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Summary of Assessment 

The assessment in this unit is designed, first and foremost to assist you to learn and, then, to give 
you opportunities to demonstrate your learning. Assessment is tightly connected with the syllabus. 
In return for your commitment to high-quality work and timely presentation, we will ensure that 
feedback for the first three assignments is prompt, giving you opportunity to learn from these and 
improve for subsequent assignments. 

There are four components to assessment in this unit. Each item is linked to further details on that 
assignment: 

  Assignment 1 Media Diary  25% due 4pm, Friday, 25 February 

  Assignment 2 Essay 25% Due 9am, Monday, 10 January 

  Assignment 3  The Pitch  20% Due 9am, Monday, 31 January. 

  Assignment 4 Reflective Web Media  30% Due 4pm, Friday, 18 February 

NB: The Media Diary consist of two elements, the first is due during week two, while the completed final 

assignment is due week 13. The details of Assignment 3 and 4 will be released at the beginning of 
module two, on 10 January 2011. 

Submission 

All students should submit assignments electronically via FLECS-Blackboard. No hardcopy 
submission is possible in this unit. 

Assignment files must be named according to this format:  Web207_a.[insert assignment #]_[your 
surname];  
for example: Web207_a.1_Leaver.doc or Web101_a.3_Leaver.rtf. 

Please submit in word (.doc) or RTF (.rtf) formats – do not submit PDFs.  

Passing the Unit 

You will pass the unit as long as you submit all pieces of work, make satisfactory efforts to 
participate, obtain a grade of 50% or more for all the assessment (i.e. you may fail any individual 
piece of work as long as your final result is 50% or more). You are not permitted to resubmit 
assignments once already submitted. 

Please see your unit outline for details on policies, including late policies and good academic 
conduct.  

  

http://lms.curtin.edu.au/courses/1/312132-Vice-Chancell-1383054584/content/_1362780_1/dir_Web207.zip/Web207/Assignment_1.html
http://lms.curtin.edu.au/courses/1/312132-Vice-Chancell-1383054584/content/_1362780_1/dir_Web207.zip/Web207/Assignment_2.html
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Assignment 1: Media Diary  

In Brief: 

The Media Diary is worth 25% of your overall mark. 
Part one must be completed by the end of week 2; part two must be submitted by 4pm, Friday, 
week 13. 
Please refer to the calendar in your Unit Outline for the due date. 

Instructions: 

Part 1: Today’s Diary 

You are asked to keep a diary of your media consumption for a single 24 hour period (ie one day) 
once during the first two weeks of this unit. At the end of the day, please do a summary of how 
much time you’ve spent engaging with different media platforms. You will then share your diary 
and summary with the rest of the students in this unit no later than the end of Sunday in week 2. 
You should then post your diary and summary to your own web presence (which you’ll have if 
you’ve done Web 101 or Web 206) or a blog you’ve set up. (If you feel that there is something 
deeply personal in your diary and you can’t share it online, then you can post the whole thing to the 
appropriate discussion board rather than online.) You should then share a link to your diary entry 
by posting it to the relevant discussion forum on Blackboard.  

Here’s a quick example of what a few hours might look like: 

6.15am Woke to alarm clock playing Lady Gaga through attached iPod. Checked mobile phone first 
thing – 3 new text messages arrived overnight, nothing important, will reply on the bus. 
6.45am Read newspaper over breakfast. Had the TV on in the background with ABC2 morning 
breakfast show (it’s not very good, but has no commercials). 
7.30am Reviewed work schedule for the day on my iPhone; listened to a podcast about digital news 
from the BBC (it’s about a week old). Saw lots of billboard advertising on the bus and bus stop – all 
about Hollywood blockbusters and ... 
 
Summary: About 45 minutes reading newspapers, around 3 hours talking on the iPhone, another 
hour on it listening to podcasts and looking up stuff while in meetings, two hours watching 
television, probably 4 hours looking at the internet through one screen or another... 

You are being asked to complete part one early in the unit for two reasons: (a) to help you think 
about your own media consumption habits in relation to the media changes we are exploring in this 
unit; and (b) the collective diaries of all students in this unit form a mosaic, illustrating an important 
sample of contemporary media use and consumption which will help you think about how others 
consume media. You are strongly encouraged to read and comment on each others’ diaries. 
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Please note: you do have to formally submit part one for marking, you only have to post a link to it 
on the relevant discussion forum in Blackboard. Part one will not be formally marked (it will, 
however, be included as part of your final submission of part two). 

Part 2: Tomorrow’s Diary & Reflections 

For part two, you a required to write a second diary entry, covering a single 24 hour period (ie one 
day) set five years into the future relative to your original media diary entry.  So, for example, if 
your original media diary was recorded on 8 December 2010, then your second diary entry will be 
written for 8 December 2015. As with the first entry, you should also include a summary of your 
time consuming each media type at the end. Utilising everything you have learnt in this unit about 
the way media are changing, your future media diary should simply describe what media you think 
you will be engaging with in five years time. This is not just a guess, but an informed estimate on 
the basis of what you learnt in module one, about where existing industries are heading, and in 
module two, about emerging web-based media forms.  

Along with the second diary entry, you should also write a reflective statement of 1000 words, 
explaining (a) why you think your media consumption will take this form in five years and (b) how 
typical your future media consumption will be compared to other people in five years time. The 
reflective statement is an opportunity to contextualise your diary entries in relation to the unit and 
should make reference to unit readings (and potentially other sources, too). You must clearly 
indicate all references and sources for the material informing your statement. Any material you 
refer to from written sources, online, or anywhere else must be clearly indicated; all of your 
references should follow the APA style of citation.  

At the completion of part two, you should upload your original diary entry (from part one), your 
new diary entry, and your reflective statement as a single document, submitted electronically via 
Blackboard in the usual manner. 

Criteria for Assessment 

Students will be assessed on how well your media diary: 

 Meaningfully engages with the changing affordances of media platforms and industries 
 Presents a clear, coherent and concise overview of your learning in the unit 
 Engages critically and meaningfully with relevant core and deeper unit readings and ideas 
 Follows conventions of referencing (APA), grammar and expression appropriate for academic writing  
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Assignment 2: Essay  

In Brief: 

This assignment is worth 25% of your mark for this unit. 
Please refer to the calendar in your Unit Outline for the due date. 

Instructions: 

Essay Question: Select one of the media platforms covered in topics 1.1 to 1.5 (ie television, film, 
music, games or photography) and analyse what impact digitisation and convergence have had 
on your chosen media platform. 

This essay is worth 25% of your mark for this unit. The essay should be 1500 words in length, 
including in-text references; however, your reference list is not included in this count. You have 
approximately 10% flexibility with the word limit, but being substantially under or over-length will 
result is a poorer mark. 

Please keep in mind, you will need to develop your own analysis in this essay.  Even if you agree 
completely with one article or book you’re using, you will need to present a larger and more 
balanced account than any single source can provide. You will be expected to have read and utilise 
both core and deeper readings from the relevant topic. As this is a substantial research essay, you 
will also need to find appropriate secondary material to further your analysis.  
 
Please keep in mind that your essay should include a fully formed introduction and conclusion, 
should be written in paragraph form, should present a clear argument and should meaningfully 
engage with both core and deeper readings/viewings provided in the unit and include credible 
material from secondary sources.  Your essay should follow the APA referencing style. 

  

Criteria for Assessment 

Students will be assessed on how well your essay: 

 Presents a clear, coherent and concise analysis 
 Present arguments that explore the cultural and social dynamics of converging and participatory 

media 
 Engages critically and meaningfully with relevant core and deeper unit readings  
 Selects and incorporates relevant secondary material  
 Follows conventions of referencing (APA), grammar and expression appropriate for an academic 

essay 
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Topic 1.0: Introduction 

Topic Outline  

Welcome to the first week of Web Media! This introductory week will be a bit lighter than most in 
terms of readings, as we really want to you to refresh your thinking about web media and ponder 
which issues and media areas are of most interest to you.  

Almost all of you will have come across the concept of convergence already, but the first reading 
for this week goes back to Henry Jenkins' original definiton and conceptualisation. As he argues: 
"'Convergence alters the relationship between existing technologies, industries, markets, genres 
and audiences. Convergence refers to a process, but not an endpoint" (Jenkins, 2010: 34). This 
broad shift - cultural as well as technological - which Jenkins maps is one of the broad frames for 
this unit. Similarly, the article from Lev Manovich returns to several terms you should already be 
familiar with - Web 2.0 and social media - and asks how these have become normalised as part of 
our everyday media lives. Manovich offers some interesting questions, but is most useful in setting 
the scene of current media shifts which this unit will also explore. Finally, the short video is less 
critical and more playful, visually reminding us just how accessible the tools of media production 
have become (especially as fetishised by the Apple slogan, 'It Just Works').  

Also, this week please ensure you've listened to the introductory lecture,and read the unit outline 
(and taken note of the due dates for assignments).  

In order to get started thinking through this area, when reading, please consider: 

1. Jenkins suggests nine areas where the relationships between consumers and 
producers are changing. What are these, which seem most important, and how far 
have these new relationships emerged?  

2. Manovich suggests a few areas where the most interesting and innovative responses 
to social media are being produced - what are they, and how might (or might not) 
these be indicative of new forms of creativity unleashed by digitsation?  

3. Lastly, a much bigger and more personal question: Looking at the unit material, 
which areas look to be of most interest to you? Why?  

Instructions 

Please watch the core viewing, and read the core readings. In this introductory week, there are just 
the two readings and one video, to get you started.  

Core Viewing  

Liu, D. (2010) Apple Mac Music Video. Retrieved from 
http://www.youtube.com/watch?v=6kxDxLAjkO8  

  

http://www.youtube.com/watch?v=6kxDxLAjkO8
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Core Reading  

Jenkins, H. (2004). The Cultural Logic of Media Convergence. International Journal of Cultural 
Studies, 7(1), 33 -43. doi:10.1177/1367877904040603 [Via Library Catalogue]  

Manovich, L. (2009). The Practice of Everyday (Media) Life: From Mass Consumption to Mass 
Cultural Production? Critical Inquiry, 35(2), 319-331. doi:10.1086/596645 [Via Library Catalogue] 
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Topic 1.1: Television  

Topic Outline  

As the Rocketboom (2010) video reminds us, television as a media form of any kind is less than a 
century old, and yet has become so ingrained and normalised that it is often difficult to imagine a 
world where television isn’t central.  The short piece from Jason Mittell (2006) asks us to consider 
what happens when the schedule disappears? When the TV Guide is replaced by the TiVo, or other 
time-shifting device, how does television as an experience, or an industry, change? Gray’s (2008) 
more substantial chapter charts some of the ways television production, distribution and reception 
has changed in light of digitisation and, in particular, online communication. Gray suggests that if 
traditional broadcast television can be understood as ‘flow’, then current television production is 
being changed by focusing on ‘overflow’. While all three articles use examples of mainly US TV, the 
final reading from Leaver (2008) looks at the contradictions that come with overflow; as more and 
more TV ‘extras’ appear online, how are those enjoyed by viewers in different countries where the 
release schedule for TV shows can be radically different? What happens when, for example, the 
trailers or webisodes or spoilers are online months before the shows air in Australia? Or when 
online 'extras' are delivered via geo-locking, effectively re-building geographical sales boundaries in 
digital forms?  

In order to get started thinking through this area, when reading, please consider: 

1. How does time-shifting and recording TV alter the viewing experience? Will 
this destroy the industry if advertisers can’t guarantee viewers actually 
watching (rather than skipping) ads? 

2. Gray cites some high-profiles US examples where ‘overflow’ (the extra 
material developed around a franchise, like Lost) can be integral to the 
viewing experience. Does this mean TV can’t be considered ‘by itself’ 
anymore, or are additional and meaningful online extras still a rarity? 

3. Leaver (2008) suggests that the contradictions in current TV programming 
and online extras might be considered a ‘tyranny of digital distance’?  What 
does that mean, and does it matter? 

Instructions 

Please watch the core viewing, and read the core readings. You are welcome to read some or all of 
the deeper readings, but this is not a requirement (if you are writing an essay on this topic, you will 
need to read all of the deeper readings).  

Core Viewing  

Rocketboom. (2010). The Future of Television. Retrieved from 
http://www.youtube.com/watch?v=dXbI_aTiA84 Full credits available at 
http://info.rocketboom.com/index.php?title=The_Future_of_Television 

http://www.youtube.com/watch?v=dXbI_aTiA84
http://info.rocketboom.com/index.php?title=The_Future_of_Television
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Core Reading  

Mittell, J. (2006). TiVoing Childhood. Flow TV, 3(12). Retrieved from 
http://flowtv.org/2006/02/tivoing-childhood/ 

Gray, J. (2008). Television unboxed: expansion, overflow, and synergy. In Television Entertainment 
(1st ed., pp. 73-101). Routledge.  [eReserve] 

Leaver, T. (2008). Watching Battlestar Galactica in Australia and the Tyranny of Digital Distance. 
Media International Australia, (126), 145-154.  

Additional Reading  

Mittell, J. (2009). Television Practices. In Television and American Culture (pp. 355-382). Oxford 
University Press, USA. [eReserve] 

Tay, J., & Turner, G. (2009). Not the Apocalypse: Television Futures in the Digital Age. International 
Journal of Digital Television, 1(1), 31-50. doi: 10.1386/jdtv.1.1.31/1 [eReserve] 

Newman, M. Z. (2009). P2P TV: Ethical Considerations. Flow TV, 9(10). Retrieved from 
http://flowtv.org/2009/04/p2p-tv-ethical-considerationsmichael-z-newman-university-of-
wisconsin-milwaukee/ 

Quail, C. (2009). The Myth of Online TV. Flow TV, 10(4). Retrieved from 
http://flowtv.org/2009/07/the-myth-of-online-tv-christine-quail-mcmaster-university/ 

Leaver, T. (2010) FlashForward or FlashBack: Television Distribution in 2010. Flow TV, 11(05). 
Retrieved from http://flowtv.org/?p=4668  

  

http://flowtv.org/2006/02/tivoing-childhood/
http://lms.curtin.edu.au/courses/1/312132-Vice-Chancell-1383054584/content/_1362780_1/dir_Web207.zip/Web207/Readings/LeaverT_TyrannyofDD.pdf
http://flowtv.org/2009/04/p2p-tv-ethical-considerationsmichael-z-newman-university-of-wisconsin-milwaukee/
http://flowtv.org/2009/04/p2p-tv-ethical-considerationsmichael-z-newman-university-of-wisconsin-milwaukee/
http://flowtv.org/2009/07/the-myth-of-online-tv-christine-quail-mcmaster-university/
http://flowtv.org/?p=4668
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Topic 1.2: Film 

Topic Outline  

In Chuck Tryon’s chapter (2009a) he looks in detail at the way digital technologies have radically 
lowered the costs involved with film production, while online communication tools have enabled 
publicity and promotion to be done almost for free. Of course, there is a flip side and new and very 
publicly debated challenges have emerged for the existing Hollywood studio powerhouses.  The 
much shorter post from Tryon (2009b) offers some quick insights in terms of getting into 
Hollywood, and also into this week’s viewing, the short Panic Attack from Fede Alvarez, made with 
almost no budget, but enough to propel Alvarez to a $US30 million directing contract. Jumping back 
a few years, Kirstin Thompson’s chapter (2008) from The Frodo Franchise looks at the way Peter 
Jackson and his team embraced the web, and through it, the fans, during the production of the Lord 
of the Rings films (which was one of the first blockbusters to really ‘get’ the internet). Indeed, for 
those interested, you can follow updates to this story as The Hobbit enters production at 
Thompson’s blog The Frodo Franchise. 

In order to get started thinking through this area, when reading, please consider: 

1. Tyron (2008a) outlines some of the way digital technologies and 
communications can make filmmaking and distribution easier, but there is 
also a flipside. What are some of the new challenges that come with digital 
technologies which movie studios and filmmakers face today? 

2. Does Alvarez’s success with Panic Attack prove that anyone with a camera 
and a computer can finally made their way into Hollywood? (And should that 
be the goal for all filmmakers?)  

3. While film websites are ubiquitous today, what joys and challenges emerged 
when Peter Jackson’s Lord of the Rings production embraced official and 
more importantly, unofficial, websites about their films during production? 

Instructions 

Please watch the core viewing, and read the core readings. You are welcome to read some or all of 
the deeper readings, but this is not a requirement (if you are writing an essay on this topic, you will 
need to read all of the deeper readings).  

Core Viewing 

Alvarez, F. (2009). Ataque de Pánico! (Panic Attack!). Retrieved from 
http://www.youtube.com/watch?v=-dadPWhEhVk 

Core Reading  

http://www.kristinthompson.net/blog/
http://www.youtube.com/watch?v=-dadPWhEhVk
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Tryon, C. (2009a). Desktop Productions: Digital Distribution and Public Film Cultures. In Reinventing 
Cinema: Movies in the Age of Media Convergence (pp. 93-124). Rutgers University Press. [eReserve] 

Tryon, C. (2009b). Panic Attack and YouTube Discovery. The Chutry Experiment. Retrieved 
November 24, 2010, from http://www.chutry.wordherders.net/wp/?p=2259 

Thompson, K. (2008). Click to View Trailer. In The Frodo Franchise: The Lord of the Rings and 
Modern Hollywood (1st ed., pp. 133-164). University of California Press. [eReserve] 

Deeper Reading  

Young, C. (2008). Indiana Jones and the Lost Fan Film of Mississippi. In Homemade Hollywood: Fans 
Behind the Camera (illustrated edition., pp. 98-121). Continuum. [eReserve] 

Jenkins, H. (2010a, July 16). Reinventing Cinema: An Interview with Chuck Tryon (Part One). 
Confessions of an Aca/Fan. Retrieved October 21, 2010, from 
http://henryjenkins.org/2010/07/throughout_the_book_you_addres.html 

Jenkins, H. (2010b, July 19). Reinventing Cinema: An Interview with Chuck Tryon (Part Two). 
Confessions of an Aca/Fan. Retrieved October 21, 2010, from 
http://henryjenkins.org/2010/07/reinventing_cinema_an_intervie.html 

  

http://www.chutry.wordherders.net/wp/?p=2259
http://henryjenkins.org/2010/07/throughout_the_book_you_addres.html
http://henryjenkins.org/2010/07/reinventing_cinema_an_intervie.html
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Topic 1.3: Music 

Topic Outline  

In the chapter from Greg Kot (2009) he outlines one iconic legal dispute which captures the 
challenges faced by the music industries with the emergence of the web.  In the legal battle 
between Napster (the first hugely popular peer-to-peer filesharing software) and Metallica, the 
lines were drawn and the characterisation of all music downloading as ‘piracy’ became the norm. At 
the same time, the big studios had little support from many artists who felt they were being 
unfairly treated anyway, so why rally to the defence of studios if fans were still enjoying their music 
(and, arguably, then buying it if they liked what they heard for free)? Patrick Wikstrom’s (2010) 
chapter takes this argument further, but also presents a more up-to-date and nuanced picture; in 
part the music industry is still a dinosaur, suing downloaders, but we also see viral promotion of 
new tracks and new bands and other, more complex, promotional and creative experiments. From 
the amateur side, the ability to create or remix music has seen millions of new players enter the 
field, too, something this week's video suggests has a long and important history that substantially 
pre-dates the web.  Jumping back just a few years, Richard Berry’s (2005) article was written just a 
podcasting was becoming popular, a timely reminder that time-shifted audio files and podcasting 
itself only began in 2004. Berry looks at the way the iPod and podcasting (and similar non-Apple 
tools and technologies) have changed our personal relationships to and with music but also, and 
quite importantly, how time-shifted recorded audio podcasts have challenged radio stations. 

In order to get started thinking through this area, when reading, please consider: 

1. On balance, what are the biggest challenges and benefits to the music 
industries that come from digital communication and distribution?  

2. Do current laws adequately address the affordances of digital media (ie do 
they account for what web media can actually do compared to analog media 
forms 20 years ago)?  

3. Is radio a dying form in the face of iPods, iPhones and a million other devices 
capable of playing personalised musical playlists? 

Instructions 

Please watch the core viewing, and read the core readings. You are welcome to read some or all of 
the deeper readings, but this is not a requirement (if you are writing an essay on this topic, you will 
need to read all of the deeper readings).  

Core Viewing  

Everything is a Remix from Kirby Ferguson on Vimeo. 

Ferguson, K. (2010). Everything is a Remix - Part One. Retrieved from http://vimeo.com/14912890 

http://vimeo.com/14912890
http://vimeo.com/user119486
http://vimeo.com/
http://vimeo.com/14912890
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Core Reading  

Kot, G. (2009). Napster vs. Metallica. In Ripped: How the Wired Generation Revolutionized Music 
(pp. 25-39). New York: Scribner.  [eReserve] 

Wikstrom, P. (2010). The Social and Creative Music Fan. In The Music Industry: Music in the Cloud 
(pp. 147-169). Polity. [eReserve] 

Berry, R. (2006). Will the iPod Kill the Radio Star? Profiling Podcasting as Radio. Convergence: The 
International Journal of Research into New Media Technologies, 12(2), 143 -162. 
doi:10.1177/1354856506066522  [via Library Catalogue] 

Deeper Reading 

Sinnreich, A. (2010). The Crisis of Configurability. In Mashed Up: Music, Technology, and the Rise of 
Configurable Culture (pp. 69-89). University of Massachusetts Press.  [eReserve] 

Kulash Jr, D. (2010, February 20). WhoseTube? The New York Times. Retrieved from 
http://www.nytimes.com/2010/02/20/opinion/20kulash.html?ref=opinion 

Baym, N. (2010a, June 22). Changing Relationships, Changing Industries. Berkman Center For 
Internet & Society Retrieved November 24, 2010, from 
http://cyber.law.harvard.edu/events/luncheon/2010/06/baym 

Baym, N. (2010b, September 21). Social Media from Musicians’ Perspectives. Online Fandom. 
Retrieved November 24, 2010, from http://www.onlinefandom.com/archives/social-media-from-
musicians-perspectives/ 

  

http://dx.doi.org/10.1177/1354856506066522
http://www.nytimes.com/2010/02/20/opinion/20kulash.html?ref=opinion
http://cyber.law.harvard.edu/events/luncheon/2010/06/baym
http://www.onlinefandom.com/archives/social-media-from-musicians-perspectives/
http://www.onlinefandom.com/archives/social-media-from-musicians-perspectives/
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Topic 1.4: Games  

Topic Outline  

Videogames of various forms have been the growth medium for more than a decade, with each 
advance in technology heralding new fields of play.  From video arcades, to consoles, to mobile 
devices, the way we can and can’t play with new technologies is always a driving force for 
innovation and creativity. Lisbeth Klastrup’s (2010) chapter introduces the notion of considering 
large multiplayer online games as worlds or universes rather than just a series of game play tasks.  
She also offers some ideas about how we might analyse and categorise different sorts of online 
game experiences. Luca Rossi’s (2009) short but important piece offers some insights into social or 
casual gaming, which is one of the biggest growth areas at the moment. Social games often rely on 
existing social networking tools, such as Facebook, and utilise these networks to populate games 
with players who already have social ties. To some extent, these games have gone full circle, 
harking back to earlier game play (such as board games and cards) which were always social in their 
nature. At a more conceptual level Greg Costikyan (2002) offers a series of terms and frameworks 
to consider videogame play and design, both as a new form and, importantly, in relation to earlier 
forms of game play. Finally, and perhaps most importantly, in this week’s viewing Jane McGonigal 
(2010) argues the video games and game players can save the world, not in just some abstract or 
digital sense, but in the very real sense of solving some of the world’s greatest challenges, like 
global warming.  McGonigal might seem far-fetched to start with, but her argument is hard to 
dismiss and certainly offers a more optimistic and fun vision of the future per se and importance of 
games more broadly. 

In order to get started thinking through this area, when reading, please consider: 

1. What makes a game ‘social’ – is it the type of game, who you play it with, or 
something else?  (Is there a line between playing and being social, or are they 
part of the same sort of experience?)  

2. Are videogames the first indigenous form of digital media? Are videogames 
fundamentally different from past games and types of play?  

3. Can, as Jane McGonigal suggests, videogames and game players change the 
(real) world? 

Instructions 

Please watch the core viewing, and read the core readings. You are welcome to read some or all of 
the deeper readings, but this is not a requirement (if you are writing an essay on this topic, you will 
need to read all of the deeper readings).  

Core Viewing  

McGonigal, J. (2010). Gaming can make a better world. TED Talks. Retrieved from 
http://www.youtube.com/watch?v=dE1DuBesGYM (20 minutes)  

http://www.youtube.com/watch?v=dE1DuBesGYM
http://www.youtube.com/watch?v=dE1DuBesGYM
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Core Reading  

Klastrup, L. (2010). Understanding Online (Game)worlds. In J. Hunsinger, L. Klastrup, & M. Allen 
(Eds.), International Handbook of Internet Research (1st ed., pp. 309-323). Springer. [eReserve]  

Rossi, L. (2009). Playing your network: gaming in social network sites. Breaking New Ground: 
Innovation in Games, Play, Practice and Theory. Proceedings of DIGRA 2009, (2009). Retrieved from 
http://www.digra.org/dl/db/09287.20599.pdf 

Costikyan, G. (2002). I Have No Words & I Must Design: Toward a Critical Vocabulary for Games. (F. 
Mayra, Ed.) Proceedings of Computer Games and Digital Cultures Conference. Retrieved from 
http://www.costik.com/nowords2002.pdf  

Deeper Reading  

Zagal, J., Fernandez-Vara, C., & Mateas, M. (2008). Rounds, Levels and Waves: The early Evolution 
of Gameplay Segmentation. Games and Culture, 3(2), 175-198.  [via Library Catalogue] 

Ip, B. (2008). Technological, Content, and Market Convergence in the Games Industry. Games and 
Culture, 3(2), 199 -224. doi:10.1177/1555412008314128 [via Library Catalogue] 

Ruch, A. (2009). World of Warcraft: Service or Space? Game Studies, 9(2). Retrieved from 
http://gamestudies.org/0902/articles/ruch 

Juul, J. (2003). The Game, the Player, the World: Looking for a Heart of Gameness. In E. Copier & M. 
Raessens (Eds.), Level Up: Digital Games Research Conference Proceedings. Utrecht: Utrecht 
University. Retrieved from http://www.jesperjuul.net/text/gameplayerworld/ 

Bogost, I., & Montfort, N. (2009). Platform Studies: Frequently Questioned Answers. Presented at 
the Digital Arts and Culture, Irvine, California, US. Retrieved from 
http://www.bogost.com/downloads/bogost_montfort_dac_2009.pdf 

  

  

http://www.digra.org/dl/db/09287.20599.pdf
http://www.costik.com/nowords2002.pdf
http://gamestudies.org/0902/articles/ruch
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http://www.bogost.com/downloads/bogost_montfort_dac_2009.pdf
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Topic 1.5: Photography  

Topic Outline  

This week’s video (which has very minimal production values) is a quick review and demonstration 
of the Instagram app for the iPhone. While the video is quite pedestrian, the app is a brilliant 
demonstration of convergence and digitisation in action; photography here is a networked, digital 
process with social outcomes facilitated by technological innovation.  To situate the history of 
photography, or at least the photographic image, Sturken & Cartwright’s (2009) chapter gives a 
detailed overview of image reproduction technologies, from the beginnings of photography 
through to the plasticity of digital images and photography today. It’s a long piece, but has lots of 
illustrations and is a pretty easy read – well worth engaging with.  The chapter from Jean Burgess 
(2009) is a lot shorter and probably more familiar as Burgess  looks at digital photos and photo-
sharing as a form of ‘vernacular creativity’, with a particular focus on Flickr. Cobley & Haeffner’s 
(2009) article focuses more intensely on what they call domestic photography and examines the 
aesthetics and rationale behind the enormous explosion of amateur photography, and 
photographic distribution, in the past decade. From a professional, elite and almost mythical media 
form, as it becomes web media photography has transformed into one of the most accessible and 
most banal of media forms, second only to text. 

In order to get started thinking through this area, when reading, please consider: 

1. Has the process of becoming ubiquitous (ie almost everywhere) made 
photography in the digital age less important or more important?  How has 
this change occurred? 

2. When a photograph obviously becomes digital information, does that change 
what photography means, or does lowering the barriers to participation 
mean most users have a better understanding of what makes a (good) 
photograph? 

3. In the era of Photoshop and filters (such as those in Instagram), how do we 
decide which photographs to ‘trust’? 

Instructions 

Please watch the core viewing, and read the core readings. You are welcome to read some or all of 
the deeper readings, but this is not a requirement (if you are writing an essay on this topic, you will 
need to read all of the deeper readings).  

Core Viewing  

TimsTechBlog. (2010). Instagram for iPhone: Get It!. Retrieved from 
http://www.youtube.com/watch?v=c9LBYcpRlMo 

Core Reading  

http://instagr.am/
http://www.youtube.com/watch?v=c9LBYcpRlMo
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Sturken, M., & Cartwright, L. (2009). Visual Techologies, Image Reproduction, and the Copy. In 
Practices of looking : an introduction to visual culture (2nd ed., pp. 183-222). New York and Oxford: 
Oxford University Press. [eReserve] 

Burgess, Jean E. (2009) Remediating vernacular creativity : photography and cultural citizenship in 
the Flickr photosharing network. In: Edensor, Tim and Leslie, Deborah and Millington, Steve and 
Rantisi, Norma (Eds.) Spaces of Vernacular Creativity : Rethinking the Cultural Economy. Routledge 
Studies in Human Geography . Routledge, London ; New York, pp. 116-126. [eReserve] 

Cobley, P., & Haeffner, N. (2009). Digital cameras and domestic photography: communication, 
agency and structure. Visual Communication, 8(2), 123 -146. doi:10.1177/1470357209102110 [via 
Library Catalogue] 

Deeper Reading  

Cox, A. M. (2008). Flickr: a case study of Web2.0. Aslib Proceedings, 60(5), 493-516. 
doi:10.1108/00012530810908210 [via Library Catalogue] 

van Dijck, J. (2008). Digital photography: communication, identity, memory. Visual Communication, 
7(1), 57 -76. doi:10.1177/1470357207084865 [via Library Catalogue] 
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