In May 13–15, 2004 I took part in the New Media European Teachers´ Workshops. As the10th workshop of its kind it was held in the school La fémis in Paris. The unifying theme was the question “Does the cross media really exist?”.
All the participants were introduced on the first day in the morning. 19 participants from 14 countries – namely: Finland, Norway, Sweden, France, Belgium, Denmark, The Netherlands, Czech Republic, Estonia, Germany, Portugal, Spain, United Kingdom, Ireland - took part in the workshop. These were cinema, television and new media teachers, involved in creative new media curricula. The guide of the meeting was Dick Rijken, new media and education expert and consultant from the Netherlands. After lunch we discussed the conception of "cross media".
This MEDIA Teachers' training event focused on pedagogic issues in the design and development of fully integrated digital multimedia content. The team of participants are involved with the full digital content chain, covering creation, acquisition, management and production. The participants considered the effective use of multimedia technologies in enabling multi-channel, cross-platform information, entertainment and leisure content.
For me personally, very inspiring was the visit the Cube, the digital art creation center in the Parisian suburbs, co-directed by Florent Aziosmanoff, one of the Femis workshop participants. He is a multimedia author, cofounder and editorial director of the ART 3000 artistic association and of the publication NOV´ART. He showed us round the building, introduced to us their activities, with several interactive products and finally with his new project using automatic robot-dogs Sony, which gradually gain individual character features.
To understand the real content of “cross media”, French media designer Eric Viennot, Creative Director of Lexis numérique, presented and discussed the development of his cross-media game 'In Memoriam'. This game combines not only all multimedia options of a computer (picture, sound, movement), but Internet as well. The fictive story is about a loss of two newspapermen, which are looked for via interactive games from CD-rom, and answering the questions with the support of the Internet. The orders and the search itself occur in the “real” Internet space, but at the same time the game has been again and again renovated.
The final day after breakfast we were given the space for the discussion on establishing doctorate studies focusing on interactivities. Mr David Smith, Head of research at the School of Art, Media and Design (the University of Wales College Newport, United Kingdom) had the opening speech. As resulted from the later discussion, the same problems are shared also by other European schools.
What I personally benefited from was that at this meeting we had the chance to explain our individual teaching methods and could compare them which may help me to improve the content and teaching-learning atmosphere at my own courses.
