFIEDL

This Course has been approved by the following person or committee of authority

Professor Tom Kvan
Dean, School of Design




