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Report

The four week intensive course covered a very important topic in new media design an production: building on line communities and designing cooperative on line environments and systems that are kept creative and alive through the interaction and communication of their users. Cooperative systems like (massive) multi-user on line games or other participatory and interactive applications and communication devices present the most challenging issues in today’s communication technologies. The course was comprised of seminars on game theories, game design, community building, data management, database narratives and  content business and management. Within the course we analyzed the cultural impact of network technologies and discuss the emergence of these multi-user systems. We managed few experiments with the development of fiction and non-fiction content for these systems and we also tried other simulations that helped us experience how are such systems created. 

All these topics are very new and usually ignored by more traditional institutions like universities. Academy of converging media is a good ground to bring these challenging and new topics to light and analyze them in a group of people that come from very different backgrounds. The strength of the course is that it brings together people that would not meet under normal circumstances. Different simulations and games in such inhomogeneous group led to the development of interesting projects, experimenting with new ideas and learning how to work together across disciplines. Very good and challenging about the lecturers was that they were not only academics but mostly people from the industry that gave us a good insight and introduced more pragmatic approach. 

The first week was more introductory and it dealt with the importance of databases which are the key technology for any participatory system. We had an interesting overview of the XML technology used for cross platform applications and we created a project by using a specific software for database storytelling (Korsakow system). The course covered different functions of the databases from business (the lectures of Rainer Kurvers) to art and interactive storytelling (the workshop on Korsakow system by Klaas Kuitenbrouwer and Florian Thalhofer). The second week was dealing specifically with the subject of the computer games and it was the most interesting part of the course. The lectures and the workshop of Ernest Adams gave us a good orientation in the genres of games but also is the process of game design and the conceptual framework that is behind every game. His workshop in which we simulated a game development team made us understand how are the games created and we also worked on new ideas about possible games. One of the best lectures in the whole course was given by Teut Weidemann, a leading game developer from Germany, that shared with us everything he knew about the game industry and how it is evolving. The third week was more theoretical and general about the future of cooperative technologies as well as some project management issues and methods. The last week we worked in teams of three people on a project with the help of Raimo Lång, very experienced  dramaturg and producer from Finland.

The course met my expectations and developed my knowledge and motivation in the field of new media art that I am actively involved both as a researcher and a teacher. My background is in new media theory and contemporary continental philosophy but since 1999 I am actively involved in making web sites and Internet based educational and art projects. am actively involved in the development of a curriculum for a new department “Electronic culture and semiotics” at the Faculty of Humanities and my goal was to include computer game theory in the curriculum. This course gave me some very good ideas and materials for my courses and I am already working on the new syllabus.  I am very interested in the question how to teach new media art and how to connect the on line and off line activities and build a community around every course. The design of the web site for the course, the methodology of teaching and the conceptual organization of the field are very much related and I had an opportunity to explore these issues on the Berlin course. It was also an ideal ground to gain inspiration for my courses and my work with the students and I believe that the workshops, simulations and games will lead to improvement of my teaching methods. 
The whole course was also good for my doctoral dissertation in which I am interested in the phenomena like collaborative systems on the Internet (P2P technologies) and other technologies that change the social and ‘natural’ reality in a crucial way that proves the priority of the code over philosophical assumptions about ontology or social definition of ownership. This course gave me a valuable material to explore these issues more deeply and involve more examples from computer games. I believe that the whole course is valuable for people that are interested in new media content and technology either as producers, developers or academics and journalists.
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