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Course Description

Digital Culture is a senior seminar which will explore advanced theoretical issues
surrounding the growth of digital technologies as they pertain to creativity. We will
delve deeper into the critical issues raised as our creative output—from writing to image-
making to music-moves into the realm of the circuit. Digital media has provided the
opportunity, as no other technology has before, for working across disciplines. As
creative endeavor moves into the computer, it becomes easier to combine, and to
collaborate over distance through digital networks. What are the precedents? What are
the implications?

Course Objectives
A successful student will:
a. Demonstrate a proficiency in writing.
b. Demonstrate, through answering reading questions, an understanding of all of
the assigned reading.
c. Understand and write articulately about the ways in which digital technology
has changed the ways in which we create, communicate and interact.
d. Understand and write articulately about the ways in which digital technology
has continued those practices used by societies around the world to build
culture.

Assignments
Assignments are due before the start of class. Late assignments will be lowered one full

grade (10 out of 100 points) for each week they are late. You may re-submit any
assignment for a better grade up until the last class of the semester.

Research Paper

The major project of this class will be a research paper of no fewer than 6,000 words,
supplemented by additional multimedia materials as needed. The topic is of your
choice, but should relate to the topics and themes of the course. The chronologies in
my book are a good place to start, as is the Wired newsletter. You will need to research
your paper on the Web, but printed resources are important as well: you must have no
fewer than three books in your bibliography.



Reading Questions

There will be seven sets of reading questions distributed during the semester.
Remember that your grade is not based on whether or not you and I agree, but on the
depth and clarity of your thinking. Your writing should be clear, concise, and
demonstrate that you have done and understood key elements of the reading.

Presentations

Each student will be responsible for a five to ten minute PowerPoint presentation on a
topic of their choice (not their research topic). At the end of the semester, each student
will make a twenty minute presentation of their research, using the web, PowerPoint,
and whatever other supplementary materials they feel are necessary.

Course Policies
Any student with a documented disability should contact me outside of class to discuss
accommodation.

Rigor

Thgis course is a senior seminar, and I expect from you a serious commitment of time
and energy. In a seminar, class participation is essential, and so you must show up to
each and every class on time, having done the reading. If you have not done the
reading, do not come to class. You must open your mouth to speak at least once a
week. You do not need to make the most profound statement of all time, only add to
the dialog in some way. I similarly expect a serious commitment to your research
paper. To that end, I have required a proposal early on in the semester in order to give
you time to research, and draft of the paper so that you have time to revise and edit the
paper before you turn it in. Please turn off all pagers, cell phones and other electronic
devices before class.

Plagiarism

Plagiarism is the act of using the ideas of another without giving proper credit. We will
discuss this extensively in class, as well as how to properly cite sources. Any instance of
plagiarism will be dealt with serlously, and penalties may include failure of the course.

Attendance

You are expected to attend every class. Missing two classes will lower your grade
significantly. Missing three classes without a signed doctor’s note detailing a medical
emergency will result in your failure of the course, with no exceptions. If you miss a
class, you are still responsible for all of the readings and assignments due that week. I
suggest that you m

Grading Breakdown

Attendance and class participation  15%
Research paper 40%
Presentation 10%
Reading questions 35%

Grades are given from 0-100: 0-65 F, 66-70 D, 71-79 C, 80-89 B, 90-100 A.



Required Texts

Traub, Charles and Lipkin, Jonathan, In The Realm of the Circuit. New Jersey: Prentice
Hall, 2003.

Waldrip-Fruin, Noah and Montfort, Nick, The New Media Reader. Cambridge: MIT
Press, 2003.

Gibson, William, Neuromancer. New York: Ace Books, 2003

In addition, students will read the following email newsletters:

Wired Daily News http://www.wired.com select ‘sign up’ for new users

New York Times Circuits Newsletter http://www.nyt.com select ‘go to member center’

Important Dates

Weeks 2 and 3: Conference with me to discuss term paper topic
Week 4: Topic for term paper due

Week 5: Preliminary bibliography for term paper due
Week 11: First draft term paper due

Week 15: Term paper due

Course Schedule

Week 1:  The Circuit

Week 2:  The Circuit

Readings: Traub and Lipkin (IROC), pp. 1 - 22, 84-92, 166-179. Waltrip and
Montfort (NMR), chapter 1 Borges, “Garden of Forking Paths,” ch. 53 CAE,
“Nomadic Power,” ch 47 Bolter “Seeing and Writing,” ch 48 Moulthrop “You Say You
Want a Revolution?,” ch 49 Coover, “The End of Books,” ch. 54 Berners-Lee “The
World Wide Web.” Online readings TBA

Week 3:  Dataset and Multimedia

Readings: IROC, pp. 48-61, 100-107. NMR ch 7 Burroughs “The Cut-Up Method,”
ch 26 Kay “Personal Dynamic Media,” ch 34 Turkle “Video Games,” ch 44 Hershman
“Fantasy Beyond Control”. Dick Higgins “Intermedia”. Dogme Manifesto. Online
readings TBA

Week 4:  World Brain

Week 5:  World Brain

Readings: IROC, pp. 62-83, pp 92-99, 166-179. Jorge Louis Borges, “The Library of
Babel” (reserve item #tk). Dave, “The Future of Publishing,”
http://promo.net/pg/kushal.html, Heart, “History and Philosophy of Project
Gutenberg,” http://promo.net/pg/kushal.html. Wolf, “The Curse of Xanadu,”

http://www.wired.com/wired/archive/3.06/xanadu_pr.html, NMR ch 11 Nelson “A
File Structure”, ch 42 Joyce “Siren Shapes.” Online readings TBA

Week 6:  Metafora
Readings: IROC, ch 2

Week 7:  Cyberpunk



Week 8:  Cyberpunk

Readings: Gibson, Neuromancer. Watch Blade Runner (Potter Library, call number:
PN1997 .B63). Readings in McCaffery, Storming the Reality Studio (Potter Library call
number PS374.535 S76 1991 or reserve) Shirley “Wolves of the Plateau,” Sterling
“Preface to Mirrorshades,” Cisicsery-Ronay “Cyberpunk and Neuromanticism,” NMR
ch 35 “A Cyborg Manifesto”

Week 9:  Dialog
Week 10: Dialog
Readings: IROC ch 3

Week 11: Creative Interlocutor
Readings: IROC, ch 5

Week 12:  Copyright
Week 13: Copyright
Readings: John Perry Barlow “Selling Wine Without Bottles,”

http://www.eff.org/Publications/John Perry Barlow/HTMI/idea economy article.html
and “The Next Economy of Ideas,”

http://www.wired.com/wired/archive/8.10/download.html. Richard M Stallman, “The
GNU Manifesto,” http://www.gnu.org/gnu/manifesto.html and “GINU General Public
License” http://www.gnu.org/copyleft/gpLhtml. Readings from creativecommons.org
TBA. Sam Williams, Free as in Freedom, chs 1, 7, and 9. Available from the library
(reserve call number = tk) or online at http://www.oreilly.com/openbook/freedom/
Online readings on copyright TBA.

Week 14: Presentation of papers
Week 15: Presentation of papers

Bibliography

Aicher, Otl. 4nalogous and Digital.
Here is a mid 20th century designer who confronts the rationality and irrationality of
digital and abstract creativity.

Bailey, James. After Thought: The Computer Challenge to Human Intelligence.
Describes how computers may re-shape the way we think and how we educate
ourselves.

Baldwin, J. Bucky Works: Buckminster Fuller's Ideas for Today.
A fine introduction to the work of this important thinker.

Barlow, John Perry. “Selling Wine Without Bottles.” 1993
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Barnett, Jo Ellen. Tume's Pendulum.
A comprehensive overview of the technologies of timekeeping.

Barrow, John D. The Artful Universe.

Explores the relationship between natural phenomena, mathematics, and art. Of
particular interest is the chapter "The Natural History of Noise," which explores the
relationship of music, pattern, and language

Barthes, Roland. Empire of Signs.

Obsessed with the signage of Japan, Barthes explores the relationship between word,
image, and symbol in that culture. Along with Barthes' Camera Lucida and Mythologues
this book is important to the understanding of representation in the post 20th century
culture.

Baudrillard, Jean. America.
Explores the phenomena of the unreal in a fast-food society.

Benedikt, Michael. Cyberspace: First Steps.
An introduction to the field of cyberspace at its inception. The essay "The Lessons of
Lucasfilm's Habitat" has a good discussion of community online.

Blade Runner[Director’s Cut] Produced by Michael Deeley and directed by Ridley Scott.
117 min. Warner Home Video, 2003. DVD.

Bolter, Jay David. Turing's Man.
A discussion of the computer in contemporary society, it has a particularly good
description of the technical workings of the computer.

Bolter, Jay David. Writing Space.
Describes the ways in which the computer may change the practice of writing, through
the re-organization of words and ideas.

Borges, Jorge Luis. Labyrinths

Many wonderful stories: The Garden of Forking Paths anticipates hypertext and
questions space and time. The Circular Ruins describes the process of creation. The
Library of Babel provides a parable for the Web.

Campbell-Kelly,Martin; Aspray, William: Computer: A History of the Information Machine.
A good history of the computer, from the conception of information processing in the
nineteenth century to the present.

Chernoff, John Miller. African Rhythm and African Sensibility.
An overview of West African music and its place in society.

Daston, Lorraine; Park, Katherine. Wonders and the Order of Nature 1150-1750.
Good sections dealing with the cabinet of wonder in Europe.

Dave, Kushal. “The Future of Publishing.” http://promo.net/pg/kushal.html



Dewey, John. Art as Experience.

The pragmatist philosopher Dewey describes his notion that art is a vital part of the
society in which it is made. The authors cite his thinking as fundamental to
understanding the humanist potential of the computer.

Eglash, Ron. African Fractuals.
Western culture builds its architecture on the grid. Eglash demonstrates how African
architecture draws from fractals in buildings and city planning.

Fernando Jr., SH. The New Beats.
A history of the early New York Hip Hop scene.

Fuller, R Buckminster. Operating Manual for Spaceship Earth.
Describes the limited resources of the earth, and our responsibility to manage the
affairs of our culture. It is even more prophetic today than when written in the 1960s.

Gates, Jr ,Henry Louis. The Signifying Monkey.
Formulates a theory of African-American and African literature, tracing its roots to the
oral tradition.

Gill, Eric. 4n Essay on Typography.
This work uses typography as a metaphor for aesthetics.

Guedj, Denis. Numbers; The Universal Language.

A concise history of mathematical reasoning and counting. This is but one of a number
of books from the Abram's Discovery series which outlines for the inquiring the
essentials of important topics. All of these books are concise, pictorial, and useful.

Hafner, Katie; Lyon, Matthew. Where Wizards Stay Up Late.
An important history of the early days of the Internet.

Haraway, Donna J. Sumians, Cyborgs, and Women.

An important feminist philosopher of science's treatise on culture, science, and women.

Hart, Michael. “Save the Internet.” 1994
http://promo.net/pg/savenet994.html

Hart, “History and Philosophy of Project Gutenberg.” 1992
http://promo.net/pg/history.html

Herz, J. C. Foystick Nation.
A good overview of the history of video games and popular entertainment.

Houis, Jacques; Mieli, Paola; Stafford, Mark. Being Human.
A good reader for understanding the implications of the technological revolution upon
our physical and biological well being.

Hurston, Zora Neale. Every Tongue Got to Confess.



An important preservation of oral history from America's South.

Kelly, Kevin, Out of Control.
The editor of Wired Magazine offers insight into the relationships of machine systems,
our economy, and biological life. A vision of how things work in the 21st century.

Kemeny, John G. Man and the Computer.
The writings of a computer visionary, who foresaw the popularization of the computer
as far back as forty years ago.

Kenseth, Joy, The Age of the Marvelous.
A sophisticated compendium to a marvelous exhibition exploring the 16th and 17th
century as an age of observation, curiosity, and wonderment.

Kern, Stephen. The Culture of Time and Space 1880-1918.
An important chronicle of the ways in which the railroad and other technologies of the
late nineteenth century changed notions of time and space.

Kittler, Friedrich A, Gramaphone, Film, Typewriter.
A complicated but deep analysis of the relationship between literacy and technology.

Landow, George P, Hyper/Text/Theory.

A good compendium of essays on the theory of a new electronic and writing. See
particularly, Stuart Moulthrop, "Rhizome and resistance; hypertext and the dreams of
a new culture."

Langer, Susanne K. Problems in Art.
This 1s an example Langer's clear and insightful writings on art. Her writing
enlightened a generation on the social meaning of art.

McLuhan, Marshall. Understanding Media: The Extensions of Man.
If you haven't read this book already, read it now.

Ludlow, Peter. High Noon on the Electric Frontier.
An important collection of primary sources on issues such as piracy and copyright in
the digital age.

McCafterey, Larry. Storming the Reality Studio: A Casebook of Cyberpunk Fiction.
One of the first collections of this important new genre of science fiction.

McCloud, Scott. Understanding Comics.
This highly original book, written in the comic book style, explores complicated issues
creativity, including time and narrative.

McQuillan, Martin, T%e Narrative Reader.
A fine introduction to the canonical texts of the theory of narrative from Plato to Post-
Structuralism.

Miller, Arthur 1. Insights of Genus: Imagery and Creativity in Science and Art.



A mmportant discussion of creativity that explores its role in science, art, and
technology. It equates the origin of creativity in "seeing" in all of its many forms. This
is an exciting and accessible book.

Mirzoeff, Nicholas (ed.). The Visual Culture Reader.

A good case book of critical ertlng on visual culture including many important
contemporary artists and classic pieces by Marshall McLuhan, Roland Barthes, and
others.

Mitchell, WJT. On Narrative.

Certainly one of the best introductions to the study of narrative. Along with Mitchell's
books listed here, it is an essential compendium for the understandings of metaphor,
imagery, and our needs and reasons to communicate.

Moholy-Nagy, Laszlo. Painting, Photography, Film.
A must read if one is to understand the education of the modernist creator.

Morrison, Toni editor. fames Baldwin, Collected Essays.
A nice collection of this important American writer.

Mumford, Lewis (1963): Technics and Civilization.
A wonderful recounting of the history of technology.

Panofsky, Erwin, Perspective as Symbolic Form.
A 20th century classic by a great art historian who describes the ways in which visual
depiction of three dimensions on a two-dimensional plane reflect cultural values.

Popper, Frank, Art of the Electronic Age.
One of the few books exploring the roots of electronic art. A good introduction to the
new media.

Rowland, Wade, Spirit of the Web: The Age of Information from Telegmjy/z to Internet.
A popular hlstory of the development and possibilities of communications networks.

Strunk, William; White, E.B., The Elements of Style.
If you want to write clearly, read this perennial classic.

Stallman, Richard M. “The GNU Manifesto.” 1985
http://www.gnu.org/gnu/manifesto.html

Stallman, Richard M. “GNU General Public License.” 1991
http://www.gnu.org/copyleft/gpl.html

Tufte, Edward R, Envisioning Information.
This beautiful and rational book by aesthetician is fundamental for all those who seek
to organize information through using technology.

Turkle, Sherry. Life On The Screen.



A classic study by the Harvard sociologist on the ways we communicate through and
with computers. Especially interesting writing on MOOs and MUDs

Venturi, Robert; Brown, Denise Scott; Izenour, Steven, Learning From Las Vegas.
Perhaps the seminal work to the post modern architectural movement. The authors
challenge architects to be more receptive to the tastes and values of the common people
and less concerned with self-grandising aestheticism.

Weschler, Lawrence. Mr. Wilsons Cabinet Of Wonder.

A exploration of David Wilson's Museum of Jurassic Technology which stands as a
metaphor for our insatiable curiosity and need to collect. The museum explores the
line between fact and fiction.

Wiener, Norbert. The Human Use of Human Beings.

This founder of cybernetics and humanist explores the in this key work the
dehumanization inherent in computing as well as its great capacity to relieve us of
relentless of repetitiveness and drudgery in our pursuits.

Wolf, Gary. “The Curse of Xanadu.” 1995
http://www.wired.com/wired/archive/3.06/xanadu_pr.html



